ED205/191D – Computers in Education

Spring 2009
Moore Hall 3140 
Monday, Wednesday, 1:00 – 3:00 p.m.

	Prof. Noel Enyedy
Office: 2323 Moore Hall. Phone: (310) 206-6271
enyedy@gseis.ucla.edu
Office Hours: Wednesday 3:00-4:00 p.m. or by appointment
	TA: Deborah Fields
Office: 2323 Moore Hall.  Phone: (310) 619-4894 stareyes@gmail.com                                           Office Hours:  Monday, 3:00-5:00 p.m. or by appointment


	Course Overview

	How can computers in school be more like finger paints and less like television? Can video games help people learn? When is technology useful and when not?

To begin answering these questions and others, this course will look broadly at technologies that can be used to support learning.  We will start by thinking about the right questions to ask:  How do technologies fit in larger systems of activity where people learn?  Why does most educational software suck?  What does good educational software look like?

We will then examine several empirical studies to investigate: What are the major ways that technology has been implemented for learning both in and out of schools? What are the other possibilities?  

Finally, we will end the class by examining some of the broader social and equity issues associated with educational technologies locally and globally.

In answering these questions we will examine current thinking on and examples of computers in the formal and informal settings.   We will ground our inquiries by examining first hand, several exemplary (and not so exemplary) pieces of educational software.

Objectives

1. Overview of the field and major issues of computer-mediated learning.  After taking this course I expect you to be able to discuss the role of technology in learning, from a variety of perspectives and viewpoints.

2. Introduction to the empirical and theoretical literature on computers and learning.  The readings of the course have been chosen to introduce you to the current thoughts, techniques, research and issues relating to the use of technology in the facilitation of learning.

3. Familiarity with the major models for educational software.  



	Course Requirements

	You will earn your grade in this course through the following:

10% 
Participation (attendance, postings to website during demo days, quantity & quality in discussions)

50% 
Assignments (Four 500-600 word homework assignments)

40 %
Final project/paper


There will be a course discussion board on facebook

Readings will be available in pdf format at www.gseis.ucla.edu/faculty/enyedy/ed191


	Grading Policy
	Late papers can be made up (and subsequently redone), but the ceiling is lowered which each day it is late (1 day late then the highest grade is A-, 2 days then B+, etc.)



	Week 1

March 30
	Introduction & Overview 

CRAPPY SOFTWARE & WHY IT’S CRAP: Poor learning theory and/or ill conceived social context
DEMO: Whyville & cheating

(Optional) Fields, D. A. & Kafai, Y. B. (2007). Stealing from Grandma or generating knowledge: Contestations and effects of cheats in a tween virtual world. In Akira Baba (Ed.), Situated Play: Proceedings of the Third International Conference of the Digital Games Research Association (DiGRA) (pp. 194‐202). Tokyo, Japan: The University of Tokyo.


	April 1
	Koedinger, K. R., & Corbett, A. (2006). Cognitive Tutors: Technology Bringing Learning Sciences to the Classroom. In K. Sawyer (Ed.), The Cambridge Handbook of the Learning Sciences (pp. 61-78). New York, NY: Cambridge U
niversity Press.
Optional:

Enyedy, N. (2003). Knowledge construction and collective practice: At the intersection of learning, talk, and social configurations in a computer-mediated mathematics classroom. Journal of the Learning Sciences, 12(3), 361-407.
HOMEWORK 1 DUE:  Find a technology that can promote learning—what is good, what is bad, what are you not sure about? (Hint: Use the list of technologies to study as a starting point if you’re stuck).


	Week 2

April 6

	HISTORICAL CONTEXT

DEMO: Simcalc http://www.kaputcenter.umassd.edu/products/software/smwcomp/download/



	April 8
	Burbules, N. C., & Callister, T. A. (1999). The risky promises and promising risks of new information technologies for education. Bulletin of Science, Technology, & Society, 19(2), 105-112.

Roschelle, J., Pea, R., Hoadley, C., Gordin, D., & Means, B. (2000). Changing how and what children learn in school with computer-based technologies. The Future of Children, 10(2), 76-101.

	Week 3

April 13

	CONSTRUCTIONISM

Peppler, K. B. & Kafai, Y. B.  (forthcoming). Making games, art, and animations with Scratch. In Y. B. Kafai, Kylie A. Peppler, & Robbin N. Chapman (Eds.) The computer clubhouse: Constructionism and creativity in youth communities. New York: Teachers College Press.

Maloney, J., Peppler, K., Kafai, Y. B., Resnick, M., & Rusk, N. (2008). Programming by Choice: Urban Youth Learning Programming with Scratch. Proceedings of SIGCSE ’08. 
diSessa, A. A. (2000). Changing minds: computers, learning, and literacy. Cambridge, MA: MIT Press. (chapters 1-2). 

DEMO Scratch http://www.scratch.mit.edu



	April 15
	NO CLASS 

HOMEWORK 2 DUE **Noon, Saturday April 18**: Spend minimum 2 hours to CREATE a Scratch project and upload it to Scratch.mit.edu and REMIX a Scratch project from Scratch.mit.edu and upload it. Post your Scratch username and a 500 word reflection on your experiences to the website.

	Week 4

April 20

	WEB 1.0

DEMO WISE http://wise.berkeley.edu/ 



	April 22

	Bell (2004). Internet Environments for Science Education, 2004

Enyedy, N. & Hoadley, C. M. (2006) From dialogue to monologue and back: Middle spaces in computer-mediated learning. ijcscl, 1 (4). 



