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Comments from the last meeting and Angelo’s comments on the discussion list:

Learning is a process—cyclic and active

Learning is the process of acquiring knowledge.  [What is knowledge?]

Learning is socially and physically interactive, reflective, and constructive.

Learning is a discovery of principles.

Learning is change.

Learning is linguistically- or symbolically-based.

The process of and the message in learning is affected by the medium of communication.

We need to teach how we approach technologies.

My hypothesis:  Not all components of learning are affected by technologies.

Learning Components (necessary for my operation):

Motivation


Produces change. Encourages learning.


Self-motivation is preferred:  Life-long learning.


Confidence comes from capacity, competence, consequences, and conditions.


Capacity



The ability to handle negative consequences

Costs, dangers, and other barriers



External motivators – Convenience, Self-Service, and Self-Control



Self-Control is Self-Determination.




Modern liberalism points to a change in the locus of control.





Based on individual needs and interests






Not authority





Has influenced politics, management, and service



Faculty-centered changes – sensitive to faculty needs/interests



Student-centered learning – sensitive to student needs/interests


Competence



Access to and Control of instructions, tools, and materials



Performance or Integration?


Consequences



Discovery




Success of Peers-“Peersuasion”




Previous Success – Experimentation




Marketing, Advertising, and Sales




Development of Alternatives



Analysis




Determine capacity for success




Benefits, Costs, Dangers, Escapes, Fences, Gates, Heroes




Benefits are positive consequences.




Benefits > Aggregate Costs



Selection




Interests – personal and situational (attention)




Intentions





Does irrational behavior provide optimal satisfaction?




Beliefs and Perceptions (Expectations and Attributions)





Beliefs and Assumptions – not observable/determined





Attribution – beliefs about causes of consequences






Affects behavior after consequences



Prediction




Helps set realistic expectations of own behavior





May not be possible with time and resources





Benefits only if successful => analysis and planning




Identification and Communication of Server Needs




Sets up assessment and regulation




Reduce the risk of failure





Risk is the invasion of other objectives and activities






that usurp irreplaceable resources.





What must I do today to complete my (shared) objectives






In the midst of everything else?




Plan for Issues, Scope, Quality, Resources, Tools, Communication,





Knowledge, Training and Support, Change


Conditions are needs—learning/changing styles—a place to start.



Distribution of Needs within a communicating community




Audience Seekers – prophets and preachers




Recognition/Reward/Adventure Seekers – innovative and creative




Exchange Seekers – economic




Affiliation Seekers – social




Approval Seekers – political




Stability/Isolation Seekers -- geological



Accommodation/Assimilation – Piaget




Adaptation/Adoption




Performance/Integration



Divergent/Convergent – Kolb and Fry



Quadrant models and Scientific Method

Activity


Exploration, Navigation, Discovery, Experimentation


Recognition, Connection, and Retention

Access to Instructions (sic), Tools, and Materials


Technology is Tools and Techniques (Instructions).


Multimedia instructions?

Access to Interaction


Communication is motivating.


Modeling



Broadcasting – Impersonal – Motivating



Uses Teaching Skills


Mentoring



Interacting – Personal – Highly Motivating



Listening, Questioning, and Feedback Skills

Access to Assessment


Feedback and Regulation preferably Self-Regulation



Needs analysis and prediction


Certification

Our Consequences:

Prepare for Rapid Change, Communication, and Control.


Distribution of instructions – convenient, self-serving, self-controlling

Navigate, Communicate, learn, and adapt using high-capacity instruction


Lots of instructions


Access to instructions when and where needed


Individual student-control of pacing and direction

· Captured instructions – multimedia?

Learning is …
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