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More about Critical Thinking
Critical thinking is a general term to describe the kinds of thinking and the habits of 
mind that lead to constructive, ethical action. While most people recognize critical 
thinking when they see it, defining and categorizing critical thinking skills and 
dispositions can be a challenge. Many skills are relevant to different categories, 
and some important skills defy categorization. Other skills are similar but not 
identical in different subject areas or contexts. Fortunately, in the classroom, exact 
definitions of skills aren’t too important as long as students are using these skills 
to complete complex tasks that require deep content understanding of subject-
matter concepts. 


Teaching and modeling critical thinking is more effective when you can focus on 
narrowly defined skills that can be easily observed and assessed. The following 
list can help you plan instruction that helps students develop critical thinking skills 
and disposition.


Effective Reasoning Skills


Deductive Reasoning
• Using known theories and information to draw conclusions (Think Sherlock 


Holmes observing everything about someone’s appearance to describe them 
accurately)


Inductive Reasoning
• Generating new theories based on observation of concrete phenomena (Think 


Isaac Newton coming up with the theory of gravitation after observing various 
objects falling to the ground)


Analysis
• Breaking complex ideas into parts


• Describing the parts of a concept thoroughly and accurately


• Identifying the principles and assumptions underlying an idea


• Defining and describing
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Synthesis
• Identifying and describing patterns


• Connecting different concepts through patterns


• Creating generalizations based on observed patterns


• Recognizing and describing similarities and differences


• Applying generalizations to new situations and contexts


Evaluation
• Applying standards for quality to an idea or theory


• Discriminating among good and better conclusions


• Approaching ideas with an open mind


• Recognizing bias and faulty reasoning


• Identifying and assessing pre-conceptions 


Systems Thinking
• Identifying and assessing pre-conceptions 


• Observing carefully with an open mind


• Looking at the “big picture” 


• Focusing on relationships between concepts


• Attending to processes, change, and flow


• Describing non-linear networks 


• Looking for underlying relationships that affect behaviors and events


• Identifying dependencies and barriers
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Decision Making
• Clarifying and defining the issue to be addressed


• Determining what level of thought and effort the decision requires 


• Accurately describing possible options


• Gathering accurate and relevant information or data


• Describing relevant factors, such as risk, cost, time, and effort


• Identifying stakeholders


• Predicting possible consequences


• Determining the pros and cons of all options


• Making a decision


• Explaining the decision to those involved


Problem Solving
• Describing the problem accurately and thoroughly


• Gathering relevant and accurate information


• Generating many possible solutions 


• Breaking a problem down into parts


• Identifying dependencies, support resources, and barriers


• Identifying relations among parts


• Winnowing down possible solutions to the best ones


• Making predictions about the consequences of different solutions


• Choosing a solution to implement


• Testing the solution objectively


• Revising the solution and/or problem-solving process to improve the results


• Evaluating the solution and reworking if necessary or possible
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Mobile Phone  
Challenge Scenarios


Scenario Notes


Mr. Miller asks students to take their 
mobile phones out for use during a lesson. 
He notices multiple students using them 
for activities unrelated to his lesson. In 
addition, he feels that as opposed to being 
a tool to increase student engagement, the 
mobile phones are a major detractor from 
the purposes of the lesson.


Ms. Sampson catches a student using a 
mobile phone to discreetly take a picture 
of a test item. She has been suspicious that 
this has been occurring in her classroom, 
but this is the first time a student has been 
caught in the act. 


Outside of school hours, a group of 
students attack Xavier on a social media 
site. The next day in school, there is a lot 
of talk about the topic among the students 
and the counselor becomes aware of the 
issue. When she talks to Billy, he is visibly 
affected. 


Ms. Andersen was planning on using 
a polling tool to check for student 
understanding during a lesson. However, 
five students don’t have mobile phones with 
them when she starts the lesson. She wants 
everyone to be able to participate. 


A group of students are working in a group 
and sharing Susan’s mobile phone to look 
at a photo. Jennifer is not paying close 
attention as the phone is passed to her.  She 
drops the mobile phone and it breaks when 
it hits the floor. Even though Susan knows it 
was an accident, she is visibly upset as the 
teacher walks over to see what happened.  
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Online Responsibility 
Scenarios


Scenario Notes


Rasheed misses a penalty kick at the end 
of a close soccer game. His team loses and 
Rasheed feels terrible. To make things 
worse, Rasheed starts getting anonymous 
instant messages not only deriding his 
soccer skills, but also threatening him 
physically if he ever sets foot on a soccer 
field again.


Roger has been procrastinating on a long-
term project on cell structure for his biology 
class. Realizing that he has no hope of 
completing the project in time, he copies 
information directly from the Internet into 
his report. Roger does not feel great about 
his decision, but figures no one will catch 
him.


Maria catches Shawna picking her nose 
during science class. She thinks it’s 
disgusting and uses her cell phone to video 
it. Maria then uploads the video to her social 
media site and tags Shawna in the video. 
The video goes viral, many peers “like” 
the post, and some even message Shawna 
directly with hurtful comments. 


Consider the following questions for each scenario:
• In what ways does the scenario demonstrate irresponsible online behavior?


• How is the scenario damaging to the student or others?


• What actions could have prevented the scenario or helped to soften its impacts?


• What is the most important lesson learned for students in the situation?
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Scenario Notes


Cora loves her math class and learns best 
through participating in discussions and asking 
questions. One day she receives text messages 
during class calling her a “teacher’s pet” and 
telling her to stop participating. Mr. Lopez 
notices a change in Cora’s behavior. When he 
asks Cora what is going on, Cora, fearful of her 
peers, avoids the question. 


Sara likes to watch the latest movies but does 
not like to pay for them. Despite warnings that 
her actions may be illegal, she downloads 
movies from sites deciding that no one is hurt by 
her actions. 


At the suggestion of Elaine, a group of students 
hanging out afterschool decides to “mess” 
with another student, Dan, who is not present. 
Together, they create a fake social media profile 
using Dan’s name. Even though not all students 
are comfortable with the activity, no one steps in 
to stop it.
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Classroom Connection

Instructions

This document is a place for you to record your work in the Apply activities of the Digital Learning Fundamentals Course and to take notes on your thoughts and plans for how you will use what you have learned throughout the modules in your classroom. You are encouraged to personalize this document.

Name

		







Optional Module: Mobile Phones in the Classroom

Overview Notes

		





Lesson 1: Instructional Strategies with Mobile Phones Notes

		





Lesson 1 Try Its Notes

		





Lesson 2: Managing Mobile Phones in the Classroom Notes

		





Lesson 2 Try Its Notes

		





APPLY: Designing a Presentation

Before designing a presentation outlining your learning, review the following topics:





The benefits of student mobile phone use:

		·  

·  

· 





Specific strategies to being using mobile phones in your classroom or school:

		·  

·  

· 





Potential solutions to mobile phone challenges in the school environment:

		·  

·  

· 





Choose to design your presentation with the online or offline option.

Presentation notes:
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Optional Module Classroom Connection Template

Instructions

Use the Classroom Connection document to record your module learning. Take notes on how module content can be applied with students in your classroom and school. You may also want to include questions and topics you want to pursue further.

Name

		





Overview Notes

		





Lesson 1: <title> 

Notes

		





Lesson Try Its Notes

		





Lesson 2: <title>  

Notes

		





Lesson Try Its Notes

		

















APPLY: <title>

<break down apply options learning into boxed categories. Include necessary steps and instructions to course participants.>

<heading>

		





<heading>

		· 

·  

· 
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Digital Tools for  
Parent Communication
These screenshots provide an 
offline option for exploring parent 
communication tools that can be 
used in your classroom.



http://www.intel.com/teachers





Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


www.intel.com/teachers
 Copyright © 2014 Intel Corporation. 


Class Blogs


Source: http://mrmasonbps.weebly.com/my-blog.html
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Class Blogs


Source: http://mscassidysclass.edublogs.org
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Class Blogs


Source: http://cohenlearns.edublogs.org
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Photo-Sharing Site


Source: http://mrsbonhambunch.weebly.com/student-work.html
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Photo-Sharing Site


Source: https://www.flickr.com/photos/hesterartroom
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Photo-Sharing Site


Source: https://classroomsamplesite.shutterfly.com/pictures
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QR Codes in the Library
Mr. Curtis manages a middle school library. He loves helping students navigate all 
of the resources the library has to offer, whether using a computer to access the 
library catalog, researching a topic, or finding an appropriately leveled reading 
book. However, Mr. Curtis has struggled to get information out to students given 
the number of students in the school and time limitations. He notices more and 
more students with smartphones and decides to start using QR codes in the library 
to help solve this problem. 


Mr. Curtis starts by creating QR codes with information about different sections of 
the library. Even without directly telling students about the QR codes, he notices a 
handful of students pulling out their smartphones to find the hidden messages. He 
then puts QR codes next to the library computers with instructions on how to use 
the library catalog. He even displays a QR code that takes smartphones directly to 
the library Web site.


The QR system begins to take hold and expand. Mr. Curtis starts creating QR codes 
for books he recommends. He places these codes in the stacks next to books and 
students increasingly use them to find their next book. Gradually, students start 
to catch on to the idea. After finishing a book, students start creating their own QR 
codes and Mr. Curtis attaches the codes to the inside covers of books. One teacher 
discovers what is going on and actually encourages the process. Together with 
this teacher, Mr. Curtis asks students to include a short summary and a critique 
supported with specific reasons. He also requires QR codes to be peer-reviewed 
before being published. 


The QR codes are exceeding Mr. Curtis’s expectations. Not only are they helping 
students navigate the library, QR codes are also increasing student ownership of 
the library collection.
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Parent Permission Form
A class Web site, photo-sharing site, or blog may be a useful tool for parent 
communication, but student privacy is always an important concern. Before 
posting classroom photos or student names, you will need to receive permission 
from parents.


Parent Permission Form Example
Dear Parents,


I am sending you this parental consent form to both inform you and to request 
permission for your child’s photo and personally identifiable information to be 
published on our class Web site.


Personally identifiable information may include:


• Student names (first names only)


• School and class name and location


• Original artwork and other school project work


• Locations and times of class trips


As you are aware, there are potential dangers associated with the posting of 
personally identifiable information on a Web site, since global access to the 
Internet does not allow us to control who may access such information. However, I 
do believe that schools should celebrate your child and his/her work. I also believe 
in the power of communicating with parents about what we are learning in the 
classroom. For this reason, I am asking for your permission to use information 
about your child on our class Web site.


If you, as the parent or guardian, wish to rescind this agreement, you may do so at 
any time by submitting your request in writing.
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Please check one of the following choices:


   I/We grant permission for a photo that includes this student and all other personal identifiers 
to be published on the class Web site.


  I/We do not grant permission for a photo that includes this student to be published on the 
class Web site.


Student’s Name


Name of Parent/Guardian


Signature of Parent/Guardian


Date
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Analyzing Photos 
Think about the following questions while you look at a photo that you want to 
find meaning in. Be sure to add your own good questions as they occur to you.


1. What is your overall impression of the photo? What details give you that 
impression?


2. What do you notice in the photo with a closer look that you didn’t see at first?


3. What parts of the event or object in the photo are completely or partly 
hidden? What do you think those hidden parts are?


4. What is the point of view of the photographer? What might a different point of 
view show or hide?


5. What conclusions can you draw about the life and times of the people who 
lived in the time when this photo was taken?


6. What is the purpose of the photo?
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Digital Communication and 
Collaboration Tools Chart
Digital communication and collaboration tools each have their own unique features 
and communication purposes. When choosing a tool, consider the opportunities 
that each type of digital communication can bring to the educational setting, and 
how it supports the curriculum most effectively.


Written Communication
Digital Tool Description Potential Use Tool Example


Online 
Discussion 
Board


A platform for 
online, text-based 
discussions.


Students can post and 
reply to messages without 
the constraints of time 
or location. Teacher 
moderation encourages 
reflection and deeper 
thinking.


• Collaborize 
Classroom


• TodaysMeet


• Scribblar


Blog A personal Web 
site on which the 
author records 
opinions and 
adds new material 
regularly.


Students can post 
reflections, questions, 
or evidence of their 
learning. Peers can read 
and comment on other 
students’ blogs.


