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Building a Blueprint

With our knowledge of Net Gen learning preferences and emerging technologies as a guide, we’ll sketch ideas for building a blueprint of new learning environments. If we could create a space that appeals to learners and learning principles, what would it look like? What types of activities would facilitate active, learner-centered engagement? “Think out loud” on paper using words, diagrams, or graphs to illustrate your plan, then share your  ideas with others. 

STEP 1: Define Learning Environment 

What is your “elevator” definition of a learning environment?   In the space below construct your definition. 

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

After you have thought about this independently, share your definition with your group.  Based on everyone’s input, construct a group definition.

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

STEP 2: Key Characteristics of the Net Gen Learner 

Based on your experiences and the information explored this morning, what are the key characteristics of net generation learners to keep in mind when constructing learning environments for them to succeed?  Use the space below to list your ideas; then discuss with your group.

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

STEP 3: Learning Principles

What are the key learning principles to keep in mind for designing effective learning environments?

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

STEP 4: Focusing on a Specific Learning Environment

 Let’s begin with the basics: 
· What academic area/program will you be designing for? 

__________________________________________________________________________________________

· Are you planning for learners with advanced content expertise or entry-level experience? 

__________________________________________________________________________________________

· Are you designing for a small seminar, large lecture, field-base, laboratory, etc?

__________________________________________________________________________________________

· Will the delivery mode be face-to-face, fully online, or blended? 

__________________________________________________________________________________________

Some additional questions to consider:  
· How important is the role of collaboration and teamwork?

· How important is personal reflection in the process?

· How important is the role of simulation or role-play?

· How important is access to networked information or real-time data?

· How important is the involvement of real-world problem solving and activities that replicate those in the professional world?

STEP 5: Selecting Technologies to Support Learning

Before we “build a blueprint” for learning, we’ll need a few tools to help us along the way. Here’s a quick snapshot of some emerging technologies and how they are changing the way content is delivered to encourage learner interaction. This list was compiled from the EDUCAUSE Learning Initiative’s “7 Things You Should Know About” technology briefs series (http://www.educause.edu/7ThingsYouShouldKnowAboutSeries/7495).  However, this is only a partial list. Please add other technologies you would consider using to support the learning environment you have in mind.

	Technology 
	What is it? 
	How is it used? 
	How does it relate to teaching and learning? 

	Google Docs
	A suite of web-based programs and file storage that run in a single web browser.
	Peer editing, group projects, peer review
	Collaborative teaching environments, collective knowledge building, information sharing 

	Blogs
	A chronological collection of personal commentary and links
	Journaling, class discussion, foreign language instruction, reflection
	A forum for discussion; an opportunity for interaction with peers; an opportunity to seek and explore outside expertise; peer-to-peer knowledge sharing

	Wikis
	Web pages that can be viewed and modified by anyone with a Web browser and Internet access
	E-portfolios, collaborative editing, real-time syllabi, encyclopedias and archives
	Support asynchronous communication and group collaboration online; gives students direct access to their content; illustrate the evolution of thought processes for assessment.

	Podcasts
	Any software and hardware combination that permits automatic downloading of audio files to an MP3 player for listening at the user's convenience. 
	Audio tours, lecture capture, content creation, multimedia in lectures
	Access to experts, opportunities for digital media creation, mobility

	Video
	
	Multimedia in course lectures, lecture capture, digital storytelling, end-of-course assessment, citizen journalism, peer review
	Increasing visual literacy, content creation, peer review (using video-sharing sites), active participation (in a social software context)  



	Games and Simulations
	Immersive online environments that place students “inside” the learning experience.
	Multi-user games to solve complex problems, travel and language immersion, historical reconstruction
	Learning through engagement, group participation, immediate feedback, real-world contexts

	Google Earth or other Data Visualization Tools
	An interactive mapping application that allows users to navigate (or "fly") the entire globe, viewing satellite imagery with overlays of roads, buildings, geographic features, etc. 
	Lecture demonstrations, virtual topography, interactive maps, concept mapping 


	Visualization, context for spatial and cultural differences, expands borders of classroom

	Haptics
	Haptics technologies provide force feedback to users about the physical properties and movements of virtual objects represented by a computer.
	Understanding “forces” in physics, manipulative models in science, skill/technique building (medicine/engineering) 


	Appeals to kinetic/tactic learners, incorporates sensory data



	Augmented Reality
	Augmented reality adds information and meaning to a real object or place by using technology to add contextual data to a real object or space
	Historical tours, location-based problem solving, medical imaging, educational games, enhanced field trips
	Experiential and knowledge-based learning; mobility; informal learning

	Cyber-Infrastructure
	Integrating high-performance computing, remote sensors, large data sets, middleware, and sophisticated applications to involve people as participants in the generation of knowledge 
	Remote instruments, data storage, data collection
	Authentic, hands-on learning,, collaboration

	
	
	
	

	
	
	
	

	
	
	
	


STEP 6: Bringing it Together

Create an activity that fits into the learning environment you’ve defined. Think outside the box and prepare to share your ideas with the group. 
Some questions to consider: 

· How will you foster higher order thinking skills (critical-thinking, problem-solving, decision-making)?

· How will you develop 21st century literacies (information, media, visual, etc.)?

· Does the activity meet the needs of net gen learners you identified in Step 2?
· Does the activity address the learning principles you identified in Step 3?

· How can you support the activity with an existing or emerging technology described in Step 5? 

_________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________

__________________________________________________________________________________________
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