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Introduction 

Excited about the possibilities that technology had to offer both teachers and students, I 

entered the Boise State Edtech Master’s Degree program in the fall of 2013. I anticipated 

learning about games, simulations, and digital learning experiences.  I was not disappointed. 

This rationale paper reflects the professional growth I have experienced over the last two 

years at Boise State.  The program has covered a vast amount of information and afforded 

the opportunity for me to develop essential skills such a screen casting, video editing, 

blogging, and web design.  Furthermore, I have been challenged to wrestle with equity of 

technology access and consider the importance of how new program implementations are 

introduced to faculty. One exciting aspect of this program has been the practical application 

of theory to the development of programs and products for education.  

The AECT standards are divided into five areas: Content Knowledge, Content Pedagogy, 

Learning Environments, Professional Knowledge, and Research. This paper demonstrates 

my mastery of these areas and showcases my work as indicated by areas such as creating, 

using, assessing, and managing. These artifacts demonstrate how I implement technology 

with students and faculty. As I attempt to find my niche, I feel led to begin focusing on being 

future ready by working to educate the community in educational technology and the impact 

technology will have on the future. 

AECT Standard 1 - Content Knowledge 

Candidates demonstrate the knowledge necessary to create, use, assess, and manage 

theoretical and practical applications of educational technologies and processes.  

Indicators: 

1.1 Creating 
Candidates demonstrate the ability to create instructional materials and learning 

environments using a variety of systems approaches. 

 

As technologies develop, miniature computing hardware is becoming as powerful as a 

desktop computer, which is popularizing mobile learning.  Wagner (2005) suggests that 
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mobile learning will lead to the development of new learning strategies, practices, and tools 

in order to meet the challenges of connected learning. The 501 M-Learning website is 

designed for students to use while visiting the Safari Park in San Diego County, a popular 

educational field trip for many San Diego schools. This artifact represents my ability to 

create instructional materials which address unique learning environments utilizing tablets, 

smartphones, and desktops. Students use the website to access a guide for the day, watch 

videos, learn more about specific species, and record their learning in the form of a five 

minute presentation. All the tools and training students need for success are included on 

the website, providing student with learning materials to enrich the authentic learning 

experience. As I work with faculty to develop learning materials, I must keep in mind the 

availability of devices and the creation of learning experience that can be modified to meet 

the needs of various grade levels. 

 

The 554 Gamification Podcast series is a set of learning materials using web 2.0 

technologies, which provides motivation and details for instructors to create an engaging 

learning environment for any content area. Additionally, the podcast highlights the creation 

of noteworthy instructional materials and environments for students. Creating a gamified 

learning environment adheres to the four principles of Vygotsky’s Zone of Proximal 

development (Sheldon, 2012). First, learning is organized and facilitated by a more 

knowledgeable person, the game master. Second, the learners must take ownership of their 

learning. Ultimately, the learners internalize the learning as they successfully complete the 

gamified course by accumulating the needed points, collaborating with others to defeat the 

“Boss”, and choosing learning paths that meet the individual needs and differences of the 

learners. The gamified classroom provides for the opportunity to employ a variety of teaching 

strategies using technological resources and differentiated learning. We observe that in 

games, players complete quests or activities until the topic has been mastered. According to 

the research of Maverech (1991), students who are provided the opportunity to master and 

relearn material demonstrate improved achievement, particularly when interacting with 

other learners. The 554 Gamification podcast series demonstrates my ability to create 

instructional materials for other professionals using Web 2.0 technologies. 

http://edtech2.boisestate.edu/cheriebrown/502/mlearning.html
http://cheriebrown.weebly.com/communication.html
http://cheriebrown.weebly.com/communication.html
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1.2 Using 
Candidates demonstrate the ability to select and use technological resources and 

processes to support student learning and to enhance their pedagogy 

 

The Common Core State Standards for mathematics (2010) call for mathematically 

proficient students to effectively model mathematics. The 502 Web Quest demonstrates the 

use of technological resources to enhance student engagement in mathematical modeling. 

This web quest activates high level learning as students research data, compute, and apply 

statistical analysis and provide justification for their choices.  The web quest utilizes the 

ARCS model of motivation: Attention, Relevance, Confidence, and Satisfaction by providing 

students with appropriate choices and connects to familiar experiences by providing 

relevant opportunities to practice what they have learned (Keller, 1987). I use these web 

quests to scaffold mathematics instruction for students who have not mastered the 

prerequisite skills to complete the quest, which serves as a perfect combination of using 

technology to differentiate instruction while promoting higher order thinking skills.  Learning 

to create this learning platform has enhanced my pedagogy as I seek to design projects 

aimed at assisting students with mathematical modeling.  

 

The 501 RSS in Education artifact demonstrates my ability to use a new technological 

presentation platform as well as create an audio/video presentation.  Using Prezi and 

screen-casting, I created a professional development piece for staff to view at their 

convenience.  The National Education Technology Plan calls for “teams of connected 

educators (to) replace solo practitioners” (U.S. Department of Education, 2010). Additionally, 

the plan calls for “episodic” professional development to be replaced with expanded, 

convenient occasions for online environments full of resources.  Learning to create 

professional development workshops of this nature has enabled me to grow as a leader in 

Educational Technology. 

1.3 Assessing/Evaluating 
Candidates demonstrate the ability to assess and evaluate the effective integration of 

appropriate technologies and instructional materials.   