• Edublogs 


• Weebly 


• Kidblog


Class  
Web Site


A page that is 
viewable from any 
computing device 
with an Internet 
connection.


Students can communicate 
about what they are 
learning in the classroom 
by posting their writing 
or other work they have 
created.


• Weebly


• TeacherWeb


• Shutterfly 


E-book An electronic 
book that is 
shared online. 
An e-book 
may contain 
multimedia 
components, such 
as photos, video, 
and audio.


Students can use an e-book 
to bring their stories to life 
with audio and video. They 
can also create an e-book 
to demonstrate their 
learning through text and 
photos.


• SimpleBooklet
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Oral Communication
Digital Tool Description Potential Use Tool Example


Podcast/
Videocast


A recorded video or sound 
file that is compressed and 
delivered over the Internet.


Students can demonstrate 
learning and communicate 
through recorded audio and 
video files that can be shared 
with anyone online.


• YouTube EDU


• Audacity 


Video 
Conferencing


Synchronous conferencing 
that uses software to capture 
and stream live video and 
audio over the Internet.


Students can meet virtually with 
anyone, anywhere. They can 
use video conferencing to build 
global awareness and cross-
cultural communication skills.


• Google 
Hangout


• Skype in the 
Classroom 


Cellular Phone


Smartphone 
(Mobile Phone)


A smartphone is a cellular 
phone that is able to perform 
many of the functions of a 
computer, having an operating 
system that is capable of 
running applications. Some 
applications can run offline, 
while others require an 
Internet connection.


A cellular phone may have 
built-in features that do not 
require Internet connectivity, 
such as photo and video 
recording.


Students can use their phones 
to take pictures that tell a story. 
They can record audio narration 
to share their stories with other 
students in the class.


• Shadow Puppet


Parent Communication and Collaboration
Digital Tool Description Potential Use Tool Example


Class Web Site A page that is viewable from 
any computing device with an 
Internet connection.


A teacher can demonstrate what 
students are doing in class and 
post evidence of learning.


• Weebly


• TeacherWeb


Photo-Sharing 
Site


A Web site that stores and 
displays image files uploaded 
by the user.


Teachers can post photos of 
classroom activities to inform 
parents about what their child is 
learning.


• Shutterfly 


• Flickr


• Animoto


Blog A personal Web site on which 
the author records opinions 
and adds new material 
regularly.


Teachers can post regular 
updates for parents about 
what their child is learning and 
include links to Web sites for 
additional skills practice at 
home.


• Edublogs


• Kidblog 


Online 
Calendar


A calendar that is maintained 
and shared online.


Teachers can communicate 
important dates and information 
through a shared calendar that 
parents can view online.


• Google 
Calendar


Email Text-based communication 
that is sent through an Internet 
connection.


Teachers can use email to 
communicate with parents and 
students outside of class. Email 
is also useful for communicating 
with experts or mentors.


• Gmail


• Outlook 
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Student Collaboration
Digital Tool Description Potential Use Tool Example


Social Network A Web site where user 
profiles are linked and 
shared.


Students can use a social 
network to post photos, videos, 
and communicate through text. 
They can use a social network 
for collaboration outside of the 
classroom walls.


• Edmodo


• Facebook


Microblog A networking tool that 
allows users to send and 
receive frequent published 
updates, typically of 140 
characters or less.


Students can use a microblog to 
quickly communicate outside of 
class and provide updates on group 
projects.


• Twitter


Social 
Bookmark


A method of networking 
in which students save 
and share links to Internet 
content that they believe 
may be of interest to 
others.


Students working in a group can use 
social bookmarking to collaborate 
and share Internet resources. 
Teachers can use annotation tools 
to highlight Web page information 
for students.


• Diigo


• Delicious


• Pinterest


Graphic 
Organizer


A tool for creating 
shapes and connectors 
to illustrate complex 
concepts and systems.


Students can review academic 
content by diagraming and showing 
relationships among concepts. They 
can also use a graphic organizer for 
planning with flow charts.


• Bubbl.us


• Coggle


• Creately


Cloud Storage A Web site, which stores 
files, such as documents 
and media, so that they 
can be accessed from any 
connected device.


Cloud storage makes it easy for 
students to share documents with 
each other and their teachers. It 
also enables them to easily work on 
tasks on multiple devices.


• Google Drive 


• Microsoft 
SkyDrive 


Wiki A wiki is a Web site where 
students can add, edit, or 
delete it’s content using a 
Web browser.


Students can collaborate on a wiki 
to share their learning on any topic.


• Wikispaces 


• Zoho Wiki 


Multimedia 
Presentation


A presentation allows 
students to share their 
learning in a visual format.


Students can create a presentation 
on any topic. It can be used for 
sharing research, opinions, and even 
creative writing.


• Google 
Presentations 


• Vcasmo 


Collaborative 
Document


A collaborative writing tool 
supports students as they 
contribute, share, review, 
and revise work together. 


Any conventional writing 
assignment, such as an essay 
or a report, can be written 
collaboratively with positive results.


• Mixedink 


• Google Drive


Collaborative 
Project Site


A site where teachers 
can join an ongoing 
collaborative project or 
create their own.


Students can collaborate with 
students in other schools, cities, 
or countries on a project that a 
teacher has designed specifically to 
take advantage of the geographic 
locations of the students.


• ePals 


• Center for 
Interactive 
Learning and 
Collaboration 


Note-taking A downloadable app or 
web app where students 
can take notes, draft 
blogs, make lists, or keep a 
journal.


Students can take notes, write drafts 
of documents, and keep lists about 
projects or assignments.


• Simplenote
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Creativity and  
Digital Learning
Follow Emmanuel as he develops creative thinking through digital technologies.


Consuming and Creating Content
Emmanuel has been learning about air pressure as part of his physics class. He has 
watched a number of clips from an online video tutorial site, which he is required 
to complete outside of class time. In class, he discusses the video content with his 
teacher and his lab group. The group brainstorms creative ideas on how they could 
expand the experiments or use a different method to prove the hypothesis. Then 
they use digital multimedia tools to film and edit their investigations and upload 
them to an online video-sharing site for peer review.


Building Creativity through Personalization and Choice
Emmanuel is working on a social science assignment about climate change and 
how it affects the quality of life. Last week, he brainstormed a list of specific 
questions he had about the effects of climate change and used an online concept-
mapping tool to connect related questions in a complex mind map. From this web 
of connected questions, Emmanuel determined his research topic.


Emmanuel’s teacher provided the class with a project rubric that included content 
indicators as well as indicators for creativity. Based on his research questions and 
target audience, he generated a list of creative ideas of how to best present his 
research to inform and influence his audience.


Self-Reflection and Direction on Creativity
Over the past year, Emmanuel has been maintaining a blog site with written 
reflections on his learning and digital samples of his best work. His blog has 
become an important part of his learning and he is now starting to see the real 
value of using this type of technology. The blog entries are dated, allowing 
Emmanuel to view his progress over time.


Today Emmanuel is reviewing the blog to determine his progress on a personal 
creativity goal he established at the start of the year: “When I create, write, or 
take action, I think of unusual and surprising ways to make what I do more useful, 
interesting, and beautiful.” Emmanuel looks back through his blog and reflects 
on his progress with his creativity goal, and then he writes another blog entry and 
updates his goals for the next month.
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Divergent Questions Rubric
Use the following rubric to assess the questions you ask students to think about.


4 3 2 1


Answers Have multiple 
possible correct 
answers with 
some answers 
being more 
correct than 
others


Have more than 
one possible 
correct answer


Have more than 
one possible 
answer, but one 
that is clearly 
more correct


Have only one 
known answer


Inquiry 
Prompting


Generate 
numerous 
avenues 
for future 
questions and 
investigations


Imply other 
divergent 
questions


Imply additional 
closed 
questions


Do not invite 
further 
investigation


Content 
Knowledge


Require deep, 
specific content 
knowledge


Require 
some content 
knowledge


Require 
little content 
knowledge


Require 
no content 
knowledge
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Student Mobile Phone 
Productivity
Jessica’s an 8th grader at a school that just began to allow students to use mobile 
phones during the school day. She already uses her mobile phone outside of 
school hours to not only connect with her parents and friends, but also for 
learning. She is excited that she can now use her mobile phone during the school 
day. 


While her math teacher is going over homework near the end of her second-period 
class, Jessica accesses a listing app on her mobile phone and adds three things 
she has to do that night in preparation for the next day’s class. She sets reminders 
so that her phone will notify her just before she starts her homework later that 
evening. Jessica finds that she enjoys checking items off her to-do lists, and they 
help her stay on top of assignments. 


In her language arts class, the teacher hands out a new author study project. 
Worried about misplacing the handout, Jessica uses her mobile phone to snap a 
photo of the assignment. She then inputs the project’s important deadlines into 
her calendar to track the dates. She includes her parents on the calendar dates 
knowing that they prefer to be kept informed of important deadlines.


Later that evening, as she is just getting ready for bed, she gets a text message 
reminder from her science teacher. They are taking a half-day field trip to a 
botanical garden tomorrow afternoon and the teacher wants to make sure 
students remember to bring their science notebooks, rain jackets, and mobile 
phones. Jessica has already placed her notebook and jacket in her backpack, but 
she appreciates the extra reminder.


Jessica finds her mobile phone to be an invaluable tool to keep track of her busy 
life. All her important information is with her all the time and all in one place.  
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Terms of Use
Intel® Transforming Learning Facilitation Guide
Before you begin using the Intel® Transforming Learning: Digital Learning 
Fundamentals Facilitation Guide, you must read and agree to the Terms of Use 
below. Intel reserves the right to amend or modify these Terms of Use at any time.


1. Fees: You agree that you may charge a reasonable fee to teachers to participate 
in the Course, provided:


• Such fees are reasonable, and considered usual and ordinary for 
professional development courses provided by Licensee to teachers in its 
jurisdiction, and


• In exchange for such fees, teachers are given, on successful completion 
of the program, credit toward professional development goals and or 
continuing education requirements.


2. Use of the Facilitation Guide: You agree that:


a. You may copy, print, or post to your password-protected Web site content 
from the Facilitation Guide provided:


• Content from the Facilitation Guide is shared only with those who are 
participating in the Course(s) that you are delivering.


• If content from the Facilitation Guide is posted to a password-protected 
site, you will only allow access to Course participants.


• You will not post the Intel copyrighted Facilitation Guide on a Web site 
that is not password-protected or is available to an audience broader 
than your participants.


b.  You are permitted to modify, alter, translate, update, or create derivatives 
of the Facilitation Guide to suit your needs. You agree that a changed or 
updated Facilitation Guide shall be subject to review and confirmation by 
Intel to ensure compliance with these Terms of Use and to protect Intel’s 
copyright, such confirmation not to be unreasonably withheld.


c. You hereby grant to Intel a worldwide, exclusive, royalty-free, perpetual, 
irrevocable license (with the right to sublicense) to the Facilitation Guide as 
adapted by you pursuant to paragraph 3(c) above.


d.  Intel owns and retains all intellectual property rights in the Facilitation
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Optional Module


Independent Digital Learners 
Facilitation Guide
This Facilitation Guide provides information to successfully facilitate Independent 
Digital Learners in a face-to-face group session or in a self-study format. 


The module focuses on how to avoid and solve general technology problems to 
allow student to become independent and productive users of technology. As 
participants complete optional and required activities, they will learn important 
concepts and apply their learning to develop resources and tools to use with their 
students. 


Planning Your Course Schedule
All course Learn, Apply, and Share and Reflect sections require 60 minutes of 
delivery time. Refer to the core module Facilitation Guide for general information 
on how to manage these sections, including course readings and discussions. All 
Try It activities are optional and are not included in the total module time estimate. 
However, it is recommended that participants complete some Try It activities to 
solidify and extend module learning. 


Use the following table to plan for module delivery. Times for all included Try It 
activities must be added to the total time required for delivery. 
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Course Timing
Optional Module: Independent Digital Learners Estimated Time


Overview 5 min.


Try It: Students’ Problem Solving Skills 
Reflect on and discuss students’ problem solving and break self-direction into 
narrower skills


10 min.


