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What am I playing Nowe
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https://play.google.com/store/apps/details?id=com.nerdyoctopus.gamedots
http://fireproofgames.com/
http://professorlayton.nintendo.com/
http://www.animal-crossing.com/newleaf/
http://www.gonehomegame.com/
http://www.monumentvalleygame.com/
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What are Schools Fore

= Childcare so parents can
work.

= Socialization (Entrainment to
authority)

= Creation of an efficient
underclass of workers.

= Teaching Good Test-Taking
Behavior

= Schools are:
= hierarchical
= qQuthoritarian

= do not encourage personal
agency
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http://www.tauzero.com/Brenda_Laurel/
http://www.tauzero.com/Brenda_Laurel/BrendaBio.html
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History of Major Paradigm Shifts

Agrarian Industrial Information
= permanence = mobility = extreme mobility
=  communities = Urbanization = urban > rural

jobs shift
family dispersal

mechanization
nuclear family

= specialization
= extended families

= slow = rapid =  massive & rapid
transportation transportation transportation s
1800s 1900s 2000s ?

F/a

Reigeluth, C. M., & Karnopp, J. (2013). Reinventing schools : it's time to break the mold. Lanham: Rowman & Llttlefield Education.
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A New Paradigm in Education?

Agrarian Industrial Informqﬁon
«  [-on-1 =  mMass education
» personalized » age-determined '\‘
= apprenticeship = frade schools
= |-room school = grades

house
~ current system ~
1800s 1900s 2000s

Reigeluth, C. M., & Karnopp, J. (2013). Reinventing schools : it's time to break the mold. Lanham: Rowman & Llttlefield Education.
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Intro to Reigeluth's Paradigm

Big changes in society cause (require)
systemic changes in all societal systems.

Systemic change is fundamental
transformation.

Reigeluth, C. M., & Karnopp, J. (2013). Reinventing schools : it's time to break the mold. Lanham: Rowman & Llttlefield Education.
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A New Paradigm in Education?

Industrial Age Information Age

« Bureaucratic organization
« Autocratic leadership

Team organization
Shared leadership

« Cenftralized control =  Autonomy, accountability

= Adversarial relationships « Cooperative relationships

=  Mass production, etc. « Customized production, etc.
« Compliance = |nitiative

« Conformity = Diversity

« One-way communications

« Compartmentalization
(Division of Labor)

Networking
Holism (Integration of tasks)

Reigeluth, C. M., & Karnopp, J. (2013). Reinventing schools : it's time to break the mold. Lanham: Rowman & Llttlefield Education.
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A New Paradigm in Education?
NEW vs OLD

problem-solving vs factual knowledge
cooperafion vs competition

& initiative vs comphqn‘ce
f [3

¢

Reigeluth, C. M., & Karnopp, J. (2013). Reinventing schools : it's time to break the mold. Lanham: Rowman & Llttlefield Education.

N
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What does this new paradigm look

ike?e

Learning-focused VS Sorting Focused

Learner-centered VS Teacher-centered

Learning by doing vs  Teacher presented

Attainment-based vs Time-based progress

Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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What does this new paradigm look

ike?

Learning-focused VS Sorting Focused

Learner-centered VS Teacher-centered

Learning by doing vs  Teacher presented

Attainment-based vs  Time-based progress
) Customized vs Standardized instryction
\'- ‘-l Nterion-referenced VS Norm-referency

/J;Colloborq’rive VS Individuai; %
' Enjoyable VS Unpleass =

e e - e B
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http://www.thinkgeek.com/product/edf4/
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Learning vs Sorting

Anyone who meets the criteria gets the grades.

Note: Spelling, grammar, and punectuation ALWAY S count.

TIME BONUS
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http://www.thinkgeek.com/product/edf4/
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What does this new paradigm look

ike?e

Learning-focused VS Sorting Focused

Learner-centered VS Teacher-centered

Learning by doing vs  Teacher presented

Attainment-based vs  Time-based progress

Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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Learner vs Teacher Centered

Provide choice & ownership of learning.