 

http://edtech2.boisestate.edu/cheriebrown/502/Webquest/start.html
https://youtu.be/6SXzJP6Ag-s
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The 501 Tech Maturity Benchmark artifact demonstrates my ability to appraise and 

measure technology infrastructure, integration, and administration of a comprehensive high 

school.  Using the Maturity Model Benchmarks by Peter Sibley and Chip Kimball (1997), I 

evaluated a high school for their technology use. Using the school’s technology plan and the 

National Education Technology Plan (2010), I began to assess the effective integration of 

technology and instructional materials. To obtain teacher and administrative perspective, I 

conducted formal interviews to obtain qualitative data. Additionally, I created surveys for 

teachers and administration in order to collect data regarding use and perception of 

technology use.  Studying the maturity benchmarks and the National Technology Plan 

(2010) has given me a framework by which to evaluate the impact of technology use on 

educators and student achievement. As an educational technologist, I evaluate my 

technology implementation to ensure it is used beyond remediation and lower thinking skills 

but instead it is used to redefine achievement. 

1.4 Managing 
Candidates demonstrate the ability to effectively manage people, processes, physical 

infrastructures, and financial resources to achieve predetermined goals. 

 

According to Seels and Richey (1994, as stated in Januszewski & Molenda, 2008, p 179) 

management is a controlling function. This control extends to planning, integrating, 

correlating, and conducting the activities of the resources of instructional programs. The 

successful management of change defines good leadership. Understanding the attitudes 

and processes involved in change are vital to a program’s success. The artifact, 554 CBAM 

Joan’s Journey, demonstrates the Concerns-Based Adoption Model developed by Shirley 

Hord, Gene Hall, et al. (1987). This product reflects sensitivity to processes staff undergo as 

they seek to implement new practices into their teaching.  Implementing new programs 

involves assessing the needs of all stakeholders, then working together to set appropriate 

organizational and personal goals. Effective leaders are aware of what constitutes high-

quality implementation, and use tools such as interviews, surveys, and open-ended 

statements to assess the beliefs and sentiments in relationship to the changes that are 

being introduced. This artifact demonstrates my awareness of managing people and 

processes in relation to Common Core technology standards. Studying the CBAM model has 

changed my leadership style. When implementing a new program I begin with personal 

https://docs.google.com/document/d/1wqBJ1Xvd0wjVZP_NjmNQuyfwndxQaaXn4fcs7QYz9PE/pub
http://cheriebrown.weebly.com/strategic-change.html
http://cheriebrown.weebly.com/strategic-change.html
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awareness, and carefully consider trainings, incentives, and activities to inspire participants 

to progress through the stages of change. Continuously, I reference the model when working 

with other leaders during new program implementation.  

 

The 551 Grant Proposal reflects my ability to manage the development of a program based 

on the need, evaluation, impact, and the budget needed to accomplish the set goals.  The 

purpose of the grant is to provide funding for a professional development plan focusing on 

the integration of Google Apps for Education into teaching and learning. By providing access 

to these apps, students are provided with resources for digital learning and collaboration, 

which might not otherwise be available. Beginning with a needs assessment, the proposal 

presents a plan to develop 21st Century technology skills through the use of Google Apps 

and use these skills to improve English and Math proficiency.  This grant addresses six 

objectives and provides explicit activities and criteria for the evaluation of the objectives. 

Through the development of the grant proposal, I learned important skills in technical writing 

as well as program development.  The same processes I used to develop the grant were 

used to develop an Orientation program for the 2014-2015 school year.   

1.5 Ethics 
Candidates demonstrate the contemporary professional ethics of the field as defined and 

developed by the Association for Educational Communications and Technology. 

 

Observing the number of students who are asked to participate in online learning with little 

or no background, I wrote the 512 Digital Success Skills as an entry level course designed 

for students who do not have strong computer skills. One module in the course stresses the 

importance of digital identity and ethics. Students are exposed to the reality of cyberbullying 

as well as provided the opportunity to reflect and study their own identity.  Through providing 

students instruction in acceptable use of the digital and social media, I am demonstrating a 

commitment to society to teach moral responsibility in a digital age (Januszewski & 

Molenda, 2008). Additionally, preparing this module taught me valuable lessons about 

digital awareness and I now weave this into my interactions with faculty, parents, and 

students. 

https://onedrive.live.com/redir?resid=B82984805B7E46C9!299&authkey=!AIh2wMPEQ8j2zew&ithint=file%2cdocx
http://edtech2.boisestate.edu/cheriebrown/512/Course_DSS.html
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The 554 Social Media Policy reflects the research of important ethical considerations such 

as student information privacy (FERPA) as well as Child Internet Protection Act (CIPA). 

Students today must be protected from the dangers of the internet while provided access to 

the wealth of knowledge that can be obtained from the same source. While professional 

ethics is said to be sociological (Januszewski & Molenda, 2008), educational ethics have a 

much greater variance within the public regards. The AECT code of ethics reflects an 

awareness of the complex balance between individual educational settings and the reality of 

working in the global community of the World Wide Web and the issues related to privacy in 

the public world. This globalization drives issues of ethical behavior connected by technology 

(Januszewski & Molenda, 2008).  The educational technologist must guard children and 

provide for safety based on the Children’s Online Privacy Protection Act (2000) and the 

Children’s Internet Protection Act (2001). The Social Media Use Policy address the 

educator’s rights and responsibilities in the use of social media for personal and educational 

purposes. This policy was created as a collaborative effort. Collaborating on policy reflects a 

truly authentic work environment, where many key points were discussed and altered to 

reflect compromise and the best interests of all. Each member of the team brought different 

skills and experiences. As a result of the work on this project, I am more aware of my online 

presence. I promote the belief that it is the administration’s responsibility to provide clear 

and concise guideline as to the acceptable use of Social Media.  

AECT Standard 2 - Content Pedagogy 

Candidates develop as reflective practitioners able to demonstrate effective implementation 

of educational technologies and processes based on contemporary content and pedagogy.   

Indicators: 

2.1 Creating 
Candidates apply content pedagogy to create appropriate applications of processes and 

technologies to improve learning and performance outcomes. 