Lesson 1: Fostering Productivity and Independence with Technology 90 min.


LEARN 5 min.


Try It: Productivity Tools Jigsaw 
Review productivity tools and apps.


20 min.


Try It: Personal Productivity Discussion  
Reflect on and discuss how technology is used to stay organized and productive.


10 min.


Try It: Learning about Technology 
Explore resources to support student’s technology development.


15 min.


Try It: Discussing Technology Troubleshooting 
Discuss common problems with technology and how they are addressed


10 min.


APPLY 20 min.


SHARE AND REFLECT 10 min.


Planning Your Delivery
The Independent Digital Learners module can be delivered in a face-to-face or self-study format. 
Choose which format best suits the needs of you and your participants. If you choose to facilitate 
the module in a face-to-face group session, plan for a space that will accommodate the size and 
needs of your group. In addition, review the module and facilitation guide thoroughly ahead of 
time to ensure that you have all required materials and technology prepared. 


If you are choosing to facilitate the module in a self-study format, plan how you will communicate 
efficiently with participants before, during, and after the completion of the course. Consider 
adopting some of the following ideas to successfully facilitate the module:


 Schedule a brief face-to-face meeting before beginning the module. Cover the course 
objectives, course schedule, and course expectations.


 Create an email list to streamline communications with course participants. 


 Set up an online discussion forum where participants can share learning and questions. 


 Designate a physical space (i.e. white board in the staff room) for communications about the 
module.


 Place participants into pairs for additional learning support.


 Plan a face-to-face meeting after participants complete the module to share results from the 
Apply activity and determine next steps for their classrooms and school. 
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Course Facilitation


Overview


In the overview, participants are introduced to the module content and learning objectives. If 
necessary, demonstrate to participants how to add notes to Classroom Connection document 
while exploring course content. 


Overview Facilitation Notes


Try It: Students’ Problem Solving Skills


In this activity, participants reflect on their students’ independent problem solving and technology 
skills before breaking down the categories of self-direction into narrower and more specific skills. 


 Help foster discussion by preparing examples of strategies already in use by your participants 
to develop problem solving and self-direction skills.


 Decide whether participants will use the technology or offline option to create concepts maps. 
If choosing the technology option, explore the options and decide which concept mat tool you 
would like participants to use: 


• Bubble.us: Online tool


• Idea Sketch: IOS and Windows app 


• Mindomo: Android app 


 If your participants are completing the module in a self-study format, plan a way for them to 
share their concept maps in a physical or digital space. 


FACILITATION TIP


If you are choosing the technology option for your participants, consider the technology level of 
your participants. You may want to choose one tool and model how to use the tool before having 
your participants begin the task. This will save time as well as increase the likelihood of successful 
completion of the concept map. 
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Lesson 1: Fostering Productivity and Independence with Technology
The learning in the module focuses on how students can use technology to improve their 
productivity and manage projects effectively. 


The Try It exercises will give students a chance to explore topics in more depth. Remind 
participants to connect module learning to their students and classroom instruction throughout. 


 Carefully read over the content, noting any areas you would like to emphasize.


 Select the optional Try It activities you want participants to complete.


Lesson Facilitation Notes


LEARN 
Try It: Productivity Tools Jigsaw


In this activity, participants explore and review productivity tools and apps. The jigsaw format only 
works when completed in a face-to-face format. If your participants are completing the module in 
a self-study format, modify the Try It to meet your participants’ needs. One possibility is to assign 
self-study individuals different productivity categories to research and then come together as a 
group for a brief face-to-face meeting to share what they have discovered. 


 Productivity tools were covered in the Communication and Collaboration module. Review your 
Classroom Connection document from this module ahead of time. 


 Preview the Productivity Tools resource.


 After all groups have shared, consider giving participants a chance to explore some of the new 
tools.


Try It:  Personal Productivity Discussion


Participants will reflect on and discuss how they use technology to stay organized and productive.


 If you want participants to record apps or tools in an online collaborative document, create 
this document ahead of time. If necessary, plan time to model how to access and add to this 
document.


 Prepare examples of how you use productivity tools to share with participants when there are 
lulls in the discussion.


 Remind participants to consider how students might use tools to benefit productivity and 
learning. 
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Try It: Learning about Technology


Participants explore resources to support student’s technology development.


 Preview the links and resources from the module. Decide which will be most applicable for 
your participants. 


 Consider narrowing the activity by choosing one application or tool commonly used by 
teachers in your school. 


Try It: Discussing Technology Troubleshooting


In this activity, participants discuss common technology problems they have and how they 
address technology issues. Participants will have opportunity to compare and contrast their own 
use of technology with that of their students. Encourage participants to analyze similarities and 
differences in how students troubleshoot technology problems.


 Remind participants to discuss how they might be able to use their own experiences to model 
technology troubleshooting for students, whether effective or ineffective. 


APPLY


Participants will develop a resource addressing a module topic to use in classrooms. 


 Prompt participants to record notes from their learning in the Classroom Connection 
document.


 Carefully review the options and decide if you want to select which option you would like your 
participants to complete. 


Option 1: Technology Help 


 Review the activity.


 Decide if participants will work individually or in groups.


 Consider choosing the application(s) you want participants to troubleshoot. 


 Suggest using Basic Troubleshooting Guidelines as a starting point for their lists.


Option 2: Productivity Tools


 Review the activity.


 Model the creation of a chart in the Classroom Connection document. 


 Choose one tool and demonstrate how you would enter its information into the chart. 


Option 3: Self-Direction Think-Aloud


 Review the activity.


 Consider asking participants to review the student self-direction skills discussed in Try It on 
student problem solving skills. 


 Record you own 1-2 minute think-aloud as an example and model how to assess it with a 
rubric.
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SHARE AND REFLECT


In this reflection and discussion exercise, participants share their work from the apply section and 
reflect on module learning.


 Review the discussion questions prior to the lesson and prepare potential responses to 
facilitate conversations with participants.


 Consider asking self-study participants to gather for a brief face-to-face meeting for a 
discussion. 


 Consider extending course learning by asking participants to meet again at a later date to 
discuss progress with their students. 
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Infographics
Making data come to life!
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Infographic Components


Source: Piktochart


Modify 
background 
colors and 
fonts.


Add icons.


Import your 
own photos 
and graphics.View built-in 


interactivity 
with charts.


Create a 
chart with 
your own 
data.
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Infographic Examples


Source: http://omnilligence.net/good-infographic-examples/good-infographics-dani-blog-104304-9
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Infographic Examples


Source: http://devnet.kentico.com/articles/infographics--kentico-
content-management-system-in-the-fortune-500
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Infographic Examples


Source: http://freedesignfile.com/12049-year-infographics-elements-vector-01/ 
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Infographic Examples


Source: http://omnilligence.net/good-infographic-examples/random-thoughts-
infographics-simplification-and-the-revolting-178463-6
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Terms of Use
Intel® Transforming Learning Facilitation Guide
Before you begin using the Intel® Transforming Learning: Digital Learning 
Fundamentals Facilitation Guide, you must read and agree to the Terms of Use 
below. Intel reserves the right to amend or modify these Terms of Use at any time.


1. Fees: You agree that you may charge a reasonable fee to teachers to participate 
in the Course, provided:


• Such fees are reasonable, and considered usual and ordinary for 
professional development courses provided by Licensee to teachers in its 
jurisdiction, and


• In exchange for such fees, teachers are given, on successful completion 
of the program, credit toward professional development goals and or 
continuing education requirements.


2. Use of the Facilitation Guide: You agree that:


a. You may copy, print, or post to your password-protected Web site content 
from the Facilitation Guide provided:


• Content from the Facilitation Guide is shared only with those who are 
participating in the Course(s) that you are delivering.


• If content from the Facilitation Guide is posted to a password-protected 
site, you will only allow access to Course participants.


• You will not post the Intel copyrighted Facilitation Guide on a Web site 
that is not password-protected or is available to an audience broader 
than your participants.


b.  You are permitted to modify, alter, translate, update, or create derivatives 
of the Facilitation Guide to suit your needs. You agree that a changed or 
updated Facilitation Guide shall be subject to review and confirmation by 
Intel to ensure compliance with these Terms of Use and to protect Intel’s 
copyright, such confirmation not to be unreasonably withheld.


c. You hereby grant to Intel a worldwide, exclusive, royalty-free, perpetual, 
irrevocable license (with the right to sublicense) to the Facilitation Guide as 
adapted by you pursuant to paragraph 3(c) above.


d.  Intel owns and retains all intellectual property rights in the Facilitation
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Overview of Course Facilitation
Course Description
This Facilitation Guide provides information to successfully facilitate Digital Learning Foundations 
in a face-to-face environment. Participants taking a facilitated course may receive continuing 
education credit, when defined and arranged by the school, district, or education agency offering a 
facilitated course.


This course focuses on strategies for integrating technology into teaching and learning in ways 
that develop students’ communication, collaboration, and critical thinking skills. Participants will 
complete optional and required activities through which they will learn important concepts and 
use their learning to develop resources and tools to use with their students.


The Facilitator
Facilitators provide rich, meaningful course experiences for participants by guiding individual 
work and group discussions. Before facilitating the course, facilitators should meet the following 
requirements.


Facilitator requirements


• Familiarity with 21st century skills, technology integration, technology tools and resources, and 
a general understanding of student-centered instruction.


• Prior experience with facilitating technology integration courses for teachers


• Thorough experience with the course, including:


• Practice using all tools in the course


• Review all supporting resource files


• Select appropriate optional activities for participants 


Facilitators set the tone for the course discussions. Facilitators can create a rewarding experience 
for participants by fulfilling the following responsibilities.


Facilitator responsibilities


• Model instruction in a learner-centered environment


• Engage all participants in discussions and activities


• Encourage participants to think critically and deeply about their own practices


• Provide and promote thoughtful and constructive feedback


• Clarify concepts and answer questions


• Promote reflective teaching


• Create a supportive learning community
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Course Structure 
Digital Learning Fundamentals consists of an Orientation and four modules:


• Module 1: Going Digital


• Module 2: Digital Communication and Collaboration


• Module 3: Creativity in the Digital Age


• Module 4: Critical Thinking in the Digital Age


• Optional Modules


The course also has several Optional Modules that can be done in a facilitated face-to-face setting, 
a facilitated online experience, or independently. The facilitator can choose to lengthen the course 
by adding any of the Optional Modules or may want to consider using the Optional Modules as 
ongoing follow-up professional development, spanning a school year. Each Optional Module 
includes its own facilitation guide. 


Each of the core and optional modules has three sections:


A Learn section with readings that provide an overview of the concepts and Try It activities, some 
required and some optional, that help participants understand the concepts.


An Apply section where participants choose one of the options and use what they have learned 
in the previous section to create activities and resources for their classrooms. Alternatively, if you 
would like all participants to do the same activity, you may choose for them.


A Share and Reflect section where participants get and give feedback on what they have created 
and think about what they have learned in the lesson. You may want to have participants share 
their online work. You can use a screen-sharing tool, such as join.me, for the participants to 
screenshare. Practice the tool in advance. 


Technology Tools
The course offers teachers opportunities to try different technology tools and create student 
samples.  To prepare for this, the Facilitator needs to:


• Review the tools in the course. A Tool Chart is provided for facilitators. 


• Determine which of the tools (or other tools) will be used in your course


• Register for the tool, if necessary


• Try the tool, understand registration, and fees for the tool


• If you want, Make examples for the activities 


• For those without Internet connectivity or unreliable connectivity, offline options are also 
provided throughout the course. 
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Learning Activities
Throughout the modules, participants will try technology tools, see classroom examples, dig 
deeper into topics through readings, collaborate with peers, create examples for their classrooms, 
and get ideas and feedback from others. 


Try Its


Try It activities offer participants opportunities to explore examples of tools used in the classroom 
as well as try some tools. Throughout the course, there are Optional Try It activities, as indicated, 
as well as those that are required.  The facilitator should choose, in advance, which of the Optional 
Try Its will be included


Readings


Readings are included in the course. The PDF files should be downloaded during the course 
Orientation. Participants will need to have Adobe Reader installed on their devices. Participants 
should save the Resources to their devices so they can refer to them throughout the course as 
indicated. The documents are organized alphabetically by module.  


