


Some questions in 
this session

• Does an online learning environment 
enhance thinking and learning?

• How can we determine the quality of 
student thinking when we use ICT 
tools?









• The Sleeper Curve – the steady increase in 
intellectual rigour and content in the 
popular culture of the past 3 decades

• The Flynn Effect: In the past 46 years, the 
American people have gained 13.8 IQ 
points on average

• The popular culture has been growing 
increasingly complex over the past few 
decades, exercising our minds in powerful 
new ways

• The nonliterary popular culture is honing 
different mental skills that are just as 
important as the ones exercised by reading 
books
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Interview Questions

• What has most challenged your thinking 
thus far at ULearn? And why?

• How do you use the online world to 
advance your thinking and learning?

• What do you believe is the single most 
powerful digital tool or process you use to 
advance your students’ thinking?
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Skills for thinking

• Creative (adapt, imagine, predict, invent, 
hypothesise, challenge, redefine, expand)

• Critical (synthesise, analyse, generalise, critique, 
examine, infer, interpret, classify)

• Metacognitive (evaluate, reflect, summarise, 
review, conjecture, plan, query)
• Adapted from: Learner-Centred Assessment (Wilson & Murdoch, 2006); and, Thinkers Keys revised 

version (Ryan, 2007)



Higher order thinking
1st level. Every student is involved only with lower order thinking in 
which they are presented with a series of facts or lower level skills 
development. No in-depth analysis takes place at any stage.

2nd level. All students are predominantly engaged in lower order 
thinking, with an occasional foray into a more complex activity.

3rd level. At least one key portion of the lesson will focus on higher 
order thinking, and most students are cognitively engaged during this 
time.

4th level. Almost all students, for the majority of the time, are deeply 
intellectually involved in the core process of the lesson. They are 
constantly stimulated and challenged by the thinking complexities 
offered in their learning.



Poor Sensational

Creative intent Nothing new!
Aha moments

Contributing lots 
of ideas

Degree of 
reflection

Listening without 
thinking

Always analysing 
how to use ideas

A thinking rubric??







How do you generate 
Connectivism?



2001 - Use a large piece of cardboard; 
cut out magazine photos; copy text 
from an encyclopedia; little idea of 

context

2011 - Construct a wiki; steal images 
from google; plagiarise from a Cheat 

Site; little idea of context
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Some techno-issues!!?

• Online ‘space’ must be used creatively. It’s not just for collating 
content.

• Some (many?) students have more time than many teachers do 
to skill themselves online. Help them to help you!

• Most students have little idea of how to advance their learning 
with ICT.  Use their techmodes (eg video) within your 
instruction. 

• Low level thinking projects can encourage online plagiarism. 
Intellectualise everything! 







Cognitive engagement 
issues

• Multi-tasking? Single-tasking?

• Instant rewards (the 10-sec rule in games)?

• Shorter attention spans impeding the ability to 
ponder and solve a lengthy problem?

• The temptation to plagiarise (and become 
intellectually lazy)

• Capacity to ascertain the validity of online content?





Q. What’s 
our 
purpose 
for doing 
this 
inquiry?

Q. What do 
we already 
know 
about this 
issue?

Q. What 
are our 
questions?

Q. What 
learning 
steps will 
we take?

Q. How 
will we do 
further 
useful 
research?

Q. How 
will we 
share and 
apply our 
findings?



Thinkers 
Keys
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Inquiry? Open-ended investigation?



Gamers tend to:

Keep an eye on the bottom line

Understand the power of diversity

Thrive on change

See learning as fun

Live on the edge



WikisBe careful with just 
depositing content; instead, 
make the wiki intellectual 

and interactive
Set up virtual field trips

Develop peer reviews
Correction competition

Fan clubs for famous historical figures

Peer editing
Multi-author story

Hall Of Fame (of the students’ achievements)

Wiki book club 
Choose your own 
adventure story

Classroom scrapbook
Classroom FAQ

Classroom calendar

Work on a social justice project 
with other classes



What	
  would	
  happen	
  if	
  a	
  student	
  wrote	
  an	
  article;	
  
and	
  then	
  it	
  got	
  spammed,	
  or	
  even	
  taken	
  down;	
  or	
  
perhaps	
  expanded	
  upon.	
  What	
  to	
  do?



Redefinition
Tech allows for the creation of new tasks, 

previously inconceivable

Modification
Tech allows for significant task redesign

Augmentation
Tech acts as a direct tool substitute, with 

functional improvement

Substitution
Tech acts as a direct tool substitute, with no 

functional change

eg Typing out 
your work with 
a word 
processor

eg using spell 
check or word 
count

eg to make use 
of multi-media 
in highly 
enhanced ways

eg co-creating on 
group projects 
with other classes 
world-wide 
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Analysis of some 
Term 4 learning

•List some key ICT learning experiences 
in your teaching; and map them out 
according to the SAMR model

•Analyse a Term 4 unit according to the 
SAMR model



Knowledge 
Consumption 
to Knowledge 

Creation

List at least 20 
different uses for a 

mobile phone
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http://ipad.ipadsforeducation.vic.edu.au/

http://ipad.ipadsforeducation.vic.edu.au/
http://ipad.ipadsforeducation.vic.edu.au/
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Here’s the Epic Citadel Challenge that students were set:

• Create a digital story utilizing photos from the app Epic 
Citadel

• the digital story may include text, or it may not. It may be a 
collage, a poem. It is entirely up to you, as long as it tells 
some sort of story

• use any apps you like to create your story
• your story must be no more than 3 minutes
• all finished stories must include a short reflection by the 

student before being uploaded.
• Please answer these questions: How did you create your 

story? What worked well? What didn't? What skills do you 
think you have learnt in completing this task?

Ringwood Nth Primary School. Melbourne

ipadsforeducation.vic.edu.au



Ideas to get started:
• sequence your pictures in Keynote in order to add text to 

your snapshots
• create a short film in Reel Director where you can 

include transitions, audio and even record a voiceover
• use Doodle Buddy to stamp new characters over the top 

of the pictures
• use Strip Design to create a comic. Insert pictures into 

frames, add text and speech bubbles
• use apps that allow you to compose your own music to 

create a soundtrack or ambience.











Your use of 
visuals??

•What do you do?

•What could you do?

•What will you do?







What were the three 
key messages for you??

What could you do?
What will you do?

How and when will you 
do it?
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