 

Research posits that technology should be used to foster deeper understanding, creativity, 

and exploration (Januszewski & Molenda, 2008). The 554 Graphic Math Art project 

http://cheriebrown.weebly.com/uploads/4/5/8/3/45837643/socialmediapolicybrownguymondeissler.pdf
https://graphicmathart.wikispaces.com/
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represents a digital learning experience designed to utilize technology to deepen 

understanding as students apply knowledge to conic functions in order to create a graphical 

representation of a logo design.  Using wiki spaces, students are provided with resources, 

examples, and instruction to design a graphic image as a composition of functions using the 

web 2.0 tool, Desmos Calculator. Once the design has been represented as a composition of 

functions, students will record themselves providing instructions for recreating the design on 

a unique surface using a coordinate plane, which further engrains the concept. According to 

Wiest (2008), when an emphasis is placed on inquiry learning, reasoning, and engagement, 

the use of web 2.0 technologies will promote higher order thinking skills.  Like other digital 

learning experiences, Graphic Math Art has been well received by students. Students report 

a greater understanding of the concepts as they manipulate the functions to create their 

design. Having tools to create these learning experiences has expanded my pedagogy.   

 

Technology can be used as a tool to differentiate learning and improve student outcomes. In 

502 Interactive Concept Map, I learned to create a concept map. Learning how to create a 

composite image in fireworks, then linking the elements of the image to other instructional 

resources has provided me a powerful tool to use as an educator in the 21st century. In 502 

Interactive Concept Map, the learner is presented with materials related to functions. 

Students use the image to choose the desired webpages.  Because young students and 

second language learners benefit from a concept map, particularly when simple images are 

being used, I will continue to use concept maps when I develop instructional materials for 

students and assist others to develop them as well. 

2.2 Using 
Candidates implement appropriate educational technologies and processes based on 

appropriate content pedagogy. 

 

The cognitive strategies involved in complex games have the potential to provide a platform 

for learning transfer on which educators can capitalize. James Partnow (2008), game 

designer and co-author of “Extra Credits” co-authored an article and animated it as a video, 

where he posits that while games have the potential for learning, games should not be 

changed to be educational. The 532 Shopping Street artifact is a lesson plan for using a 

http://edtech2.boisestate.edu/cheriebrown/502/Conceptmap.html
http://edtech2.boisestate.edu/cheriebrown/502/Conceptmap.html
http://edtech2.boisestate.edu/cheriebrown/502/Conceptmap.html
https://docs.google.com/document/d/185jLCsDX-j0OVq7lbZl0G5QsNPamGN4qcq1G9KPbuIY/pub
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game to teach mathematical concepts. Shopping street is a commercial game, in which 

players start with a given amount of money and through investments are challenged to net a 

set amount in order to advance to the next level. By decontextualizing the game, I created 

an Algebra 1 lesson, using the game as an authentic environment to model profit with linear 

equations. The lesson is designed to take advantage of the 3-Dimensional, engaging 

learning environment that video games provide in order to model linear the algebraic 

concepts of profit and loss. After observing students playing this game, I realized the 

potential for using web based commercial games. As a result of this class, I play more 

games, looking for opportunities to model mathematics using games in every level.  

 

According to research by Yu and Haung (2013) collaborative instructional strategies are 

more effective when carefully scripted. The 502 Expert Groups Jigsaw artifact, demonstrates 

the use of web technologies in conjunction with scripted collaboration strategies. The 

“Jigsaw” technique involves two cooperative groups. The first group is the student home 

group. The second is the expert group. In 502 Expert Groups Jigsaw, students migrate from 

their assigned “home” collaborative group into expert groups.  Using links to various grant 

funded learning materials such as Khan Academy or Learn Zillion, expert groups work 

together to comprehend and prepare to explain the various factoring techniques for 

quadratic equations. Once the students have successfully solved the given examples they 

are “experts” who reconvene with other factoring method experts to share their knowledge 

in the home group. The home group works together to complete a set of problems, requiring 

contributions from all participants. This learning strategy effectively uses technology for 

differentiating instruction, encouraging academic vocabulary, and maximizing engagement. 

Using this instructional strategy to engage students in collaborative experiences has 

improved engagement as well as deepened conceptual understanding as a result of 

mathematical discourse. 

2.3 Assessing/Evaluating 
Candidates demonstrate an inquiry process that assesses the adequacy of learning and 

evaluates the instruction implementation of educational technologies and processes 

grounded in reflective practice.  

 

http://edtech2.boisestate.edu/cheriebrown/502/Jigsaw.html
http://edtech2.boisestate.edu/cheriebrown/502/Jigsaw.html
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Evaluation is a crucial element to educational leadership and program implementation.  In 

an effort to evaluate a newly developed Orientation program, I used a mixed method 

approach. The 505 Orientation Evaluation, demonstrates my development of evaluation 

goals and questions, as well as my implementation of data gathering strategies. I used 

surveys and assessment data for quantitative data as well as interviews for qualitative data. 

The orientation program was designed to use a learning management system to instruct 

students in the use of online tools and resources. The evaluation was designed to identify 

strengths and weaknesses with the program and offer possible solutions. Through the 

process of gathering feedback, the program underwent modifications to better meet the 

needs of students and faculty.  

 

As part of the design process, evaluation materials were created for the 503 Geometric 

Transformations unit and included in the design document.   In designing the evaluation, I 

developed decisions which would be guided by the subject matter expert’s review. Dr. Wade, 

chair of the math department at Biola University, reviewed the project. In our discussions, he 

highlighted vocabulary changes that would more accurately reflect Geometric concepts.  

Additionally, he completed a survey in regards to the course design. Herrington, Reeves and 

Oliver (2010) suggest the inclusion of evaluation instruments in the course design. 

Instructors and students will be provided the opportunity to evaluate the product as part of 

the course. Building these tools into the design demonstrate my awareness of the need for 

inquiry processes to determine effectiveness. Furthermore, during the design process I 

conducted informal evaluations to make necessary corrections. 

 

2.4 Managing 
Candidates manage appropriate technological processes and resources to provide 

supportive learning communities, create flexible and diverse learning environments, and 

develop and demonstrate appropriate content pedagogy.  