The information presented in the course’s text is critical for building participants’ knowledge about 
the concepts. Consider how you will present the reading material in the course. You might like to 
use a variety of methods.


• Participants can read the text individually in their e-readers


• Read some parts aloud to the participants or have selected participants read them aloud to the 
group. This approach might work well for classroom examples or for any sections you would 
like to highlight.


• Have partners or small groups read silently or read sections aloud and stop occasionally to 
discuss what they have read.


• If the course is spread out over several days, you might want to ask participants to read lessons 
as homework and then use the time together to complete Try It and Apply activities. This would 
be a kind of “flipped” model.


Classroom Connection


Throughout the course, participants will use a Classroom Connection document to write notes 
and record their work for the Apply activities. A Classroom Connection Microsoft® Word template 
is provided, or you may choose to have participants create their own Classroom Connection 
documents. 
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FACILITATION TIP


Although, it may seem like a good idea to present the text through a “round robin” approach or 
another strategy where participants take turns reading passages orally, it is a common classroom 
strategy that research has consistently shown to inhibit comprehension and the development of 
reading skills rather than support them. This approach should not be modeled as an appropriate 
instructional strategy for participants. Read more about this research at Sweeping Round Robin 
Reading Out of Your Classroom. Instead of turn-taking oral reading, try the following strategies for 
presenting text in the course: 


• Partner reading—Participants take turns reading sections to each other.
• Stop and think reading—Partners divide a passage up into sections, read sections silently, 


discussing them after each part.
• Performance—Have small groups prepare a performance of a passage.


Discussions


Discussions help participants exchange ideas, process information, develop new ideas, and refine 
thinking. Many of the activities in the course are organized around discussing ideas. Whole group, 
small group, and partners can all be effective formats for discussions. Consider the following when 
deciding on formats for discussions: 


Whole group discussions


The intent of whole group discussions is to foster a learning community to exchange ideas and 
benefit from others’ ideas. When conducting a whole group discussion, consider these tips:


•  Establish ground rules so all participants feel safe to share their ideas


• Encourage everyone to participate


• Start with a “getting to know each other” activity at the first meeting 


• Acknowledge and respect all ideas, even if you do not agree with them


Small group discussions


Small group discussions provide a more intimate way for participants to delve deeper into topics 
and get crucial feedback. Groups can be organized by similar grade levels and subject areas, or 
mixed grade and subject areas. Participants can stay in their same groups for each discussion 
or can mix. For some discussions, remaining with the same group may be advantageous as 
participants get to know each other. For others, mixing groups may be advantageous to get 
different perspectives.
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Pairs


For some feedback sessions, pairs of participants within the small groups may be more productive. 
Working in pairs provides more time for review and feedback.


To aid discussions, the Appendix includes:


• Discussion Suggestions: Tips for engaging in group work


• Discussion Checklist: Tips on creating constructive discussions during face-to-face and online 
discussions


The discussion questions included in the activities are suggestions. Please feel free to include 
supplemental questions or use the suggested questions as guidelines for developing your own 
questions. 


Intel® Education Online Community
An option for any of the facilitation formats is to create a group to support your training in the 
Intel® Education Online Community. Facilitators can create groups to support participants with 
online discussions or provide opportunities to publish Classroom Connection documents for 
feedback. To join the community, register at http://engage.intel.com. You may wish to review tips 
on creating a group in the Teachers Engage > Facilitators Engage section of the site.


Course Length
A course schedule sample is provided.  The course is about ten hours. However, if you add 
Optional Try It activities or Optional modules, you will need to add more time. Continuing 
education credit and/or certificates of completion may be given based on the length of the course 
and acceptable participation levels, determined by the local program and/or the facilitator.


Planning Your Course Schedule
Plan your course by looking at the time you have available, reviewing the required activities, and 
then selecting the optional Try It activities that would be most beneficial for your participants 
and that fit into your schedule. Use the following tables to plan your course. The shaded rows 
represent 
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Course Timing
Orientation Estimated Time


Course Introduction 15 min.


Module 1: Going Digital 30 min.


LEARN (Reading/Explaining) 5 min.


Try It: The 21st Century Classroom 
In a small group, discuss Digital Learning Foundations Video 1 and create a timeline of 
your classroom experience.


15 min.


APPLY 
Classroom Connection 
Create a document of activities and resources to use with students or download the 
Classroom Connection template.


10 min.


Module 2: Digital Communication and Collaboration 3 hrs. 15 min


Overview (Reading/Explaining) 10 min.


Try It: Digital Communication and Collaboration Tools Exploration 
Learn more about how digital communication and collaboration can be used in the 
classroom in meaningful ways.


15 min.


Lesson 1: Student Communication 1 hr. 35 min.


LEARN (Reading material) 15 min.


Try It: Student Communication Concept Map  
Participants create a concept map that explains how their students currently engage in 
classroom communication. This can also be Facilitator-led. 


15 min.


Optional Try It: Online Discussion  
Participants engage in an online discussion with other workshop participants to 
explore online discussion tools that can be used in their classroom.


15 min.


Try It: Publishing Tools  
Participants explore students’ online publishing examples. The Facilitator may give a 
demonstration of a publishing tool. 


15 min.


Optional Try It: Oral Communication Tools  
Participants view examples of oral communication student products. 


15 min.


Try It: Digital Communication  
Participants add digital tools to the concept map they created in an earlier Try It 
activity. 


10 min.


APPLY  
Option 1: Student Communication Tools 
Participants choose and apply a student communication tool that enhances a lesson 
or unit they currently teach.


Option 2: Class Web Site or Blog 
Participants choose and begin to develop a Web site or blog that enhances a lesson or 
unit they currently teach.


30 min.


SHARE AND REFLECT 10 min.
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Lesson 2: Collaborative Communication 1 hr. 15 min.


LEARN (Reading/Explaining) 10 min.


Try It: Collaborative Documents Participants work collaboratively on a group writing 
task to experience how a collaborative document can be used to generate meaningful 
communication.


15 min.


Optional Try It: Think-Pair-Share Participants reflect on community partnerships and 
discuss their answers with another course participant.


10 min.


Try It: Parent and Community Communication Participants explore different types 
of Web sites that can be used to increase collaborative communication in their 
classroom.


10 min.


APPLY 
Option 1: Collaborative Documents 
Participants explore a collaborative document site that could be used to enhance a 
lesson or unit they currently teach.


Option 2: Text Messaging with Parents  
Participants explore a text messaging tool and consider ways to use the tool to 
communicate and collaborate with parents. Option 3: Photo-Sharing Sites Participants 
choose and begin to develop a class photo-sharing site to increase student and parent 
communication in their classroom.


30 min.


SHARE AND REFLECT 10 min.


Module 3: Creativity in the Digital Age 3 hrs. 15 min.


Overview 10 min.


Try It: Creativity Fact and Fiction 
Participants view the presentation, Creativity Fact and Fiction, to learn more about 
creativity while exploring facts and misconceptions.


15 min.


Lesson 1: Creativity Across the Curriculum 1 hr. 20 min.


LEARN 10 min.


Try It: Creative Classroom Scenario 
Participants explore a creative classroom scenario and read about the creative 
thinking skills that students are using.


15 min.


Try It: Creative Classroom Self-Assessment 
Participants consider specific qualities of creative classroom environments and assess 
how their classroom supports creativity.


15 min.


APPLY 
Option 1: Creativity Concept Map 
Participants create a concept map to illustrate how creativity criteria can be used to 
enhance a lesson or unit they currently teach.


Option 2: Creative Classroom Lesson Plan 
Participants reflect on the creative classroom self-assessment and revise an existing 
lesson plan to further develop creative classroom practices.


30 min.


SHARE AND REFLECT 10 min.
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Lesson 2: Creativity and Digital Learning 1 hr.


LEARN 10 min.


Try It: Digital Creative Writing Tools 
Participants learn more about creative thinking and writing tools for students.


20 min.


Optional Try It: Multimedia Creation Tools 
Participants explore how different multimedia tools are used to enhance creative 
activities with students.


15 min.


APPLY 
Option 1: Creative Writing Tools 
Participants explore creative writing tools in more depth and apply the features to 
develop a creativity-enhanced lesson.


Option 2: Infographics 
Participants explore an infographic tool that could be used in a lesson or unit they 
currently teach.


Option 3: Multimedia Creation Tools 
Participants explore a multimedia creation tool and begin to develop a student sample 
to support a lesson or unit they currently teach.


30 min.


Module 4: Critical Thinking in the Digital Age 2 hrs. 15 min.


Overview 15 min.


Try It: Critical Thinking in the Classroom 
Participants review a rubric on critical thinking and apply them to classroom scenarios.


15 min.


Try It: Critical-Thinking Skills 
Participants discuss a detailed list of critical thinking skills and how they apply to their 
classrooms.


10 min.


Lesson 1: Teaching and Learning Critical Thinking 45 min.


LEARN 15 min.


Try It: Technology to Promote Critical Thinking 
Participants explore tools that support students’ critical thinking.


20 min. (more 
time if doing a 
Visual Ranking 
activity)


SHARE AND REFLECT 10 min.
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Lesson 2: Questioning to Promote Critical Thinking 1 hr. 30 min.


LEARN 15 min.


Try It: Categorizing Questions 
Participants place questions into categories.


10 min.


Try It: Exploration of Virtual Learning Experiences  
Participants review games and simulations they might use with their students.


20 min.


APPLY 
Option 1: Questions about Media 
Participants review questions to help students think critically about different kinds of 
media.


Option 2: Critical Thinking Think-Aloud 
Participants design a lesson where students think critically about a subject through 
technology.


Option 3: Planning Online Discussions 
Participants develop questions to help students think critically about content in an 
online discussion.


30 min.


SHARE AND REFLECT 15 min.


Course Facilitation


Prepare for the course


 Determine the device, operating system, and eReader participants will be using and test. 


 Review the modules participants will be working through and all tools and resources.


 Choose and test the tools your participants will be using. 


 Set up the agenda. See sample below. 


  Have an offline version of the course manual on the presentation device in case the online 
eReader goes down.


 Create a course Agenda.


 Provide participants with the course.  


 Send a welcome email with course logistics and a general agenda. Tell participants to make 
sure they install the eReader that you will be using as well as Adobe Acrobat. 


 Make nametags for participants.


 Test the course and tools in the room where you will be delivering the course. 


 Prepare for the Orientation by planning a demonstration of the features of the e-reader you 
will be using. 
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Orientation


The Orientation module introduces the participants to the features and structure of the course. 
Making sure your participants understand how the course works will allow you to focus on the 
content and tools during the activities. Downloading the Resources for the course is also an 
important step.


FACILITATION TIP


We have learned that participants like seeing the examples of participant work, so be sure to call 
attention to the Classroom Connection Example during the orientation.
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Module 1: Going Digital
The first part of this module introduces the course objectives and structure in general, the sections 
of Overview, Learn, Apply, and Share and Reflect. Also, if you think your participants need an 
overview or a refresher for using the e-reader, you may want to walk through a review of the 
course features. 


The Try It and Apply activities in the course will go much more smoothly if you prepare thoroughly. 
Module 1: Going Digital has one Try It. The Apply activity is for the participants to set up their 
Classroom Connection document, which may mean downloading and personalizing the template 
or creating their own documents.


Try It: The 21st Century Classroom


Select one of the following videos to show a 21st century classroom and how technology is used in 
that classroom. 


• Technology in Education: A Future Classroom (2:42): A futuristic vision of what classrooms 
might look like in the future with as-yet unavailable gadgets and strategies to use technology 
for learning. (Although some of the images have English text, this video has no narration.)


• Blended Learning: Transforming Classrooms with Technology (3:19): An overview of blended 
learning in different classrooms with different kinds of devices. Includes some interviews with 
teachers and administrators as well as students in classrooms.


• Deeper Learning through Linked Learning (12:00): A look at a school that focuses on connecting 
academic knowledge to real-world application through project-based learning. The focus is on 
robotics and engineering.


• Project-Based Learning: Bridging Our Future (1:05): A brief overview of a technology-based 
bridge designing project.