COMP 1103 Quest Log

<your name>

[EE N N A A A
517077 e e o o —n777771717272727,
I I N o e
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What does this new paradigm look

‘ like?

Learning-focused VS Sorting Focused
Learner-centered VS Teacher-centered
Learning by doing vs Teacher presented
Attainment-based vs  Time-based progress
Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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Doing vs Listening & Watching

What can successful learners do@

1103 Leaderboard
7758 8509 95 10 113 e 1a e B9
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‘GRADE & GPA Table
(Used to calculate student grades on the Gradebook sheef)

score Letter Grade  GPA XP Level
0-19 9 0
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What does this new paradigm look

gg like?

Learning-focused VS Sorting Focused
Learner-centered VS Teacher-centered
Learning by doing vs  Teacher presented
Aftainment-based vs Time-based progress
Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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Tainment vs Time

t you did more important
now long (or even if) you

were In class.
1103 Leaderboard

Week 1 2 21 3 31 4 41 5 6 7 75 8 85 9 95 10 105 11 115 12 125 13 135 14 145 GEa[:r?e

(date Sept23 Sept27 Sept30 Oct.3 Oct7 Oct14 Oct21 Oct. 24 Oct28 Oct. 31 Novd4 Nov.6 Nov11 Nov.15 Nov18 Nov21 Nov25 Nov28 Dec2 Dec6 Dec9 Dec13 Dec22
posted) Sept12 Sept18 Sept21

Curent 30 " 34 45 48 61 64 77 92 100 114 142 168 189 204 231 274 286 319 330 375 450 472 493 497 569 690

vnere  xp (40000800 8o 110 150 175 [12000] 270 340 [13701174001 74351 470 (1500154015801 620660 700 740 780 820 850 850 1000+
should Level 0 0 0 0 0 0 1 1 1 1 2 2 2 3 3 4 5 5 8 8 [ 10 10 12 12 13

40 50 71 71 99 99 135 231 231 235 369 429 459 459 577 722 722 769 769 824 916 936 952 952 956
40 40 S50 55 95 95 134 164 170 231 280 325 350 447 509 622 647 716 726 794 903 903 903 923 952
30 40 50 50 75 93 130 160 164 204 251 322 332 382 459 572 604 670 672 726 820 870 880 880 923
30 40 50 50 71 87 128 138 160 194 235 307 327 350 439 509 592 657 670 695 789 839 870 870 897
30 30 S50 S50 67 75 99 117 139 160 197 245 307 332 332 449 474 474 597 607 767 767 789 789 890
30 30 49 50 67 71 89 99 138 151 194 235 256 256 256 363 363 459 474 506 605 605 767 767 870
20 30 40 S50 65 69 87 99 117 148 186 197 255 255 255 275 314 400 400 400 545 576 630 685 789
20 30 40 50 S50 67 87 97 99 109 141 171 244 244 244 244 244 329 359 397 482 502 527 527 695
30 40 49 50 65 67 70 97 97 103 146 146 181 204 244 244 244 268 359 476 475 475 475 638
30 40 40 50 60 65 67 67 67 85 103 103 107 191 201 244 244 333 383 428 428 603
20 40 40 50 50 50 65 65 66 81 85 87 103 103 189 189 239 328 328 328 328 413
40 40 S50 50 50 S50 50 65 67 67 85 85 85 85 124 189 267 267 267 267 349
40 40 40 S50 50 OS50 S50 58 58 58 67 67 67 85 85 172 264 264 264 264 267
30 30 30 47 47 47 47 50 50 50 60 60 60 58 85 85 134 134 134 134 264
30 40 40 40 40 40 40 58 58 58 50 58 85 85 85 85 85 85
20 37 3r 37 3 37 37 950 50 50 37 oS0 50 8 85 85 8 85

20 37 37 37 37 33;y 3 31 37

mnmmmmoYorrprprPPEPr
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What does this new paradigm look

5 ike?