 

Designing a distance course requires knowledge of best practices in managing and utilizing 

effective technological tools to enhance learning, while providing learners with a flexible 

learning environment called for by the National technology plan for anytime anywhere 

https://drive.google.com/file/d/0B2YEo4gbALMcTTVIY1V3Z2xfTzA/view?usp=sharing
https://onedrive.live.com/redir?page=view&resid=B82984805B7E46C9!1777&authkey=!AHN3PFo2QYZiC4c
https://onedrive.live.com/redir?page=view&resid=B82984805B7E46C9!1777&authkey=!AHN3PFo2QYZiC4c
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education (NETP, 2010). The 512 Design Document outlines the important elements of a 

comprehensive instructional plan which focuses on knowledge of the learner, organizational 

strategies to maximize content acquisition, instructional strategies, and effective evaluation 

and assessment (Simonson, Hudgins, Orellana, 2000).  The course design demonstrates my 

ability to manage a learning management system and create courses in a diverse learning 

environment. Creating the online course required the management of instructional tools 

such as screen captures, color and font scheme and multimedia principles.  Additionally, 

special attention is made to provide opportunities for learner interactions with content, 

instructor, and other learners in an effort to create a supportive learning environment.  

 

The 554 Google Apps Gamified Professional Development plan demonstrates my ability to 

manage time and resources to create a flexible and diverse learning environment. By using 

Google Classrooms, a free digital learning management system, teachers have flexibility and 

choice as they prioritize which Google apps to master for their content area and students. 

The professional development plan utilizes a constructivist approach involving collaboration 

and authentic experiences.  Instructors are measured on the application of the training and 

are encouraged to review and share their work with one another and their professional 

learning networks. The workshops are presented by both asynchronous digital learning and 

face-to-face delivery of content.  Drawing on the research of Lee Sheldon (2012), a gamified 

element is introduced to the professional development with the inclusion of choice, badges, 

and leader boards. As a leader in district technology coordination, the Google Apps 

Professional Development Plan reflects my commitment to technology coaching, program 

management, and the creation of learning environments while maintaining a focus using 

technology to improve student outcomes. 

 

2.5 Ethics 
Candidates design and select media, technology, and processes that emphasize the 

diversity of our society as a multicultural community. 

 

The internet provides a rich opportunity to develop multicultural educational experiences. In 

502 Virtual Roller Coaster Tour, students travel from America to Saudi Arabia, to experience 

http://edtech2.boisestate.edu/cheriebrown/512/Design_DSS.html
http://cheriebrown.weebly.com/uploads/4/5/8/3/45837643/google_apps_gamified_1.3.pdf
http://edtech2.boisestate.edu/cheriebrown/502/tour2/vtour.html
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the fastest, tallest, steepest, and longest Roller Coasters. This virtual roller coaster tour 

introduces students to the local area, amusement parks, as well as provides an opportunity 

to practice mathematics.   Creating this virtual tour provided me the opportunity to 

experience how cultures share a common desire for entertainment, thrills, and amusement. 

Whether on the coast of Japan or in the desert, all cultures love the excitement of roller 

coasters.  As I continue to develop these experiences for students I will utilize the power of 

web 2.0 technologies to demonstrate diversity and commonalities among students of all 

cultures and ethnicities. 

AECT Standard 3 - Learning Environments 

Candidates facilitate learning by creating, using, evaluating, and managing effective 

learning environments. 

Indicators: 

3.1 Creating 
Candidates create instructional design products based on learning principles and research-

based best practices. 

 

In an effort to create an environment where learners will be able to construct meaning from 

Geometric Constructions, I developed the 503 Geometric Transformations unit using a 

constructivist approach to learning.  The Common Core State Standards in Mathematics 

(2010) state that students must compare, contrast and construct Geometric 

Transformations. Using the backwards design model (Wiggins & McTighe, 1998) I began with 

the observable behavior which models the standards then developed outcomes and 

instruction (Larson & Lockee, 2014).  Students are given explicit instructions for how to 

create triangles in a Geogebra, a free web based application, as well as instructions to 

perform the transformations. Additionally, questioning strategies were implemented to lead 

students to generate and test conjectures regarding their observations. Using Blooms 

Taxonomy for learning objectives, students progress from lower-order thinking skills to 

higher-order thinking skills (Larson & Lockee, 2014). I have used this unit as core instruction 

for Geometry, and students expressed that the experience provided them with essential 

skills in preparation for the high stake assessments they have encountered. 

https://onedrive.live.com/redir?page=view&resid=B82984805B7E46C9!1777&authkey=!AHN3PFo2QYZiC4c
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Based on online course development principles, the ADDIE design model (Smith & Ragan, 

1999), as well as constructivist and cognitivist theories, I developed the 512 Digital Success 

Skills online course.  The course follows effective design principles including choice of font, 

graphics, and color (Williams & Tollett, 2006). In designing e-courses, it is important to 

consider the types of interactions taking place in any learning environment: student-content, 

student-teacher, and student-student; then design effective assessments, activities and 

instructional materials which capitalized on these interactions (Moore, 2009).  Following 

Mayer’s (2008) multimedia principles, instructional materials were created and selected by 

giving attention to essential principles such as the special continuity principle (placing text 

and graphics close together). Additionally, emphasis was placed on the temporal contiguity 

principal (images and words should be presented simultaneously). This course became the 

basis for an asynchronous orientation program at a virtual high school. The development of 

this online course has provided me the experience as an online course designer and I will 

use the skills gained as I create online training for professional development. 

 

3.2 Using 
Candidates make professionally sound decisions in selecting appropriate processes and 

resources to provide optimal conditions for learning based on principles, theories, and 

effective practices. 