After the video, the facilitator can use a timeline tool to show the changes in the participants’ 
classrooms over the years. You can choose a few people to add to the timeline or get a general 
sense from the group of what to add. This can also be done in small groups if you have an 
advanced group.


 Watch the video and note any aspects you would like participants to notice.


FACILITATION TIP


Be sure to keep your thoughts and comments to a minimum during discussions and concentrate on 
encouraging participant interaction..


 Review the resources on facilitating good discussions.
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 Select a timeline tool, sign up for an account, and prepare a demonstration of how to use its 
basic features.


  dippity: Online timeline tool


  Timeline: A timeline tool that uses Google Spreadsheet


APPLY Classroom Connections Document


Guide participants as they download and personalize the Classroom Connection document or 
create their own. 


If necessary, review transferring a photo from a smartphone to a computer or conducting online 
searches for images to insert into a word processing document.


 If participants are using a local word-processing application, you may need to prepare a 
demonstration on finding and using the clip art in the application. 


 If you have good connectivity and would like participants to use an online storage site such as 
Google Drive or Dropbox for their Classroom Connections document prepare a demonstration 
of how to create a new document or upload an existing document into the application.


FACILITATION TIP


If you would like participants to have the experience of using an online storage site even though 
you have occasional connectivity problems, consider using Dropbox. This application is available 
online and as an IOS, Android, and Windows app. It sets up a folder with your files on your local 
device where you can work on them any time and then syncs them to the online site whenever a 
connection is available. Dropbox provides 2 GB of free storage with registration.


Notes
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Module 2: Digital Communication and Collaboration
This module will give participants an overview of how digital communication connects students, 
teachers, community members, and parents while encouraging collaboration. Participants will 
engage in hands-on activities to better understand how digital tools enhance communication and 
collaboration opportunities. Begin your preparation by reading through the module and taking 
notes on topics you want to emphasize, particularly those that are most applicable to the specific 
teaching environments of your participants.


Overview
The Overview section of the Communication and Collaboration module introduces digital tools 
that enhance communication and collaboration in the classroom. This section has one Try It 
activity.


Try It: Digital Communication and Collaboration Tools (15 min.)


Participants learn more about how digital communication and collaboration can be used in the 
classroom in meaningful ways.


 Review the resource file, Digital Communication and Collaboration Scenarios.


 Review the resource file, Digital Communication and Collaboration Tools Chart.


 Decide how you want to group participants for this activity—partners or small groups.


 Review the discussion questions and prepare some possible answers to help facilitate 
conversations with participants. 


 Be prepared to offer alternative suggestions if your school has limited bandwidth.  


Overview Facilitation Notes


Lesson 1: Student Communication
Lesson 1 introduces participants to the importance of student communication and gives them the 
opportunity to explore digital communication tools. This section has five Try It activities. Three 
of the Try Its are required and you may choose to do one or both of the other Try Its, depending 
on your time. Alternatively, participants can do these outside of the workshop time. Prior to the 
lesson:


 Carefully read over the lesson, noting any areas you would like to emphasize.


 Select either or both of the Optional Try It activities you want participants to complete.
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Lesson 1 Facilitation Notes


LEARN 
Try It: Student Communication (15 min.)


Participants create a concept map that explains how their students currently engage in classroom 
communication.


 Explore the following technology options and decide which concept mapping tool you would 
like participants to use.


• Bubble.us: An easy-to-use concept mapper


• Creately: A more sophisticated mind-mapping tool with a large variety of export options


 Prepare a demonstration of the basic features of the tool you have selected.


 Prepare a procedure and location where participants can save their concept maps for a future 
Try It activity.


Optional Try It: Online Discussion (15 min.)


Participants engage in an online discussion with other workshop participants to explore online 
discussion tools that can be used in their classroom.


 Explore the following technology options and decide which online discussion tool you would 
like participants to use.


• TodaysMeet :A simple online discussion tool where you create a room and invite participants 
to respond through text; registration not required


• Scribblar: A more advanced online collaboration space with tools for audio and whiteboard 
sharing; registration is required


 If registration is required, consider setting up a temporary account that all participants can 
use simultaneously during the activity. This is especially useful if you are short on time, since 
you will not need to walk through the registration process and spend time troubleshooting 
registration issues. Also, participants who are new to online discussions may feel more 
comfortable in an anonymous environment.


 Set up an online discussion using the given prompt, What are your thoughts on texting and 
written communication skills?, or create one of your own question.


   Prepare a demonstration of the basic features of the tool you have selected.


 Prepare a set of model responses that demonstrate quality with informed opinions and 
focused responses. Use these during the activity.


 During the activity, draw attention to thoughtful posts and good questions.
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Try It: Publishing Tools (15 min.)


Participants explore online publishing tools that can be incorporated into a lesson or unit they 
already teach.


 Review the examples of blogs, Web Sites, and E-books.


 If you would like to demonstrate any of the tools that can be used for publishing, explore one 
of the following tools and prepare a basic demonstration of the selected tool.


• Edublogs: A student blog site designed for education; supports video, audio, and text files


• Weebly: A simple tool for creating a free class Web site or blog


• SimpleBooklet: A tool for students to create and share Web booklets


Optional Try It: Oral Communication Tools (15 min.)


Participants explore oral communication tools that can be used with their students, with options 
for both online and offline recording.


 View the example audio files


• Student Media Examples: Audio


• Portable Radio and Portable TV


• Student Media Examples: Video


• Adam’s Learning Videocast


• Vidyo: Featured Success Stories


• Skype in the Classroom Showcase


 You may want to explore the following technology options and decide if you would like to 
demonstrate one.


• Audacity: An online tool for recording and editing sounds


• YouTube EDU: A popular site for uploading and viewing recorded video content


• Google Hangout: Use audio, video, and text to chat with others online in real time


 Prepare a demonstration of the basic features of the tool you have selected.


Try It: Digital Communication (10 min.)


Participants revisit their concept map and add their ideas about how they could use digital 
communication tools in a lesson they already teach.


 If possible, display the Digital Communication and Collaboration Tools Chart in a location 
where all participants can refer to it while generating ideas for classroom application.


 Prepare a procedure and location where participants can save their concept maps, or make 
sure there is an available printer in the training room.
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APPLY (30 min.)


 Review the Apply options.


 Determine if you would like participants to choose one of the two options or if you will select 
for them. 


 Remind participants to do all their work in their Classroom Connection. They can put 
screenshots in to show their online work. You may want to use the Example Classroom 
Connection document for examples of how the activities could be completed.


Option 1: Student Communication Tools


Participants choose and apply a student communication tool that enhances a lesson or unit they 
currently teach.


 Review the technology options below and familiarize yourself with at least one tool in each 
category so you can make informed recommendations and help participants if they would like 
to explore them on their own.


Concept Mapping


• Bubble.us: An easy-to-use concept mapper


• Creately: A more sophisticated mind-mapping tool with a large variety of export options


Online Discussions


• TodaysMeet: A simple online discussion tool. Create a room and invite participants to 
respond through text. Registration not required.


• Scribblar: A more advanced online collaboration space with tools for audio and whiteboard 
sharing; registration is required


Publishing Tools


• Edublogs: A student blog site designed for education; supports video, audio, and text files


• Weebly: A simple tool for creating a free class Web site or blog


• SimpleBooklet: A tool for students to create and share Web booklets


Oral Communication Tools


• Audacity: An online tool for recording and editing sounds


• YouTube EDU: A popular site for uploading and viewing recorded video content


• Google Hangout: Use audio, video, and text to chat with others online in real time
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Option 2: Class Web Site or Blog


Participants choose and begin to develop a Web site or blog that enhances a lesson or unit they 
currently teach.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


 Remind participants to view the examples of class Web sites and if they need help identifying 
features they want to include in their own site.


• Weebly: A simple tool for creating a free class Web site or blog


• TeacherWeb: An advanced tool for creating teacher and student Web sites that includes pre-
loaded templates with education-specific tools, such as calendars and online quizzes


• Edublogs: A student blog site designed for education; supports video, audio, and text files


• Kidblog: A safe and simple blog site for students


SHARE AND REFLECT


 Review the discussion questions prior to the lesson and prepare potential responses to 
facilitate conversations with participants.


 Ask participants to review their notes for the lesson.


 Place teachers in groups for the discussion.


 If you would like participants to share their work with the whole group, consider using a 
screensharing tool, such as join.me[join.me]


Lesson 2: Collaborative Communication
Lesson 2 introduces participants to the relationship between communication and collaboration, 
and gives them the opportunity to explore digital tools. This section has two Try It activities, and 
one additional optional Try It. Prior to the lesson:


 Carefully read over the lesson, noting any areas you would like to emphasize.


 Determine if you will include the Optional Try It activity.


Lesson 2 Facilitation Notes:
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LEARN 
Try It: Collaborative Documents (15 min.)


Participants work collaboratively on a group writing task to experience how a collaborative 
document can be used to generate meaningful communication.


 Explore the following technology options and decide which collaborative document tool you 
would like participants to use.


• Google Drive: A feature of a Google account that allows the creation of collaborative 
documents, presentations, spreadsheets, forms, and drawings


• Padlet: An easy-to-use collaborative white boarding tool. 


• Mixedink: A collaborative writing tool that allows groups of any size to write together. A more 
robust version is available for a cost


• Microsoft One Note


 Set up multiple collaborative documents, one for each small group, with the heading “Digital 
Tools” at the top. 


 Prepare how you are going to share the documents with the course participants. Depending on 
the tool you select, this will most likely involve uploading your documents to cloud storage and 
inviting participants to access the documents through the accounts they set up.


 Prepare a demonstration of the basic features of the tool you have selected, including:


• How to register for the site.


• How to access the shared document.


• How to add text and use the annotation feature to comment on another participant’s text.


 Divide the participants into small groups.


 During the activity, draw attention to thoughtful posts and good comments.


Optional Try It: Think-Pair-Share (10 min.)


Participants reflect on community partnerships and discuss their answers with another course 
participant.


 Divide course participants into groups of two.


 Review the discussion questions prior to the activity and prepare potential responses to 
facilitate conversations with participants.


 For those participants who chose Option 2: Class Web Site or Blog, they could consider how 
they would use the tool for parent.
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Try It: Parent and Community Communication (10 min.)


Participants explore different types of Web sites that can be used to increase collaborative 
communication in their classroom.


 Review the examples provided.


 Explore the following technology options and decide which Web site tool you would like 
participants to use.


• Weebly: A simple tool for creating a free class Web site or blog


• Shutterfly: A tool to create a classroom site with features specifically designed for 
classrooms; includes options for adding video and text


• Edublogs: A student blog site designed for education; supports video, audio, and text files


 If you would like, prepare a demonstration of the basic features of the tool you have selected.


APPLY (30 min)


 Review the Apply options.


 Determine if you would like participants to choose one of the three options or if you will select 
for them. 


 Remind participants to do all their work in their Classroom Connection. They can put 
screenshots in to show their online work. You may want to use the Example Classroom 
Connection document for examples of how the activities could be completed.


Option 1: Collaborative Documents


Participants explore a collaborative document site that could be used to enhance a lesson or unit 
they currently teach.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• Padlet: An easy-to-use collaborative white boarding tool. 


• Google Drive: A feature of a Google account that allows the creation of collaborative 
documents, presentations, spreadsheets, forms, and drawings


• OneNote: A note-taking and organizational tool that allows easy access to shared documents


 Optional: Prepare some sample online collaborative documents that participants can use as an 
example of how they might want to set up their own document.



http://www.intel.com/teachers

https://education.weebly.com/

http://www.shutterfly.com/classroom-share/

http://www.edublogs.org

http://Padlet.com

https://www.google.com/drive/index.html

http://office.microsoft.com/en-us/onenote/





Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


22www.intel.com/teachers
 Copyright © 2014 Intel Corporation. 


Option 2: Text Messaging with Parents


Participants explore a text messaging tool to increase student and parent communication in their 
classroom.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• Remind: A one-way private text messaging tool


• Kikutext: A tool to send text messages to parents and students using a code


Option 3: Photo-Sharing Sites


Participants choose and begin to develop a class photo-sharing site to increase student and 
parent communication in their classroom.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• Shutterfly: A photo-sharing site with features specifically designed for classrooms; includes 
options for adding video and text


• Flickr: A simple photo-sharing site where registered viewers can leave comments on each 
photo


• Animoto: A more advanced photo-sharing tool that uses music and animation to create short 
videos with your photos


 Participants may not have accessible photos for their photo-sharing site. Prior to the activity, 
locate a few images and save them to a shared folder that participants can use if they want to 
practice uploading pictures.