Learning-focused VS Sorting Focused
Learner-centered VS Teacher-centered
Learning by doing vs  Teacher presented
Attainment-based vs  Time-based progress
Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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Customized vs Standardized

You determine range of possibilifies.
THEY gef fo choose.
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What does this new paradigm look

6 ike?¢

Learning-focused VS Sorting Focused
Learner-centered VS Teacher-centered
Learning by doing vs  Teacher presented
Attainment-based vs  Time-based progress
Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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Criterion vs Norm

Poor Norm.
Doesn't matter what anyone else can do.

FOGR
Your quest will only be scored

if you enter it in your quest log.
D 142

LEVELS FROM TO

950 1000

y
mediasharx.com
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What does this new paradigm look

ike?
Learning-focused VS Sorting Focused
Learner-centered VS Teacher-centered
Learning by doing vs  Teacher presented
Attainment-based vs  Time-based progress
Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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Collaborative vs Individudl

efting to know your students.

IGNITE Presentation
<your avatar>
<your guild name>
<your IGNITE topic>

Mate: Spelling, grammar, and punctuation ALWAYS count.

1 - 4 ™ Sk . Q
-
') - "" ¢ A X
N ” A >
,, " A o ? _‘/ 3
- \ E =
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What does this new paradigm look

8 ikee
Learning-focused VS Sorting Focused
Learner-centered VS Teacher-centered
Learning by doing vs  Teacher presented
Attainment-based vs  Time-based progress
Customized vs Standardized instruction
Criterion-referenced VS Norm-referenced
Collaborative VS Individual

Enjoyable VS Unpleasant

——
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Enjoyable vs Nof.

What's wrong with having fune

Course
Orientation

Whatisa Gamification
Game?
All Games
are Sims .
Social Issues:

History of Violence; Gender;
Games in Obesity; Addiction
Education

What's
Important ina

Simulation bame_ fo;
Basics Learning?

(B Pedagogy
Generation Simulation /
Visualization Game Design

Verification

Evaluation of
Games for

Bufllfing Learning

Games for
Learning

Constructionism:

Learning by Building A
Games ) Bl 4N "
g A 0

L

s —
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A Name for This¢

e — R SR
L —

ml-nn-h-((\-tmn. v-muh-fi-kay-shu/in|

inte “l lllll" game (‘\ namics into your site,

service, anmllnll\ content or € ampaign,
in order to drive participation.
(see Bunchball)

The use of game elements
IN NON-game contexts.

Deterding, S. (2012). 9.5 Theses on the Power and Efficacy of Gamification. Microsoft Research. [Microsoft
Research Video] Retrieved from http://research.microsoft.com/apps/video/dl.aspx?id=174677&I=i on 12 October

2012.

5/12/2016

Implementing Reigeluth's Paradigm
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Questionse Comments?
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Abstract of Presentation:

= Implementing Reigeluth’s Paradigm

In his landmark paper describing what the new post-industrial paradigm of instruction
should look like, C.M.Reigeluth outlines 8 core ideas:

Learning-focused vs. sorting focused.
Learner-centered vs. teacher-centered instruction.
Learning by doing vs. teacher presenting.
Attainment-based vs. time-based progress.
Customized vs. standardized instruction.
Criterion-referenced vs. norm-referenced testing.
Collaborative vs. individual.
Enjoyable vs. unpleasant.
(Reigeluth, 2012)

Most of us can agree that people learn at different rates and have different learning
needs, but most of our courses continue to enforce a lock-step progression of topics
and assignments that is much better suited to sorting students than to helping them
learn. Reigeluth’s new paradigm calls for radical tfransformation and while that may
well be justified, it is unlikely to happen, at least not in the near future. What then can
we do in the meantime? This presentation will examine Reigluth’s core ideas through
the lenses of their effect on creating access and embracing diversity. The author will
include case studies from over 35 years of experience teaching in higher ed.

= This presentation is targeted at all educators in higher education with a particular focus
on the STEM fields.
5/12/2016 Implementing Reigeluth's Paradigm 29
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