
Best Practice Share Session
What does best practice mean? And do why do we need to identify what best practice is?
Is best practice something that is defined by the individual teacher within his or her own classroom, or can the concept of best practice be extended to define aspects of universal practice?
It works and we know it, and it’s replicable.

In other words, students learn, we have the data to prove it, and it works again, over time.

When I consider applications of technology to classroom instruction, I begin by considering these two factors:

1. The technology supports a fundamental literacy the school believes in.

2. The technology adds value to the learning experience, so that the learning experience is extended, and takes the learning to a new place that could not be achieved unless the technology was included.

If the application meets these two parameters, then I think pedagogy.

3. What is the most effective pedagogy for this lesson
Ted’s Storytelling

Single image analysis

Chris’ Powerpoints

Jon’s Wiki work

Visual Quest
From CARET: Center for Applied Research in Educational Technology

http://caret.iste.org

What does the research say about learning and technology?  Learning with technology should:
· Be a collaborative experience.  The ability to collaborate is an absolutely essential skill in today’s world, yet one of the most difficult to structure correctly and effectively in a classroom. How will all students be engaged?
· Be authentic (framed within “real-world” application).  The research about the relationship between authenticity and student performance is compelling.  The more we relate our content and teaching to situations that students have or will encounter dramatically improves engagement and performance.  For information on this, see any of the work by Fred Neumann (enter Neumann and authenticity into Google).
· Provide strategy and structure for students.  Because a lesson is structured does not necessarily mean an absence of critical thinking and inquiry.  
· Be frequent.  What exactly is frequent?  Consider beginning with one quality experience a semester.  What if every teacher did that?  A student would typically experience 40 quality experiences over a high school career. Think about the cumulative effect of the power of one experience.  What constitutes a quality experience?  The answer is in this document, identified by each bullet.  
· Encourage student publishing, sharing and contribution.  Students should be contributors and not just users.  How will the level of engagement increase if the audience is more than just the teacher?  Consider collaborative construction of wiki documents,, consider digital storytelling events...
· Be aligned with curriculum expectations.  Welcome to the world of No Child Left Behind!  But this makes sense-we know what we need to teach, let’s choose our moments, within our curricular sequences and with our objectives in mind, to empower student learning. However, having standards does not ensure engaged learning.
· Match the tool used to the need. You can go many places with an overhead projector, a class that wants to learn, and a prepared teacher.  Choose your moments when you use technology wisely.  Consider the concept of “value-added”-what does technology bring to the lesson that couldn’t be achieved if the technology was not present?  If the answer is nothing, then re-evaluate the inclusion of the technology…
· Be used to create interactive learning environments. Kids are used to interactivity-GameBoys, Game Cubes, etc.  Exploit this!  Locate Web sites that relate to your instructional objective that are interactive and use them to create a rich learning environment.  An engaged learning “no-brainer.”
· Be used to create multi-sensory learning environments.  The optic nerve contains 1 million fibers, the auditory nerve 16,000.  You have a T-1 connection to your eyes and a dial-up for your ears. Kids (and you) are hard-wired for the perception of visuals.  Include them, and in color, and dramatically improve engagement and retention of content…
· Ensure equity:

· Of access (every student has access).

· Of student use (all students use the technology).

· Of consistency (all students experience similar opportunities across different types of coursework e.g. they experience similar opportunities in Math, in Physical Education and Science).

· Of replication (all students have multiple opportunities-they do it more than once).  This is closely related to the bullet above.
Other Models of Best Practice: collegiate model, from Chickering and Gamson.

1. Good practice encourages student-faculty contact.

2. Good practice encourages cooperation among students.
3. Good practice encourages active learning.
4. Good practice gives prompt feedback.
5. Good practice emphasizes time on task.
6. Good practice communicates high expectations.
7. Good practice respects diverse talents and ways of learning.
From Marzano:  What Works in Classrooms

1. Identifying Similarities and Differences

2. Summarizing and Note Taking

3. Reinforcing Effort and Providing Recognition

4. Homework and Practice

5. Nonlinguistic Representations

6. Cooperative Learning

7. Setting Goals and Providing Feedback

8. Generating and Testing Hypotheses

9. Activating Prior Knowledge

Best Practice in Lesson Design:  UbD, or Understanding by Design by Grant Wiggins and Jay McTigue.

1.
Determine desired results (this is what we want kids to know and be able to do)

2.
Determine acceptable evidence (this is how we know that they know)

3.
Plan learning experiences and instruction (this is what we’ll do)