 Optional: Prepare some examples of class photo-sharing sites that you can show to 
participants if they need help identifying features they want to include in their own site.


SHARE AND REFLECT


 Review the discussion questions prior to the lesson and prepare potential responses to 
facilitate conversations with participants.


 Ask participants to review their notes for the lesson.


 Place teachers in groups for the discussion.


 If you would like participants to share their work with the whole group, consider using a 
screensharing tool, such as join.me[join.me]
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Module 3: Creativity in the Digital Age
This module will give participants an overview of the skills involved in thinking creatively with 
technology. Participants will engage in hands-on activities to better understand the kind of 
classroom environment that promotes and develops creativity, and how to use technology in ways 
that foster student creativity. Begin your preparation by reading through the module and taking 
notes on topics you want to emphasize, particularly those that are most applicable to the specific 
teaching environments of your participants.


Overview
The Overview section of the Creativity module introduces fundamental ideas about creativity, 
including the skills and dispositions that develop creative thinking. This section has one Try It 
activity.


Try It: Creativity Fact and Fiction (15 min.)


Participants view the presentation, Creativity Fact and Fiction, to learn more about creativity while 
exploring facts and misconceptions.


 Review the resource file, Creativity Fact and Fiction.


 Decide how participants will view the presentation, on their individual computers, or in a small 
or whole group.


 Model how participants should pause after each slide and record their answer about whether 
the statement is fact or fiction. Decide how you would like participants to record their answers, 
for example:


• Use annotation tools within the PDF. 


• Use a polling tool, such as Poll Everywhere, to collect and display participants’ responses 
as they view the slideshow. This is a good way to engage participants in the activity and 
generate a higher-level discussion about creativity misconceptions.


 You may wish to remind participants that the purpose of the activity is not to get the right 
answer every time, so they do not need to worry if they are not sure how to respond to each 
statement. Explain that the purpose is to start exploring ideas about creativity through 
common misconceptions and long-held beliefs.


Overview Facilitation Notes:
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Lesson 1: Creativity Across the Curriculum
Lesson 1 introduces participants to classroom environments and instructional strategies that 
promote creativity. This section has two Try It activities. Prior to the lesson:


 Carefully read over the lesson, noting any areas you would like to emphasize.


Lesson 1 Facilitation Notes:


LEARN 
Try It: Creative Classroom Scenario (15 min.)


Participants explore a creative classroom scenario and read about the creative thinking skills that 
students are using.


 Review the resource files, Creative Classroom Scenario and Criteria for Creativity.


 If possible, display the Criteria for Creativity in a place where all participants can refer to it as 
they read through the Creative Classroom Scenario.


 Decide how you want to group participants for this activity—partners or small groups.


 Review the discussion questions and prepare some possible answers to help facilitate 
conversations with participants.


Try It: Creative Classroom Self-Assessment (15 min.)


Participants consider specific qualities of creative classroom environments and assess how their 
classroom supports creativity.


 Review the resource files, Creative Classroom Self-Assessment and Classrooms That Support 
Creativity.


 Decide how participants will access the self-assessment, and where they will save their 
finished assessment for future use in the Apply section.


 Encourage participants to be reflective and make notes in the Comments section on any ideas 
they have for lessons or activities that would help support the creativity indicator.


APPLY (30 min)


 Review the Apply options.


 Determine if you would like participants to choose one of the two options or if you will select 
for them. 


 Remind participants to do all their work in their Classroom Connection. They can put 
screenshots in to show their online work. You may want to use the Example Classroom 
Connection document for examples of how the activities could be completed.
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Option 1: Creativity Concept Map


Participants create a concept map to illustrate how creativity criteria can be used to enhance a 
lesson or unit they currently teach.


 If possible, display the Criteria for Creativity where all participants can refer to it as they create 
their concept maps.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• Bubbl.us: An easy-to-use concept mapper


• Creately: A more sophisticated mind-mapping tool with a large variety of export options


 Decide how participants will share their concept maps, and how they will receive feedback 
from other participants. Be sure to allow time for participants to make changes based on the 
feedback they receive.


 Prepare a procedure and location where participants can save their concept maps, or make 
sure there is an available printer in the training room.


Option 2: Creative Classroom Lesson Plan


Participants reflect on the creative classroom self-assessment and revise a lesson plan to further 
develop creative classroom practices.


 Review the resource file, Creative Classroom Self-Assessment.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• Bubbl.us: An easy-to-use concept mapper


• Creately: A more sophisticated mind-mapping tool with a large variety of export options


 Prepare a procedure and location where participants can save their lesson plans, or make sure 
there is an available printer in the training room.


SHARE AND REFLECT (10 min)


 Review the discussion questions prior to the lesson and prepare potential responses to 
facilitate conversations with participants.


 Ask participants to review their notes for the lesson.


 Place teachers in groups for the discussion.


 Use a screen-sharing tool if you would like participants to share their work with the whole 
group.
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Lesson 2: Creativity and Digital Learning
Lesson 2 introduces participants to digital tools that encourage experimentation, innovation, and 
creativity. This section has two Try It activities. One of the Try Its is required and one is optional. 
Prior to the lesson:


 Carefully read over the lesson, noting any areas you would like to emphasize.


 Determine if you would like to include the Optional Try It activity. 


Lesson 2 Facilitation Notes:


LEARN 
Try It: Digital Creative Writing Tools (15 min.)


Participants learn more about creative thinking and writing tools for students.


 Explore the following Web sites and prepare notes about any specific examples or tool 
features you would like to highlight. If you plan to demonstrate a tool, consider your audience 
and choose examples that are the most applicable.


Comic Strips


• Super Hero Comic Book


• Character Study


• Human Ingenuity


E-books


• Storybird E-book Examples


• Mr. Smith’s Class E-books


• Authentic Authors


Blogs and Wikis


• Flat Rosie’s Adventures


• Calder/Kemp Crew


• Amy M’s Creative Mind 


• Molly’s Mystery Journal
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Tools


• Edublogs: A student blog site designed for education. Supports video, audio, and text files


• Pixton: A comic strip creator with specific features for education


• Storybird: A digital storytelling tool with advanced creative tools and collaboration features


 Provide time for participants to explore the sites on their own. They will not create or save any 
work at this point, however.


 Optional: Choose one tool that you would like to highlight. Prepare a demonstration of the 
basic features of the tool you have selected.


Optional Try It: Multimedia Creation Tools (15 min.)


Participants explore how different multimedia tools are used to enhance creative activities with 
students.


 Explore the following video files and multimedia presentations, and prepare notes about any 
specific examples or tool features you would like to highlight. Consider your audience and 
choose examples that are the most applicable.


• Multimedia Book Report


• A Twist on the School Book Report


• The Great Depression Project


• Student Alphabet Video


• Civil Rights Presentation


• The Green Human Project


• Student Book Review: Lilly’s Purple Plastic Purse


• PowToon Teacher and Student Examples


 Provide time for participants to explore the sites on their own. They will not create or save any 
work at this point, however.


 Optional: Choose one tool that you would like to highlight. Prepare a demonstration of the 
basic features of the tool you have selected.


• PowToon: A simple tool for creating animated videos and presentations


• Animoto: An advanced video creation tool that uses music and animation to create  
short videos with your photos and text


• VoiceThread: Create a slide show of images or video, and narrate with text or audio
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APPLY (30 min)


 Review the Apply options.


 Determine if you would like participants to choose one of the two options or if you will select 
for them. 


 Remind participants to do all their work in their Classroom Connection. They can put 
screenshots in to show their online work. You may want to use the Example Classroom 
Connection document for examples of how the activities could be completed.


Option 1: Creative Writing Tools


Participants explore creative writing tools in more depth and apply their features to develop a 
creativity-enhanced lesson.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• Edublogs: A student blog site designed for education; supports video, audio, and text files


• Pixton: A comic strip creator with specific features for education


• Storybird: A digital storytelling tool with advanced creative tools and collaboration features


 Optional: Prepare or locate examples from each tool that can be used to help participants 
generate ideas for classroom application. For example, you might choose to create:


• One page from a digital story


• The first three frames of a comic strip


• A story introduction on a blog


Option 2: Infographics


Participants explore an infographic tool that could be used in a lesson or unit they currently teach.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• PiktoChart: An easy-to-use infographic design tool with built-in templates


• Visual.ly: A more complex visual design tool with advanced infographic features


 Optional: Display the resource file, Creativity and Infographics, to provide a variety of 
infographic examples that participants can view when developing their own.
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Option 3: Multimedia Creation Tools


Participants explore a multimedia creation tool and begin to develop a student sample to support 
a lesson or unit they currently teach.


 Review the technology options below and familiarize yourself with each tool so you can help 
participants as they explore on their own.


• PowToon: A simple tool for creating animated videos and presentations


• Animoto: An advanced video creation tool that uses music and animation to create short 
videos with your photos and text


• VoiceThread: Create a slide show of images or video, and narrate with text or audio


 Encourage participants to spend time experimenting with the tool and getting to know its 
features, rather than worrying about completing a product. Be prepared to help participants 
save their work, so they can finish their projects at a later time.


 Optional: Prepare or locate examples from each tool that can be used to help participants 
generate ideas for classroom application.


SHARE AND REFLECT (15 min)


 Review the discussion questions prior to the lesson and prepare potential responses to 
facilitate conversations with participants.


 Ask participants to review their notes for the lesson.


 Place teachers in groups for the discussion.
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Module 4: Critical Thinking in the Digital Age
This module will give participants an overview of the components and skills involved in thinking 
critically with and about technology. It will review instructional strategies and activities to develop 
students’ critical thinking skills. An optional module on helping students develop good arguments 
extends their understanding of the role of critical thinking in meeting content standards and 
building 21st century skills. Begin your preparation by reading through the module and taking 
notes on topics you want to emphasize, particularly those that will apply especially to teachers in 
their specific teaching and learning environments.


Overview
The Overview section of the Critical Thinking module has one Try It activity. 


Try It: Critical Thinking in the Classroom 


 Review Critical Thinking Rubric and the Classroom Examples.


 Think about how the descriptors in the rubric could apply to the examples.


Overview Facilitation Notes


Lesson 1: Teaching and Learning Critical Thinking
In this lesson your participants will learn teaching strategies for helping students become better 
critical thinkers with technology.


LEARN


 Review the lesson and take notes on any aspects you would like to emphasize with your 
participants. 
Notes


Lesson 1 Facilitation Notes
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Try It: Technology to Promote Critical Thinking 


Prepare a demonstration of the most basic features of one or more of the tools listed. 


 Familiarize yourself with at least one tool in each category so you make informed 
recommendations and help participants if they would like to explore them on their own.


 You may choose to use Visual Ranking to introduce this activity. If you use this tool, you will 
need to complete the following steps:


• Set up an account in the Teacher Workspace if you don’t already have one.


• Create a Visual Ranking project, such as the example, The Future Classroom, where 
participants order the likelihood of the items in the list being in future classrooms.


• Or, create your own set of relevant terms for your participants to rank with the tool, such as 
most used technology in their school, technology you would like to use in your classroom, or 
favorite apps.


• Provide participants student login information.


Online Thinking Tools


• Visual Ranking: A tool that allows students to rank items, explain their reasoning, and 
compare their lists with other groups. Free with Intel Teacher Workspace registration. If you 
use 


• Seeing Reason: An interactive tool where students map cause-and-effect relationships. Free 
with Intel Teacher Workspace registration.


Text Annotation


• A.nnotate: An online annotation tool. 


• Diigo Web Collector: A Google Chrome extension that allows users to bookmark Web pages 
and highlight or add comments. Other features are also available.
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Demonstrations of Learning in New Formats 


• Audacity: An online tool for recording and editing sounds. 


• Draw Island: A free online drawing tool. 


SHARE AND REFLECT


 Ask participants to review their notes for the lesson.