 

According to U.S. Department of Education’s evaluation of Evidence-Based Practices in 

Online Learning (2010), blended learning has a slightly greater effect on learning than 

traditional face to face. Using the benefit of blended learning’s to personalize learning while 

capturing the positive effects of relationships and collaborative learning, I created the 554 

Blended Learning Statistics unit.  This unit of study is an example of incorporating classroom 

instruction, individualized online learning, mastery quizzes, and collaborative projects. 

According to Clark and Mayer (2011), distributed practice based on need, yields better long 

term retention. Additionally, research on Project Based Learning confirms the lasting impact 

of authentic tasks on overall retention. Students in my Algebra 2 class benefited from the 

ability to work independently and collaboratively. The culminating project required a greater 

http://edtech2.boisestate.edu/cheriebrown/512/Course_DSS.html
http://edtech2.boisestate.edu/cheriebrown/512/Course_DSS.html
https://docs.google.com/document/d/1gELmKNV7Q8Xysg6E708tq0j-lr6RlctIvi8540-2b48/pub?
https://docs.google.com/document/d/1gELmKNV7Q8Xysg6E708tq0j-lr6RlctIvi8540-2b48/pub?
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cognitive understanding of Statistics and the relationship between data collection, statistical 

analysis, and interpretation. With a greater understanding of the impact of Blended Learning 

and the tools to create effective blended learning units, I am better prepared to work with 

instructors to create blended learning units in various disciplines. 

 

3.3 Assessing/Evaluating 

Candidates use multiple assessment strategies to collect data for informing decisions to 

improve instructional practice, learner outcomes, and the learning environment. 

 

Technology can provide an opportunity to create meaningful formative assessments, which 

enable professionals to make sound educational decisions.   The 554 Formative 

Assessment Workshop provides educators with the tools necessary to create free formative 

assessments to assist in the day to day decisions educators make as they provide 

instruction. The workshop was developed as a reflection of the need to gather formative 

data to inform daily educational decisions.  The workshop provides training on creating a 

Google form and using other Google tools such as: Flubaroo, a google add-on providing 

automatic grading and summaries; G(math), another google add-on used to write equations 

and create graphs; and Snag-it, a Google add-on used to generate screen-shots with added 

annotations as links that can be inserted into the form. Throughout the workshop, 

participants are given the opportunity to discuss how these resources will help to make 

sound decisions each day.  Lastly, the workshop provides training on using formative 

assessments to differentiate instruction as well as provide explanatory feedback. Although it 

takes more time to create quizzes with differentiated instruction and provide explanatory 

feedback, this workshop provides instructors with technological the tools to create learning 

materials to aide in student outcome improvement (Clark & Mayer, 2011).   

 

In the 505 Request for Proposal, I demonstrate my ability to plan multiple assessment 

strategies to collect data to determine the effectiveness of instructional programs. The 

proposal is written for a fictitious company requesting proposals to evaluate a new 

instructional program.  In my proposal, I address the essential questions to determine the 

https://docs.google.com/presentation/d/16ifufucnA3VaREdw-9WuI5gHnCZpmjuWAWNFPvd6-L8/pub?start=false&loop=false&delayms=3000
https://docs.google.com/presentation/d/16ifufucnA3VaREdw-9WuI5gHnCZpmjuWAWNFPvd6-L8/pub?start=false&loop=false&delayms=3000
https://drive.google.com/file/d/0B2YEo4gbALMcaDBXWUdPaEkyeVk/view?usp=sharing
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effectiveness of the program as well as how to improve the program.  The evaluation seeks 

to provide information regarding efficiency, effectiveness, and structure as well as offer 

recommendations for improvement. Additionally, the proposal offers to collect data to 

determine best practices for marketing strategies. This proposal also reflects my ability to 

construct a task schedule, determine responsibilities and develop timelines. The skills 

developed from this project have been used to develop evaluation proposals for technology 

implementation, and have formed a foundation for creating other artifacts in the Edtech 

program.  

3.4 Managing 
Candidates establish mechanisms for maintaining the technology infrastructure to improve 

learning and performance. 

 

The educational technologist must also be knowledgeable of infrastructure as well as 

managing resources. One artifact from Edtech 552 that demonstrates my ability to maintain 

technology infrastructure is the 552 Create a Server Google Presentation. Through the work 

on this project, I learned about name servers, how the internet is connected, privacy, and 

ports.   I transferred this knowledge to my professional position as I worked with remote file 

servers to store and retrieve sensitive student data as well as implementing Google Apps for 

Education at my school site, including setting up the DNX records.  Additionally, I passed the 

CCENT exam and now hold an entry level network administrator certificate. Instructional 

technology leaders often act as a liaison between teachers and information technology 

personnel. This role requires knowledge of a variety of technologies and the ability to 

understand their impact on student outcomes. My understanding of network administration 

has been useful in setting up a school’s learning management system and student data 

records. 

3.5 Ethics 

Candidates foster a learning environment in which ethics guide practice that promotes 

health, safety, best practice, and respect for copyright, Fair Use, and appropriate open 

access to resources 

 

As a leader in technological professional development, I strive to foster a learning 

environment where appropriate ethics are modeled and taught. Using an internet scavenger 

https://docs.google.com/presentation/d/1X4ofu8ilgPjskMLizhrsvxz-N6r3T_UNsV-a6KipZPk/pub?start=false&loop=false&delayms=3000
https://docs.google.com/document/d/1OLW4IwK7vKvRFPgcg6zNBK2sB6hFhsIn8PtOraMQ_S8/pub
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hunt, I offer a learning experience, 502 Copyright Scavenger Hunt that requires participants 

to use the web to find answers to important questions about Copyright, Fair Use, and open 

content. For example, learners must explain the four guidelines for fair use. Given links to 

webpages that address fair use, learners search for the answers to the provided questions. 

Scavenger hunts can be used as an effective teaching strategy in conjunction with 

competition. Using ARCS (Keller, 1987) model for motivation, learners are motivated to 

participate in the digital learning experience when relevance of the material has been 

presented.  The 502 Copyright Scavenger Hunt would be an appropriate opener for a 

technology professional development workshop.   