	Week 5

April 27

	Web 2.0 PARTICIPATORY DESIGNS & STORYTELLING
DEMO: TBA


	April 29

	Black, R. W. (2006). Language, culture, and identity in online fanfiction. E-Learning, 3(2), 170-184, retrieved on April 28, 2008 from http://www.wwwords.co.uk/elea/content/pdfs/3/issue3_2.asp#6.

Hull, G. A. & Katz, M. L. (2006). Creating an agentive self: Case studies of digital storytelling. Research in the Teaching of English, 41(1), 43-81.

HOMEWORK 3 DUE: Post or link to a story, video, animation etc. (use your imagination) about you and your history with technology. 


	Week 6

May 4

	SIMULATIONS: Augmented Reality & Virtual Reality

Demo: SPASES (possible on campus field trip – discuss alternate time to class: 2:00-4:00 p.m.) 

	May 6

	Squire, K. D., & Klopfer, E. (2007). Augmented reality simulations on handheld computers. Journal of the Learning Sciences, 16(3), 371-413.

Colella, V. (2000). Participatory simulations:  building collaborative understanding through immersive dynamic modeling. Journal of the Learning Sciences, 9(4), 471-500.



	Week 7

May 11

	Mobile learning & informal contexts

DEMO: Code Talk 



	May 13

	Squire, K. D. (2009). Mobile media learning: Multiplicities of place. On the Horizon, 17(1), 70-80.

White, T. (2006). Code talk: Student discourse and participation with networked handhelds. International Journal of Computer-Supported Collaborative Learning, 1(3), 359-382.

HOMEWORK 4 DUE: Review one piece of technology (covered in class or not). You may review a different technology than before or go deeper with the technology you reviewed in Week 1.


	Week 8

May 18

	GAMES AND LEARNING

DEMO: Quest Atlantis http://atlantis.crlt.indiana.edu/

	May 20

	Gee, J. P. (2003). What videogames have to teach us about learning and literacy. New

York: Palgrave Macmillan. (Chapters 1 – 2, 7)

Steinkuehler, C. A. & Duncan, S. (2009). Scientific habits of mind in virtual worlds. Journal of Science Education & Technology

	Week 9

May 25

	MEMORIAL DAY [no class]

	May 27

	GENDER & TECHNOLOGY

Kafai, Y.B. (forthcoming). Serious games for girls? Considering gender in learning with games. In U. Ritterfeld, M. Cody, & P. Vorderer (Eds.), Digital Games for Learning, Education, and Social Change. Mawhaw, NJ: Lawrence Erlbaum Associates.

Hayes, E. R. & King, E. M. (2009). Not just a dollhouse: What The Sims2 can teach us about women's IT learning. On the Horizon. 
HOMEWORK 5 DUE: Abstract, Outline, & Reference List for Final Paper

	Week 10

June 1


	CULTURE & TECHNOLOGY
DEMO: MyWorld

	June 3


	Enyedy, N. and Mukhopadhyay, S., (2007). They don’t show anything I didn’t know: Emergent tensions between culturally relevant pedagogy and mathematics pedagogy. The Journal of the Learning Sciences 16(2), 139–174. 

Gresalfi, M. Barab, S. Siyahhan, S., Christensen, T. (2009) Virtual worlds, conceptual understanding, and me: designing for consequential engagement. On the Horizon, 21-34.
Final Paper workshop 




Homework Assignments (50%)
There are five homework assignments (weeks 1, 3, 5, 7 & 9). Most of these are 500-600 word reflections (roughly two pages double-spaced). You may email them in .doc, Pages, or .pdf – not .docx !!! – to stareyes@gmail.com or turn in printed versions in class unless otherwise noted in the syllabus.
Class Participation (10%)
You are expected to come to every class having read all of the assigned readings for that week and prepared to discuss them. You are expected to be an active class participant, contributing to discussions as both a listener and speaker. Your aim as a participant is to further your own and your classmates understanding of the topics we discuss. 

You may have one unexcused absence for the quarter. Other emergency absences must be discussed with the professor or TA and made up in some form.
Final Term Paper (40%)
Your major project for this course will be a term paper, 3000-3500 words long plus references (roughly 10 – 12 typed, double-spaced pages) in which you consider an issue of educational technology of interest to you. You are expected to use what you have learned through all of your course readings to inform your views. You are encouraged to do outside research as needed for your topic, although it is understood that such outside reading will be of limited scope (e.g., 4-5 additional readings). 
Possible technologies to research for Homework 1, 4, and final paper. See the TA or professor for readings related to these technologies:

· Scratch

· Whyville
· World of Warcraft
· Fanfiction writing communities
· Digital storytelling
· River City (or Ketelhut & Dede’s latest project)
· Quest Atlantis
· CSILE
· CENSei 
· BGuile
· MyWorld 
· Tinker Plots 
· Sid Meier’s Civilization

· WISE

· SimCalc

· Letus (www.letus.northwestern.edu/projects)
· Boxer
· Netlogo
· Starlogo
· CodeTalk 
· WISE
�Think about audience – look at fanfiction site, revisit Scratchr website, talk to Althea about kids iMovies... (Shirin???)





imovie? Show kids movies (mine & althea’s & dusty)


�iphone apps, tobin’s apps maybe nancy songer’s stuff


�This is a bit of reading. Gee read smoothly but we could take a chapter out if we wanted.





Yes too much drop 1 chapter and Stevens or drop 2 chapters
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