 Place teachers in groups for the discussion.


Lesson 2: Questioning to Promote Critical Thinking
 Carefully read over the lesson, noting any areas you would like to emphasize.


Lesson 2 Facilitation Notes


Try It: Categorizing Questions 


 Decide whether participants will work with partners or by themselves.


 Review the correct answers to the activity with your participants.


• What patterns do you see in your data? Divergent


• What are the characteristics of a triangle? Convergent


• What would have happened if the countries at war had had different leaders? Divergent


• Predict what will happen if you combine the two fluids. Divergent


• Why does the earth revolve around the sun? Convergent


• What are the main exports and imports of Peru? Convergent
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Try It: Exploration of Virtual Learning Experiences 


 Familiarize yourself with one or more of the following sites and you may wish to prepare a 
demonstration for your participants.


• Amrita Online Labs: A collection of interactive digital science experiments with lesson plans. 
Free with registration.


• Gazillionaire: A free online game to teach the basics of business. Free version available with 
registration.


• Marsquest: Students can launch a spacecraft to Mars and explore the planet. No registration 
required.


• Nation States: Students create their own country according to their own principles. Free with 
registration.


• Welcome to Virtual Tours: A comprehensive list of museums, tours, and exhibits, around the 
world that have virtual experiences for students


 Place participants in small groups for the discussion. 


Notes


APPLY


 Review the Apply options.


 Determine if you would like participants to choose one of the two options or if you will select 
for them. 


 Remind participants to do all their work in their Classroom Connection. They can put 
screenshots in to show their online work. You may want to use the Example Classroom 
Connection document for examples of how the activities could be completed.


Select the option you would like your participants to complete in their Classroom Connections 
document. Remember that you can use the sample Classroom Connections document for 
examples of how the activities could be completed.


Option 1: Questions about Media


 Review the media analysis documents available for download.


 Model how you would modify a set of questions for a specific content task. 
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Option 2: Thinking and Questioning 


 Download an educational video to a computer or have one available on a DVD player or VCR 
for participants to use in case you have limited connectivity.


 If you would like to prepare a demo of one of the sites, review recommended sites for finding 
relevant media.


• Khan Academy: A collection of instructional videos on arithmetic, pre-algebra, algebra, 
physics, and chemistry


• Science videos: An extensive collection of videos on every aspect of science, many dealing 
with current issues around the world 


• National Geographic videos: A site with a wide variety of well-done videos about nature 
around the world


• Poetry Out Loud: A collection of poetry readings


SHARE AND REFLECT


 Ask participants to review their notes for the lesson.


 Place teachers in groups for the discussion.


 Choose a screen-sharing tool if you would like them to share their work with the whole group. 
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Appendix
Discussion Suggestions


Online Group Discussions


Consider the following suggestions when engaging in an online group discussion:


•  Ensure posts are substantive and advance or reframe a discussion


• Support comments with examples, experiences, or references


• To encourage responses to your entry, ask participants a question about the material you have 
posted or ask whether others agree or disagree with your thoughts and why


• Revisit the discussion regularly to review your entries and respond to other participants


Providing Constructive Feedback


Consider the following tips when providing feedback in an online or face-to-face discussion:


• Begin by giving positive feedback to establish a supportive tone


• Be clear and specific when providing suggestions


• Provide constructive feedback that is descriptive, rather than evaluative


• Provide examples and tips


• In an online environment, read posts out loud to make sure they are complete


• Ask for clarification to ensure that you understand what is being said


• Make neutral statements


• Focus on elements that the individual can change and that are relevant to the topic


• Provide feedback in a timely manner


• Limit feedback to two or three key comments


• For facilitators, remind participants that you are available to help them


• End with a motivational statement
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Discussion Checklist
The Discussion Checklist can enhance participants’ conversations. Tips for improving online 
interactions are included.


 My discussions reflect a deep understanding of the content through the use of detailed 
examples and comparisons.


 I make meaningful connections between the course content and classroom practice.


 I connect the topics I am learning about to broader issues and ideas.


 I take risks by sharing areas of confusion and concern.


 I respond to colleagues’ comments and entries by asking questions, elaborating, paraphrasing, 
and extending their ideas.


 My writing is easy to understand.


 I follow online conventions for creating a positive and productive discussion environment.


 I respond to discussions early to encourage meaningful interaction.


Notes


Add instructions about e-readers (Kno e-reader and others)
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Tools Chart
The following chart lists all of the online tools referenced in the course. You may wish to 
personalize this chart with your own favorites, or include online tools that your course participants 
are already familiar with.


Core Modules
Digital Tool Type Module 1:  


Going Digital
Module 2:  
Digital 
Communication  
and Collaboration


Module 3: 
Creativity


Module 4:  
Critical Thinking


Annotation • A.nnotate
• Diigo Web 


Collector


Audio Recording  • Audacity • Audacity


Blogs • Edublogs
• Kidblog
• Weebly


• Edublogs


Collaborative 
Writing


• Google Drive • Google Drive
• Mixedink
• OneNote
• Padlet


Comic Strips  • Pixton


Digital 
Storytelling


• Storybird


Drawing • Draw Island


E-book 
Publishing


 • SimpleBooklet


Filesharing  • Google Drive


Graphic 
Organizers


• Bubble.us
• Creately


• Bubble.us
• Creately


Infographics • PiktoChart
• Visual.ly


Messaging • Kikutext
• Remind


Online 
Discussions


 • Scribblar
• TodaysMeet


Photo Sharing 
Sites


• Animoto
• Flickr
• Shutterfly


Presentations • Animoto
• Powtoon
• VoiceThread
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Digital Tool Type Module 1:  
Going Digital


Module 2:  
Digital 
Communication  
and Collaboration


Module 3: 
Creativity


Module 4:  
Critical Thinking


Simulations • Amrita Online 
Labs


• Gazillionaire
• Marsquest
• Nation States


Thinking Tools  • Seeing Reason
• Visual Ranking


Video 
Conferencing


• Google Hangout


Videocast  • YouTube EDU


Web Sites  • Shutterfly
• Weebly
• TeacherWeb


Optional Modules
Digital Tool Type Cyber Safety 


and Online 
Responsibility


Independent 
Digital Learners


Mobile Phones in 
the Classroom


Technology 
Supported 
Arguments


Annotation • A.nnotate
• Marker.to
• Diigo Web 


Collector


Argumentation 
Tools


• Showing 
Evidence


• Debate Graph


Audio Recording • QuickVoice


Blogs • Edublogs
• Weebly


Calendar • myStudent 
Homework 
Planner


Camera • Flickr
• WeVideo


Geocaching • OpenCaching
• GeoCaching


Graphic 
Organizers


• SimpleMind
• Mindomo


• Bubble.us
• Idea Sketch
• Mindomo


• Bubble.us
• Idea Sketch
• Mindomo


Internet Browsing • Bing
• Google



http://www.intel.com/teachers

http://amrita.olabs.co.in/index.php

http://amrita.olabs.co.in/index.php

http://www.lavamind.com/edu.html

http://www.marsquestonline.org/

http://www.nationstates.net/cgi-bin/index.cgi

http://www.intel.com/content/www/us/en/education/k12/thinking-tools/seeing-reason.html

http://www.intel.com/content/www/us/en/education/k12/thinking-tools/visual-ranking.html

http://www.google.com/+/learnmore/hangouts

http://www.youtube.com/education

http://www.shutterfly.com

http://education.weebly.com/

http://www.teacherweb.com

http://a.nnotate.com/

http://marker.to/

https://chrome.google.com/webstore/detail/diigo-web-collector-captu/oojbgadfejifecebmdnhhkbhdjaphole

https://chrome.google.com/webstore/detail/diigo-web-collector-captu/oojbgadfejifecebmdnhhkbhdjaphole

http://www.intel.com/content/www/us/en/education/k12/thinking-tools/showing-evidence.html

http://www.intel.com/content/www/us/en/education/k12/thinking-tools/showing-evidence.html

http://debategraph.org

http://www.nfinityinc.com/quickvoiceip.html

http://www.edublogs.org

http://education.weebly.com/

https://myhomeworkapp.com/

https://myhomeworkapp.com/

https://myhomeworkapp.com/

https://www.flickr.com/

http://www.wevideo.com/

http://www.opencaching.com

http://www.geocaching.com

http://www.simpleapps.eu/simplemind/

http://www.mindomo.com

https://bubbl.us/

https://itunes.apple.com/us/app/idea-sketch/id367246522?mt=8

https://www.mindomo.com

https://bubbl.us/

https://itunes.apple.com/us/app/idea-sketch/id367246522?mt=8

https://www.mindomo.com

http://www.bing.com

http://www.google.com
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Digital Tool Type Cyber Safety 
and Online 
Responsibility


Independent 
Digital Learners


Mobile Phones in 
the Classroom


Technology 
Supported 
Arguments


Mapping and GPS • Google Maps
• GPSnote
• GPSEssentials


Note-Taking • Evernote


Polling • Poll Everywhere
• Socrative


Presentations • Prezi


QR Coders • QR Code Reader
• QR Code 


Monkey


Reminders • Remind
• Classpager


Social 
Bookmarking


• Diigo
• Delicious


Social Media • Edmodo • Edmodo • Edmodo
• Twitter


Specific 
Information 
Retrieval


• ChaCha


To-Do Lists • Wunderlist
• Any.do


Video 
conferencing


• Skype



http://www.intel.com/teachers

https://maps.google.com

http://vladalexa.com/apps/ios/gpsnote/

http://www.gpsessentials.com

https://evernote.com

http://www.polleverywhere.com/

http://www.socrative.com

http://www.prezi.com

https://scan.me/download

http://www.qrcode-monkey.com

http://www.qrcode-monkey.com

https://www.remind.com/

https://www.classpager.com

https://www.diigo.com

https://delicious.com

http://www.edmodo.com

http://www.edmodo.com

http://www.edmodo.com

https://twitter.com/

http://www.chacha.com/

http://www.wunderlist.com

http://www.any.do/

http://www.skype.com
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Online Discussion Checklist
An online discussion is a valuable digital communication tool that requires a 
unique skillset. Use the various strategies and resources listed below to facilitate 
successful discussions in digital learning environments.


Online Discussion Checklist
  Begin a discussion group with friendly introductions. Finding commonalities 


will begin to build community, leading to more motivated and productive 
discussions.


  Stay involved and be visible in all discussions, without overpowering student-
to-student discourse or becoming the central focus.


  Model for students how to be explicit and use precise wording to make a point 
in a text-based discussion. This is important when students cannot rely on 
facial expressions, body language, and other social cues.


  Use sarcasm and humor judiciously because it can easily be misinterpreted in 
online discussions.


  Hold students accountable for reviewing previous responses before 
contributing, thereby moving discussions forward rather than repeating 
information.


  Stake out a controversial position or play devil’s advocate to challenge students 
to think through their ideas.


  Engage students in thinking by inviting them to problem-solve a dilemma you 
are facing.


  Ask questions that can be responded to with a thoughtful answer.


  Provide feedback to let students know when they are on the right track.


  Highlight important points made during discussions.


  Question students about their understanding, or ask them to clarify and 
expand on certain ideas.


  Use timing in your responses to affect the pace and feel of conversations. An 
instantaneous response helps to keep a conversation moving, but may make 
students feel pressured to also respond quickly. A timely response, such as 
within one or two days, helps students feel responded to yet allows time for 
reflection.



http://www.intel.com/teachers
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  Correct misconceptions and misunderstandings.


  Provide direct instruction if students are struggling to understand the material.


  Teach students how to appropriately respond to disagreements or possible misinterpretations. 
Set the tone for higher-level discourse that allows for different points of view in a respectful 
environment.


  Post thoughtful answers that contain more questions and move the conversation forward, 
thereby sustaining the flow of the conversation beyond a simple question/answer rhythm.


Online Discussion Rubric
Use this rubric to self- and peer-assess participation in online discussions.


4 3 2 1


Content I post relevant, 
thought-
provoking, 
researched 
comments and 
questions.


I post relevant, 
thought-provoking 
comments and 
questions.


I post generally 
relevant 
comments along 
with occasional 
irrelevant or 
superficial 
remarks.


