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Final Exam

Question 1 Choice:

A. Which content areas are excluded from Instructional Technology?

According to Wiley, no area can be excluded; therefore all content areas are included.  The interdisciplinary nature of IT is what makes it a dynamic and creative field.

Question 2 Choice:

World War II was important in the growth of the audiovisual instructional movement.   Discuss the reasons for this growth.

During this time period, the US Army Air Force produced more than 400 training films and 600 filmstrips.  There were more than 4 million showings of training films in a two-year period to military personnel.  Surveys were conducted that revealed that instructors felt that these films were effective training tools.  The German Chief of Staff also said that the rapid training of US military with film was a problem for the German military.  Civilians used films to promote patriotism and industry.  When replacement workers went to work in factories, training films helped to train the large numbers of unskilled workers quickly.  There was also use of overheads, slide projectors, flight simulators, and foreign language audio training.

Question 3 Choice:

In “Learning with media” Kozma modifies Clark’s contention that media do not influence learning.  What does Kozma conclude?

Kozma concludes that “medium and method have a more integral relationship; both are part of the design…. Some attributions of effect can be made to medium or method, but there is much shared variance between them, and a good design will integrate them.”  

There are students who will learn the material despite the method of delivery.  There are other students that will never learn the material no matter what method the teacher employs.  Kozma states that some learners will “be able to take advantage of a particular medium’s characteristics to help construct knowledge.”

The last paragraph of Kozma’s article states that it will ultimately be “our understanding of the relationship between these capabilities and learning.”  

Question 4 Choice:

There are three themes from the article The Life Cycle of a Technology that explain why good products can fail and inferior products can succeed.  List the themes and give examples of each
1)  A successful product must be balanced: marketing, technology, and user experience all play critical roles, but one cannot dominate the others.   (Example:  iPhone)

2)  There is a big difference between infrastructure products, 

(non-substitutable goods) and traditional products (substitutable goods)

(Example Pepsi vs Coke and Mac vs Windows)

3)  Different factors are important at different stages in the development of a technology. (Example – Swatch Watches)
Question 5 Choice:

How can using technology aid in establishing metacognitive thinking?

Creating Virtual Learning Communities:  If you want to strengthen metacognitive thinking, use a technology that can create social settings among learners.  The Designing Metacognitive Activities article discussed such examples as Science on the Web and CSILE.  These communities allow students, teachers, and content experts to improve communication and reflection of subject matter.  Graphic representation lets learners “see” information in another way.  Multiple opinions abound which present learners with alternate points of view.  This allows students to “reflect on what they do and do not understand and why.”  The STAR. LEGACY program provides action and reflection in a circular pattern: generate ideas – multiple perspective- research and revise- test your mettle- go public- look ahead/reflect – challenge – and continues and continues for many ideas.  Resources are available that help learners with metacognitive activities.  Some examples provided were hands-on activities, textual resources, video segments, simple simulation games, and analyzing tools for teachers.

Question 6 Choice:

Explain the concept of f Virtual Communities from the article The Transformation of Distance Education to Distributed Learning.

“This alternative conception of authenticity may reflect a different dimension to learning styles than the visual, auditory, symbolic, and kinesthetic differentiations now used. “

There are many applications for virtual communities.  Currently many people use these for many reasons.  I have a lively myspace community that I use for social networking and dating.  Potential applications of these virtual communities in education would be shy students who hate to participate in a classroom setting and a tutoring program where specific question and answer sessions could be held with “experts” and students from all over the world. 

Question 7 Choice:

What are some possible solutions to increasing more meaningful published research studies in the field of Instructional Technology?

Collaboration between researchers and practitioners is a huge issue.  Other solutions suggested in the article were:

1.  Tell dissertation students about the problem – encourage them to publish more.

2. Match the problem to an appropriate research paradigm

3. Do not forget about instructional design when designing research.

4. Ask journal editors to send manuscripts to field readers who are experts in both research design AND instructional design.

5. Write the journal editors suggesting more alternate inquiry and culture four studies in the journals.
Question 8 Choice:

In Chris Dede’s article, “The Transformation of Distance Education to Distributed Learning”, he identifies four new forms of expression that are shaping the emergence of distributed learning.  Identify and describe each of these four expressions.

· Knowledge webs – these are huge archives of material that are linked together to form a “web” of knowledge.  Much like an enriched encyclopedia – read the entry then click on a link to get more in-depth information on a related topic.

· Virtual Communities complement face-to-face relationships in classrooms – These communities provide emotional support as well as educational support – students can ask questions and share frustrations and joys about the learning process.

· Experiences in synthetic environments extend learning-by-doing in real world settings – An example of this would be the Second Life community which has so many experiences that are real educational gems.  Students can interact in these communities not only with text based language but with visual and auditory experiences as well. Instead of sending your entire class to Spain to learn Spanish language via immersion; send them to “virtual Spain” 

· Sensory immersion helps learners grasp reality through illusion – an example in the article was to allow a medical student to “see” through the body like Superman with x-ray vision.  

Question 9 Choice:

Why is solving the digital divide important?

Using the school system as an example:  Each school district must measure up to standards regardless of income.  Richer districts with cutting edge technology are able to utilize a variety of methods to instruct students for mastery of knowledge.  Poorer districts rely on old textbooks, teachers, and chalkboards to convey the same material.  While Kozma and Clark debate the issue, it is still important for all children to have access to the same learning tools and reference materials.  

Another example would be a high school composition class.  While many students may have internet access and word processing software at home, many others have some or no access.  This will impact the quality of their work and quite possibly their grades.   If the student has adequate home access, they will spend additional time on the assignment.  If the student has less than adequate access, they will have to arrange time at the library or after school hours to obtain the research and type the paper.  This is quite distracting to an already stressed student.
Question 10 Choice:

How can diffusion theory help instructional technology?

Surry’s article discussed three reasons that make diffusion theory valuable to IT.  IT professionals need to know how technology gets accepted by society and how to influence society with a well-designed and useful product.

1) Most instructional technologists do not understand why their products are, or are not, adopted.

2) Instructional technology is inherently an innovation based discipline.

3) The study of diffusion theory could lead to the development of a systematic, prescriptive model of adoption and diffusion.