3.6 Diversity of Learners 
Candidates foster a learning community that empowers learners with diverse backgrounds, 

characteristics, and abilities. 

 

In Edtech 532, I learned about the power of games and simulations for engaging students of 

all backgrounds, diversity, and abilities.  In 532 Final Game Description, and 532 Tour of 

Duty I demonstrate my ability to create an interdisciplinary course utilizing the power of 

gamification to engage students of all backgrounds, characteristics, and abilities. Students 

randomly receive a play-card that warns them of the impending destruction of the Earth. As 

a team, students work together to design a website in which they either warn the world of 

the destruction and offer suggestions for escaping the doom. Because the course is 

designed with collaboration and choice, students can choose to become experts in 

videography, animation, image editing, marketing, etc. The game/course is presented in 3-D 

Game Lab, a learning management system that uses a Quest based learning approach. To 

“win” the course students must earn a set amount of XP (points) and earn a specified 

number of badges. The choice of badges fosters a community that empowers students with 

diverse characteristics. Through the process of creating this gamified course, I learned the 

power of choice on meeting the diverse needs of all learners.     

 

http://edtech2.boisestate.edu/cheriebrown/502/Copyright.html
https://docs.google.com/presentation/d/1eVtE4I_lPBu7RIQXF0Y_AmR3_S-0XRPAKQDIPdSpN60/pub?start=false&loop=false&delayms=3000
http://cherylbrownengaingwithgames.blogspot.com/2015/05/tour-of-duty.html
http://cherylbrownengaingwithgames.blogspot.com/2015/05/tour-of-duty.html
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AECT Standard 4 - Professional Knowledge and Skills 

Candidates design, develop, implement, and evaluate technology-rich learning 

environments within a supportive community of practice.  

Indicators: 

4.1 Collaborative Practice 
Candidates collaborate with their peers and subject matter experts to analyze learners, 

develop and design instruction, and evaluate its impact on learners.  

 

Collaboration has been woven into almost every course in the Edtech program. When 

creating instructional design products, receiving and providing feedback is critical to working 

with other professionals. The 503 Peer Review Voice thread, represents the collaboration 

with peers in the design of my instructional unit using Geogebra. Working in collaborative 

units of four, we each presented our instructional unit in Voice Thread, then team members 

had the opportunity to provide effective, constructive feedback regarding design, 

implementation, or evaluation. As I develop instruction for distance learners, I will use 

collaborative tools such as Voice Thread to foster collaborative practices. This method 

improved my instructional design, helped with creating clearer instruction for my learners, as 

well as provided an opportunity to create connections with other members of the Edtech 

community. Larson and Lockee (2014) confirm the effective use of collaboration, subject 

matter expert review, and peer review during the design process for creating quality 

products.  

 

In Edtech 512, students were challenged to develop knowledge and skills of online course 

design through the assimilation of carefully chosen course texts.  Each team of students 

were to summarize and submit 14 chapter summaries to the class. I have assembled all our 

collaborative documents into an e-book entitled 512 “A Collection of Effective Instructional 

Design Principles.”   Using a lengthy process of group summarization, synthesis, editing and 

review to create the quality summaries, all team members became experts of the material, 

which resulted in a deeper understanding of online course design. This collaborative effort 

required team guidelines, leadership, responsibility, delegation of roles, and peer evaluation. 

According to the research of Yu and Huang (2013) these elements are the foundation for 

http://voicethread.com/new/share/5748049/
http://voicethread.com/about/features/
https://onedrive.live.com/redir?resid=B82984805B7E46C9!1840&authkey=!APSgl3E3BDdlJek&ithint=file%2cpdf
https://onedrive.live.com/redir?resid=B82984805B7E46C9!1840&authkey=!APSgl3E3BDdlJek&ithint=file%2cpdf
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improving student to content and student to student interactions, which propel student 

achievement. The collaborative process culminated in a peer review of one another’s course 

design and final products based on the course texts. Experiencing the power of effective 

collaboration, I carefully script collaboration into my course design to ensure positive 

student-student interactions.  

 

4.2 Leadership 
Candidates lead their peers in designing and implementing technology-supported learning.  
 

Twenty-First Century Leadership requires technological skills. The 554 21st Century 

Leadership artifact visually displays 11 categories where I have demonstrated effective 

leadership. For this artifact, I created a ThingLink, which is a platform for creating interactive 

images. Beginning with a character to represent myself, I chose Katara, the water bender 

from a popular cartoon series. I then used Adobe Photoshop to add eleven small images 

that represent leadership, such as a Twitter icon to depict “connected.” Each item is linked 

to a Google doc where I describe what the leadership quality entails and how I have 

exhibited that quality. For example, a 21st Century leader must be a learner. John F Kennedy 

said “Leadership and learning are indispensable to each other…” To represent learning, I 

placed a tablet in Katara’s hand.  To further connect it to Katara, I imposed an ancient water 

bending scroll onto the tablet. In the cartoon series, Katara was inspired by the family 

heirloom necklace. This necklace represents how a technology leader must inspire others by 

adopting new technologies early and demonstrate their usefulness and impact on student 

achievement. By using “Thinklink” for this artifact, I am leading my peers to use creative 

tools for teaching and learning. 

4.3 Reflection on Practice 
Candidates analyze and interpret data and artifacts and reflect on the effectiveness of the 

design, development and implementation of technology-supported instruction and learning 

to enhance their professional growth. 

