Opps for Apps Symposium

Introduction

Group Biography for School of Education Apps for Innovation project

The group comprises the Deputy Dean for Student Experience, senior lecturers from all four
Subject Areas within the School, the School’s Learning Technologist and a research assistant. All
academic colleagues have backgrounds as practitioners in different phases and specialist areas
of education, prior to working in higher education and some are very new to working at the
University. What the group shares is a commitment to developing their skills, experience and
knowledge in using technology enhanced learning, with a critical lens, learning from each other
and drawing on relevant research. Some colleagues are already seasoned users and makers of
digital tools and resources; others are less experienced, but keen to learn more, and to enhance
our students’ experiences of learning in higher education, especially as many of them will
become educators themselves.

Abstract

The group will demonstrate and explain how their use of apps with iPads in their teaching has
enhanced the students’ learning experience and enabled academics to extend their teaching
“repertoire”. The group will also discuss and question the use of technology-enhanced learning,
based on their own experiences and taking account of relevant theoretical perspectives and
current research. Students’ views will also be considered. An important element of the Apps for
Innovation project is that it will inform future staff development within the School and across
the University; lessons learned and implications for next steps will also be proposed.

iPads in HE

G+ community: an immediate and responsive environment for exchanging ideas.

A core set of open-ended content-creation apps emerged as users trialled them for different
purposes and recorded successes as mini case studies on the blog.

Blog + G+ community: collective knowledge-building around a common purpose

Documents the evolution of participants’ use of a core set of apps for content creation over the
course of a year with tools such as Thinglink, Skitch, Padlet, Rollworld, Explain Everything and
Visual Poet being reused to meet a range of learning objectives across different subject areas
within the group. A shared consensus has emerged that apps such as these can help make
students’ learning more visible.

As the group solved problems together, sought help from each other, reused solutions and
evaluated new apps, they developed a ‘collective competence’ and a shared repertoire of
resources and strategies.

Knowledge continued to be transferred between novices and experts within the group outside
of face-to-face meetings via the G+ community discussions

Cross-pollination of ideas: apps for art activities bringing together the ‘app smashing’
combination of Rollworld, Fragment and BeFunky, which has been independently explored by
three academics and has resulted in several related posts and a series of comments on the blog
and community.

A learning extension: combining blogs with communities
Through our first three cases we have shown that technology can facilitate situated learning by
providing an environment in which learners can interact and share ideas using collaborative



technologies. In case 3 we have shown how a G+ community can enhance the use of blogs by
providing a more immediate and responsive environment for exchanging ideas. Our online
spaces can be seen as an example of situated learning taking place within a virtual community of
practice or OCoP (Oliver and Herrington, 2000; Coppola, 1999), allowing for both synchronous
and asynchronous communication. This gives learners control over the pace and place of their
learning and engagement (Wenger et al. 2002; Gannon-Leary and Fonainha, 2007). In the next
two cases we demonstrate the application of these ideas to a higher education context.

The ipad project- A blog and community to enhance research and CPD in Higher Education

In case 4 below, you can see that our growing community of practice involving academic and
support staff across our university division has developed shared metacognition as outlined by
Gunwardena (Gunawardena et al., 2009) around the use of apps for learning in a Higher
Education context. Their metacognitive learning has been documented via a G+ community
allowing them to quickly exchange ideas as well as a blog to archive their applications to
practice as mini case studies. Mason and Rennie describe this type of learning shift as ‘group
mediated cognition’ in which ‘knowledge is created, shared, remixed, repurposed, and passed
along.’ (2008, p.10). Our community demonstrates this as it documents the evolution of
participants’ use of a core set of apps for content creation over the course of a year with tools
such as Thinglink, Skitch, Padlet, Rollworld, Explain Everything and Visual Poet being reused to
meet a range of learning objectives across different subject areas within the group. A shared
consensus has emerged that apps such as these can help make students’ learning more visible.
As the group solved problems together, sought help from each other, reused solutions and
evaluated new apps, they developed a ‘collective competence’ and a shared repertoire of
resources and strategies (Wenger, 2011, pp1-6).

Case 4: The ipad project- A Higher Education (HE) blog and G+ community to enhance research and
CPD in Higher Education

Learning intentions:

- To document and support the use of iPads by academic staff within the School of Education over
the course of an academic year and provide a platform for sharing expertise more widely.

- To provide a Google+ (G+) space for academic staff to ask questions, share resources and ideas,
and reflect on their practice during the implementation of the iPads project.

Case Overview: The G+ community and blog aimed to document the rollout of the use of iPads by
academic staff in their teaching and learning. The project provided support for novice users who were
able to seek advice from their peers, who shared what worked for them, until they gained sufficient
confidence to experiment for themselves. New skills developed, supported by a collaborative team
with a common purpose that tested and shared strategies and resources.

Fig 4: A sample of a Google+ page for the iPad case study
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Learning Outcomes:

e Knowledge continued to be transferred between novices and experts within the group outside of
face-to-face meetings via the G+ community discussions.

e QOvertime, a core set of open-ended content-creation apps emerged as users trialled them for
different purposes and recorded successes as mini case studies on the blog.

e Close links were made with other communities using social network tools, and between research
and practice as people shared ideas from different perspectives and discovered common ground.

As in case 3, we have combined remote and physical collaboration by mixing occasional face-to-
face contact with connected conversations through social media. The blog and online
community together provided a structured framework in which social learning could take place
(Wenger, 2011). Our cases can thus be seen as connectivist learning environments in which
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participants make connections with people and resources, co-create ideas and make choices
within an environment mediated by technology (Saadatmand and Kumpulainen, 2014; Downes,
2010; Siemens, 2005); "Connectivist models explicitly rely on the ubiquity of networked
connections between people, digital artefacts, and content" (Anderson and Dron, 2011, p. 87).

Unlike face-to-face learning events where a cohort learns the same content at the same pace,
an online community may have different types of participation and differing degrees of
expertise. Knowledge transfer can occur at any time between experts and novices or from peer
to peer (Bielaczyc and Collins, 1999) as the community generates ‘a common history’ and its
own ‘artefacts’ (Lave and Wenger, 1998). And, as Johnson (2001) points out, individuals may
move from the edges of the community to the centre as their expertise increases. Indeed,
individuals may belong to a network of communities at any one time (Ozturk and Ozcinar, 2013)
bringing ‘a new fluidity’ to learning. Wick (2000) notes that collaborative teams might form and
dissolve resulting in cross-pollination of ideas. In the community of Case 4, this can be seen
around the apps for art activities bringing together the ‘app smashing’ combination of Rollworld,
Fragment and BeFunky, which has been independently explored by three academics and has
resulted in several related posts and a series of comments on the blog and community.

A benefit of online learning is identified here; learning opportunities are multiplied as the
collective learning potential of the group exceeds that of the individual working on their own
and can thus lead to accelerated learning (Richardson, 2010; Hung, 2002). Johnson highlights
this as a key idea when saying, “The learning that evolved from these communities is
collaborative, in which the collaborative knowledge of the community is greater than any
individual knowledge” (Johnson, 2001, p34). We would echo that this has been the major
learning potential of the use of blogs and communities in our higher education courses.

e Online spaces creating a hub for the community of practice external to the institution

e Peer to peer learning across phase boundaries of schools and university and between
students, academics and teachers

e Contributions from students sit side by side with posts and comments by academics,
cutting across formal structures and forging new understandings across educational
sectors of the ways in which technologies can transform learning

e Learning opportunities are amplified as the collective learning potential of the group
exceeds that of the individual working on their own.Document

o fluid learning journeys across a combination of locations, times, technologies and social
settings in higher education.
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