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Constructivism

Constructivism and Computer-Mediated Communication in Distance Education

Activities in the classroom should be an opportunity for students to work and interact and become part of a community. This requires the teacher to move from the podium to the sideline. Technology is a way to create the communities, which would relate to real-world problems. 

· Computer-mediated communication (CMC)

· A network of computers to facilitate interaction between learners in two different locations. 

· Video conferencing and e-mail 

· Dyads can work together to solve problems, negotiate, coaching, and modeling

· Knowledge occurs when students explore issues, discuss, reflect, and evaluate

· Instructor contribution should be 10%-15%

· Involve thinking that requires higher order thinking. 

· Computer-Supported Collaboration Work (CSCW)

· Combines communications and computer technologies to support various activities in groups of varying size.

· Collaborative groups create a common understanding of the problem being solved and decide a final decision as a group.

· Computer-supported intentional learning environments  (CSILEs) 

· Text, drawings, graphs, timelines

· Requires the learner to plan, monitor, set goals, and solve problems

· Situated, Case-Based Learning Environments

· Self contained, computer delivered

· Individually or in groups

· Learners define the problem, identify resources, set priorities, and explore solutions

· Using realistic skills (problem solving and decision-making)

· Anchored instruction

· Video- based presentation format

· Cognitive Tools
· Mindtools

· Computer applications that require students to interpret and organize personal knowledge

· Work with computer technology instead of being controlled by it

Conclusion

Constructivist learning engages the student to solve real-world problems and make decisions that require higher-order thinking skills.

Constructivism, Instructional Design, and Technology: Implications for Transforming Distance Learning

· Characterization of constructivism
· Knowing, learning, teaching
· Instructional Principles for a design of a constructivist learning environment

· Guide and practice of teaching and the design of the learning environment

· Traditional

· Collaboration, personal autonomy, generatively reflectivity, active engagement, personal relevance, pluralism

· Procedural Models

· Design instruction from the needs assessment through the development of material, implementation, and evaluation

· Analysis, design, production/development, implementation, and maintenance

· Provide rich content with meaning 

· Instructional design (ID)

· Variety of learning environments

· Anchored instruction

· Embedding skills and knowledge in holistic and realistic contexts 

· Technology included in the constructivist learning environment

· Computers are effective using higher-order thinking skills

· Learning id personal as well as sociable
· Provide virtual experiences

· Stimulate student to make maximum cognitive ability

· Telecommunications provide students to communicate with people from all over the world, research, discuss issues and work together 

· Distance learning

· Constructivism promotes cooperative learning 

· Learner self-determination, self-direction, and self-control

· Foster 2 way interactive communication and collaboration between instructor and learners and learners amongst themselves
Grounded Practice and the Design of Constructivist Learning Environments

· Grounded Instruction
· Different kinds of learning requires different kinds of methods with different frameworks 

· Systematic implementation of processes and procedures that are rooted in established theory and research in human learning

· Design practices have four conditions before it is known as grounded

· Based on defensible theoretical framework

· Methods must be consistent with the outcomes of research conducted to test, validate, or extent the theories upon which they are based
· Methods can be applied more broadly than to a specific setting or problem

· Validated iteratively through successive implementation

· Foundations in the Design of Learning Systems

· Psychological- how individuals think and learn

· Pedagogical- how to-be-learned domains 

· Technological- capabilities and limitations of available media to support learning

· Cultural

· Pragmatic- practical concerns

· Reconciling Different Grounded Designs: Instructional and Constructional Design

· Knowledge= lesson, Construct= Build

· Instructionism and Grounded Design: A Directed Learning Environment
· To recognize and label relevant objects and events, organize them into chunks, and integrate that new knowledge

· Constructivism and Grounded Design: A Situated Learning Environment

· Knowledge and the conditions of its use are inextricably linked

· Anchored instruction 

· Technology used to explore resources and integrate knowledge 

· Telecommunications can be use to communicate with others
· Conclusion

· Grounded design is diverse
Reflection
The first article makes sense to me. If a student is working on tasks in the classroom and can use real problem solving skills they can use those skills later outside the classroom. The constructivist approach is possible in both distance and local learning.

The second article seemed as though it said the same information but added some more details of the Instructional Design and Instructional Model. The technology was not as in-depth as the first article.  

The third article represented constructivism and the foundations. All five foundations are meaningful when design lessons or WebPages.  When designing a lesson it is important to know how students learn best, create available learning resources and opportunities, add technology to enhance the learning, consider the culture of the audience, and make it meaningful. 

Impact

These articles seemed to align with my thoughts on design models.  The NTeQ design model I have created is based on using technology to solve a real-world problem. I am encouraging higher order thinking skills and adding to pieces of knowledge they have been exposed to in regular social studies class.   