 

Throughout the Masters of Educational Technology program, reflection of practice was an 

important element. In the 532 Games and Simulations course, I maintained a blog, Cheryl 

https://www.thinglink.com/scene/618250762585112576
https://www.thinglink.com/scene/618250762585112576
http://cherylbrownengaingwithgames.blogspot.com/
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Brown Engaging with Games, which reflects on all of the activities for the course. Unlike 

other courses, this course required numerous interactions with small instructional units, 

based on the multimedia principle of managing cognitive load (Mayer, 2008). In order to 

understand the impact of games on learning, I played a wide variety of games and reflected 

on the impact of these games as well as analyzed the elements that motivated continuous 

engagement. Furthermore, I learned about the history of games and graphics, and reflected 

on the impact this knowledge has on teaching mathematics in the 21st Century. Another 

distinctive facet of this course, this course was a weekly synchronous meeting, where 

students role played as crew members on-board a space station in Second Life, a virtual 

reality space on the web. This role play provided an authentic learning environment, in which 

to learn about game based learning and simulations. My Ticking Time Bomb entry, reflects 

on our last experience in the synchronous learning environment. While the blog contains a 

variety of artifacts, the blog represents my ongoing reflection as I learned about game 

design, instruction, and the use of games and simulations to influence 21st Century learning. 

As I work with instructors to create online courses, I will use multiple elements of this 

course, as cataloged in the ongoing reflective blog, to meet the special needs of k-12 

learners. 

4.4 Assessing/Evaluating 
Candidates design and implement assessment and evaluation plans that align with learning 

goals and instructional activities. 

 

Evaluation is an essential element to any grant proposal. According to Boulmetis and Dutwin 

(2011), designing the evaluation begins with the question to be answered by the evaluation. 

In 551 Grant Proposal, the summative evaluation seeks to determine the effectiveness of 

the professional development on meeting the objectives of the grant. The evaluation 

component outlines specific methods and activities to measure each of the objectives of the 

grant. For example, one objective is to see an increase in teachers frequently using Google 

Apps for student outcomes. To measure this objective, teachers will be given an end of the 

year survey to determine the impact of the training on their use of Google Apps. Evaluators 

will use the results of pre and post benchmark assessments to determine if the program has 

had an effect on student outcomes.  As I have used Google Apps for education in my own 

http://cherylbrownengaingwithgames.blogspot.com/
http://cherylbrownengaingwithgames.blogspot.com/2015/04/ticking-time-bomb.html
https://onedrive.live.com/redir?resid=B82984805B7E46C9!299&authkey=!AIh2wMPEQ8j2zew&ithint=file%2cdocx
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class, I have observed that when the docs are used for explanatory feedback, students 

come to a greater understanding because of the monitoring that can occur.  

 

The 554 Google Rubric assesses and evaluates a Google Apps and Google Chromebook 

Rollout. This comprehensive assessment tool covers essential elements of a technology roll 

out from infrastructure to student outcomes. The rubric contains descriptions of each 

dimension, from the highest to the lowest level of performances. According to Larson and 

Lockee (2014), rubrics can be used to communicate goals and expectations for excellence, 

and promote consistent accurate assessment. The rubric provides clear measures for the 

implementation of a school or district wide Google technology roll out and demonstrates 

knowledge of the elements necessary for successful implementation of a technology 

program.  The development of 21st century skills and the use of technology to redefine 

student learning is the ultimate goal of the Google rubric. As I continue to work on the roll 

out of Google Apps for Education and the use of chrome books, I continue to evaluate the 

successful of the use of technology based on the effect on learning. 

 

4.5 Ethics 
Candidates demonstrate ethical behavior within the applicable cultural context during all 

aspects of their work and with respect for the diversity of learners in each setting.   

 

Through learning instructional design, I have learned the significance of understanding the 

diversity of learners. This diversity can include cultural diversity, technical diversity, or 

contextual diversity. The Edtech 503 Geometric Transformations design document reflects 

an analysis of the learners who would be participating in the instruction on Geometric 

Transformations. The unit of instruction was written for students participating in online 

instruction who represented a variety of cultural backgrounds in their home environment 

particularly in respect to the commitment to education. The unit was designed to teach 

computer skills as well as analytical skills needed to succeed in the 21st Century Digital 

Environment.  Later, I presented this unit in a workshop at California Mathematic 

Conference in Palm Springs, California in the fall of 2014.  Because the unit was designed to 

meet the needs of a diverse learners, it is applicable to all high school students, and 

https://docs.google.com/document/d/1IBIWn6VcaoY3BZx1JL4HV77jl4sU91WAFBNc1Cqn7fw/pub
https://onedrive.live.com/redir?page=view&resid=B82984805B7E46C9!1777&authkey=!AHN3PFo2QYZiC4c
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represents my commitment to designing instruction, which meets the culturally diverse 

needs of students. 

AECT Standard 5 – Research 

Candidates explore, evaluate, synthesize, and apply methods of inquiry to enhance learning 

and improve performance.  

Indicators: 

5.1 Theoretical Foundations 
Candidates demonstrate foundational knowledge of the contribution of research to the past 

and current theory of educational 

 

The 504 Constructivism and Technology in Math Education synthesis paper demonstrates 

my understanding of current and past educational research. As our nation seeks to 

implement mathematics reform based on the research of scientifically based practices, the 

synthesis paper posits the significant impact constructivism and effective technology 

implementation have been shown to have on mathematics education reform. Recognizing 

the validity of constructivist learning theories, students are now taught to look for patterns 

and construct meaning based on prior knowledge and experience (Ertmer & Newby, 2013). 

Current and past educational research support the use of shared media technology for 

teachers to provide explanatory feedback to students, which deepens their conceptual 

understanding.  After completing the synthesis paper, I began to examine my own practices 

as I create lesson plans and design instruction. By focusing on the higher order thinking 

skills of analysis, synthesis, and evaluation, I strive to create a learning environment in 

which students are engaged in their learning and assume a collaborative role with the 

teacher. By applying the research of student interactions to my daily practice, I have 

improved my effectiveness to promote student achievement. 

 

Educational Technology theory is connected to past and current theories of learning. In my 

532 Learning Theory Mashup, I synthesized the work of past learning theories regarding 

constructivist and behavioral research in connection to the more modern theories of 

experimental theory and growth mindset. I believe Growth Mind Set (Dweck, 2006), the idea 

https://drive.google.com/file/d/0B2YEo4gbALMcd2V1MnNHZmpQUkk/view?usp=sharing
https://magic.piktochart.com/output/5597128-learning-mash-up
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that abilities and skills are developed from dedication and hard work, is a fundamental 

theory for using game based learning in education. In games, learners are provided the 

opportunities to fail multiple times before they emerge victorious. Tenacity is rewarded, and 

students learn from failure. Additionally, experiential theory supports the use of multiple 

opportunities to fail. As students process their experiences, they construct new hypothesis 

and test them in “safe” environments. Not only are students motivated to learn through 

experimentation when they are not afraid to fail, behavior theories suggest that students are 

motivated by seeing their progress and receiving extrinsic rewards. The use of leader 

boards, rewards and badges in games, aligns with the practices proposed by behaviorists, 

which suggest that learners are shaped by external stimuli.   

  

5.2 Method 
Candidates apply research methodologies to solve problems and enhance practice. 

The 503 Case ID artifact represents the application of instructional design research to solve 

problems of student apathy and under achievement. Presented with a case study of a 7th 

grade middle school math class, I focused on analyzing the learners, assessment data, 

socioeconomic status, and understanding their cultural as well as motivational differences. 

This research data was developed using interviews and student records.  Based on the data, 

teaching strategies were developed to more effectively engage students in relevant open-

ended instruction. Taking this example, I performed the same analysis of my Algebra 1 

course. Recognizing that little support was offered to students at home, and many of my 

students lacked pre-requisite skills, I developed instruction aimed to engage students 

through relevant introductory problems and reducing the number of repetitive problems. The 

application of the design process to my course development has impacted my teaching 

practice on a daily basis. 

 

5.3 Assessing/Evaluating 
Candidates apply formal inquiry strategies in assessing and evaluating processes and 

resources for learning and performance. 

 

https://docs.google.com/presentation/d/10GOpFfnIJZpk9C8tNgOY1jbZpEYRILpZyZRmtDB5saU/pub?start=false&loop=false&delayms=3000
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Understanding the key tenets of research and evaluation are essential for assessing and 

evaluating resources and processes. In 505 Population and Sampling Prezi, research is 

compared to evaluation. Research involves the establishment of control variables and 

experimentation, where as an evaluation requires specific formal inquiries into the data of 

the program. The National Audit Office (2001) provides a concise document for designing 

sampling and the interpretation techniques.    Conducting an evaluation involves the 

knowledge of sample methods such as cluster, convenience, and simple random samples. 

Using a simple random sampling technique to collect appropriate data to evaluate a school 

program, I had the opportunity to practice these sampling techniques as well as analyze the 

data from the sample. 

 

The 505 Orientation Evaluation demonstrates a complete formative program evaluation. 

According to Boulmetis and Dutwin (2011), an evaluation is a “systematic process of 

collection and analyzing data in order to either make decisions or measure the degree to 

which objectives have been met” (p. 114). The orientation evaluation seeks to determine 

the effectiveness, impact, and quality of the program. In order to establish measureable 

data, the various levels of data are incorporated into the inquiry process. Parent and student 

surveys, along with testing results and enrollment records were used to gather quantitative 

data. The data was analyzed to determine the effectiveness of the program. Additionally, 

qualitative data was gathered through interviews of staff and parents, as well as first hand 

observations (Boulmetis & Dutwin, 2011). After analysis of the data, recommendations 

regarding the further development of the program were included in the evaluation. The first 

four months of the program showed marginal effectiveness for improving student attrition, 

but new students appreciated the program. The formative evaluation provided direction for 

improvement of the program and by the end of the year, data demonstrated a decrease in 

student attrition in comparison to previous years. 

5.4 Ethics 
Candidates conduct research and practice using accepted professional and institutional 

guidelines and procedures.   

 

 

http://prezi.com/iq1eeflvk1tb/?utm_campaign=share&utm_medium=copy&rc=ex0share
https://onedrive.live.com/redir?page=view&resid=B82984805B7E46C9!1817&authkey=!AGfRTrFA2cDU4hw
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The 504 Annotated Bibliography is one example of the research I have conducted in the 

area of the effective use technology to promote interactive construction of knowledge. In 

preparation for my synthesis paper on constructivism and technology in math education, I 

gathered research on constructivism, mathematics, and mastery learning in an effort to 

identify best practices for the improvement of mathematics instruction. While preparing the 

annotated bibliography, I researched each author and compared their work to others in their 

field of study. I gathered research from all over the world, including Israel and South 

America. Constructing the bibliography provided the opportunity to see the connections 

between research projects, leading to my final conclusions. I regularly refer to the work of 

John Slavin as I consider pedagogy to improve mathematics instruction.  Furthermore, 

Computers in the Schools: Interdisciplinary Journal of Practice, Theory, and Applied 

Research is now a journal I refer to regularly as I work with students, parents, and faculty to 

facilitate technology integration across disciplines and grade levels. 

 

Conclusion 

This paper represents two years of being challenged and stretched as an educator, student, 

and technologist. I have learned more in the last two years than I thought was humanly 

possible.  However, to continue to grow in technology, there is no resting point. Technology is 

always changing, so an important asset to this program is creating a professional learning 

network. Through social media such as Google and Twitter and through the use of videos, 

webinars and podcasts, I will always grow and develop. I have learned from my peers at 

Boise to connect and to share ideas and practices. The knowledge I have acquired at Boise 

State has prepared me for the work I will be doing with subject matter experts and working 

with parents as schools seek to provide anytime anywhere access to technology. Although I 

will soon conclude my time at Boise State University, this is just the beginning of a new 

frontier. 

https://drive.google.com/file/d/0B2YEo4gbALMcV2ZvQlZVcWxKU3c/view?usp=sharing
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