I often post 
irrelevant or 
superficial 
comments.


Interaction I respond to my 
classmates’ posts 
with comments 
and questions that 
enrich, deepen, 
and extend the 
conversation.


I respond to my 
classmates’ posts 
with comments 
that deepen 
and extend the 
conversation.


I respond to posts 
with relevant 
comments and 
questions.


I respond to posts 
with superficial 
or irrelevant 
comments.


Participation I post well before 
deadlines and 
interact with a 
wide variety of my 
classmates.


I often post 
before deadlines 
and interact with 
different students.


I post by deadlines 
and interact with 
different students.


I sometimes 
do not meet 
deadlines, or 
interact with 
just one or two 
students.


Online Etiquette I always observe 
the conventions of 
online etiquette, 
and thoughtfully 
and respectfully 
consider others’ 
ideas.


I observe the 
conventions of 
online etiquette 
and always treat 
other posters with 
respect.


I sometimes do 
not follow the 
conventions of 
online etiquette, 
but I always treat 
other posters with 
respect.


I sometimes treat 
other posters 
disrespectfully.


Writing My writing is clear, 
lively, and free of 
errors.


My writing is clear 
and free of errors 
that distract from 
meaning.


My writing is vague 
and occasionally 
difficult to 
understand 
because of errors.


My writing is full 
of errors that 
make it difficult to 
understand.
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Classroom Connection

Instructions

This document is a place for you to record your work in the Apply activities of the Digital Learning Fundamentals Course and to take notes on your thoughts and plans for how you will use what you have learned throughout the modules in your classroom. You are encouraged to personalize this document.

Name

		







Optional Module: Independent Digital Learners 

Overview Notes

		





Lesson 1: Fostering Productivity and Independence with Technology Notes

		





Lesson 1 Try Its Notes

		





APPLY Developing Independent Learners

Option 1: Technology Help

1. Search the support sections of applications you and your students use for solutions to common problems

		Application

		Problem

		Solution



		

		

		



		

		

		











2. Begin a list of tips in your Classroom Connection document that students can refer to when they need help

		·  

·  

· 







Option 2: Productivity Tools

1. Explore one or two of the productivity tools from Productivity Tools [files/Productivity-Tools.pdf] or any source that you would recommend to your students

		Tool

		Link to Tool’s Help Section

		Lessons for Using the Tool

		Highlighted Features



		

		

		

		



		

		

		

		



		

		

		

		







Option 3: A Self-Direction Think-Aloud

1. Identify a lesson where you would like your students to use a specific self-direction skill, a strategy for learning a new technology, or a troubleshooting technique.

2. Review Think-Aloud Rubric [files/think-aloud-rubric.pdf] to remind you of the characteristics of an effective think-aloud.

3. Practice a 1-2 minute think-aloud modeling the skill.

4. Use a smartphone or digital camera to record your think-aloud.

5. Self-assess your performance using the Think-Aloud Rubric [files/think-aloud-rubric.pdf].

6. Redo the think-aloud, if necessary.
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Creative Classroom Scenario
After investigating density, displacement, and buoyancy in hands-on experiments, 
students in Mr. Suffolk’s elementary class take on the role of designers to create 
boats for We B Toys. The students create and present a digital product to sell their 
designs to students in a younger class, who play the role of product developers 
for We B Toys. For this project, Mr. Suffolk has chosen to focus on creativity as a 
critical part of scientific thinking. 


For the first activity, one that introduces students to the concept of density, Mr. 
Suffolk gives his students a big tub of water and several objects that float or sink 
(wood, coins, paper clip, and so forth). He asks students to predict which of the 
items will sink and which will float, and then test their predictions. In small groups, 
students use inductive reasoning to brainstorm a list of properties that might have 
caused the objects to float or sink. After this brainstorming session, Mr. Suffolk 
gives students a rubric for the Expands on What Is Known criterion for creativity. 
He asks students to use the rubric to think about their activity responses and 
reflect on their creativity in their science journals.


After conducting several experiments in class to further refine their understanding 
of density, displacement, and buoyancy, students generate questions they 
still have about the topic and design an experiment that will answer one of 
their questions. Mr. Suffolk explains the creativity criterion Experiments with 
Alternatives, and shares a checklist he developed based on a rubric. It encourages 
the students to be as creative as possible when they think of their experiment, 
while still thinking like scientists. After the activity is completed and students 
draw conclusions about what they learned, they use the checklist to self-assess 
their ability to come up with a variety of ways to achieve their goal of answering a 
scientific question.


When students have demonstrated through formative assessments that they 
understand the scientific concepts of the unit, they apply their learning to 
the creation of a toy boat that will float and be fun for children to play with. 
At the beginning of the project, Mr. Suffolk models some skills for effective 
brainstorming, emphasizing the skills in the criterion, Generates Original Ideas. 
He encourages students to use their creativity when proposing ideas for their toy 
boats and uses the rubric as a guide when taking observational anecdotal notes 
during planning discussions. These notes give him information he can use when 
planning to model creativity skills for future projects.
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As student groups discuss the possible ideas for their toy boats, they use the rubrics for Exercises 
Reflective Judgment and Uses Imagination as they choose a final idea and refer to it frequently 
throughout the design process. They make decisions about how best to achieve their goal of 
creating a fun, original boat that floats.


When the students have created their boats and are ready to develop a presentation to the We B 
Toys product development team (students in a younger class), Mr. Suffolk reviews all of the criteria 
for creativity and reminds students to keep them in mind as they create their digital product. He 
asks them to pay particular attention to those criteria that they didn’t do as well on while they 
continue to develop their stronger skills.
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Argumentation Rubric
Use this rubric to assess the quality of your argument.


4 3 2 1


Claim I clearly state 
a claim that 
expresses a 
reasonable 
position on a 
topic.


I clearly state 
a claim that 
expresses a 
position.


With help, I 
state a claim 
that expresses a 
position.


I do not state 
a claim, and I 
confuse claims 
with other kinds 
of statements.


Evidence I apply 
standards of 
quality to the 
evidence I use 
to support my 
claim.


I use evidence 
from good 
sources to 
support my 
claim.


I support my 
position with 
evidence, but 
some of my 
evidence may 
be irrelevant 
or come from 
unreliable 
sources.


I often use 
poor-quality 
evidence to 
support my 
claim.


Audience 
Awareness


I consider the 
characteristics 
of my audience 
when I form 
an argument, 
and I include 
information that 
is most likely 
to persuade 
my audience to 
agree with my 
claim.


I think about 
my audience 
when I organize 
my argument, 
and I address 
my audience’s 
concerns and 
needs.


I try to think 
about my 
audience 
when I form 
my argument, 
but I often fail 
to address my 
audience’s 
concerns or 
needs.


I do not think 
about my 
audience’s 
needs or 
concerns when I 
put together my 
argument.
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4 3 2 1


Counterclaims I predict what 
people who 
disagree with my 
position will say, 
and I address 
their points in my 
argument.


I explain why 
positions I do not 
agree with are 
wrong.


I sometimes 
do not address 
positions that 
disagree with my 
position in my 
argument.


I do not address 
positions that 
disagree with my 
position in my 
argument.


Communication I clearly and 
thoroughly 
describe my claim 
and the evidence 
supporting it.


I organize my 
argument to be 
effective.


With help, I 
organize my 
argument, but it 
may be confusing 
and unclear.


My argument is 
confusing and 
does not persuade 
people to agree 
with my claim.


Citations I cite sources 
correctly when I 
use information 
developed by 
others.


I usually cite 
sources correctly.


Sometimes, I 
forget to cite 
sources, or I cite 
them incorrectly.


I do not cite 
sources, or I cite 
them incorrectly.
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Guidelines for  
Student Feedback 
Getting and giving good feedback doesn’t happen by accident. Thinking carefully 
about what you as a writer wants to know as well as what you think the writer 
whose work you are reviewing needs to know will make the experience more 
beneficial.


Meaning 
The purpose of any product or performance is to communicate an idea to an 
audience. Ask students to give feedback about the meaning they are getting from 
the work. 


• What is the main point? 


• Is there adequate information or evidence to support the main point? Is the 
information credible? 


• Is the author’s point of view on the topic clear? 


• Are there any parts that are confusing? 


Organization and Structure 
Encourage students to look for the “big picture” when they review a piece of work. 


• Are the parts in the right order? 


• Do they connect to each other? 


• Is the structure easy to see? 


• Are all of the important pieces included? 


• Are there irrelevant parts that should be deleted? 
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Audience 
Digital products can have an infinitely wide audience, but students create products to address a 
specific group. How well does the work meet the expectations and experiences of the intended 
audience? 


• Is the content (language, graphics, and features) appropriate for the audience? Are unfamiliar 
words defined? 


• Is there enough detail to meet the audience’s needs? 


• Will the audience be interested? Why or why not? 


Graphics and Other Digital Features 
Digital tools enable design elements that can enhance or detract from a message. Ask students to 
think about the role that graphics and design play in communicating meaning. 


• Do the graphics and digital features support the meaning of the product? 


• Are they well done—attractive and functioning properly? 


• Does the design support the message of the product? Does it emphasize what is important? 


Mechanics and Language Usage 
Most students think of feedback as little more than looking for mistakes in spelling or punctuation. 
For this reason, it might be worthwhile to separate this kind of review for more substantive 
feedback. In any case, looking for mistakes in spelling, punctuation, capitalization, and language 
usage is an important part of giving feedback.
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An Argument for 
Mobile Phones
KEY:     Claims      Evidence       Counterclaims


I think we should be able to use our mobile phones in the classroom. The current ban 
on mobile phones in our school is causing problems.


First, we need to have our mobile phones in case of an emergency. What if a student 
gets sick at school and needs to call her parents to come and get her? Or maybe 
there’s some kind of disaster like a hurricane or an explosion at school. If we have our 
mobile phones, we can call our parents to come and get us.


Another reason to allow mobile phones is to help us do our schoolwork. We already 
use our mobile phones for school outside of class. A report by Project Tomorrow says 
that American students are using social media a lot, and I can tell you that we use it 
here, too. The article says that 58% of secondary students have their own networking 
site, 56% participate in online discussions and communities, and 30% have 
collaborated on writing. Some students use these tools for their personal life, but we 
could all use them for school if we had the chance to use our mobile phones in class.


Our phones have lots of features that we could use for school assignments. For 
example, we could make videos of scenes from plays in our literature class or use the 
calculators in chemistry. We could look up information on the Internet for history 
assignments. 


I know that some teachers and parents think that allowing us to have our phones in 
class will cause problems. They think we’ll be playing games on them or just texting 
foolishness with our friends when we should be paying attention to the teacher. They 
also worry that we might take inappropriate pictures of other students or teachers and 
post them on the Internet. 


I can understand these problems, and I would be upset, too, if students did this. 
Teachers need to have strict rules about when we can use our phones, and teaches 
should tell us to put them away the rest of the time. And if students are caught taking 
inappropriate pictures, they should be punished severely. That way, the responsible 
students won’t suffer because of the few students who don’t know how to behave with 
their phones.


Finally, it’s not fair that we can’t use our mobile phones. We’re used to having them 
with us all the time, and we feel naked without them. With a few good rules about 
how they should be used, I think they could improve our education.
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Sample Classroom Mobile 
Device Agreement
Expectations:
1. Mobile phones will be kept in clear view in the classroom. 


2. Students will promptly put mobile phones down and turned over on desks 
when asked to do so by the teacher.  


3. Students will use mobile phones for academic purposes. No personal 
communication with families or peers will be allowed during class time.  


4. Students will use mobile phones respectfully and appropriately with regards to 
both language and behavior.


5. Videos, pictures, or audio may not be captured without the permission of the 
teacher and/or peers.


6. Media will not be published online without specific approval by every individual 
involved.  


If any of the rules are not followed, students will lose classroom mobile phone 
privileges for three class sessions and parents/guardians will be notified.  


For second offenses, mobile phone privileges will be lost for one month, and a 
meeting with parents/guardians will be scheduled.  


For more serious cases such as hurtful behavior involving the feelings, privacy, 
and safety of others, consequences will fit the offense.  These might include 
extended loss of privilege, involvement of school administration, suspension, and/
or expulsion.  


All infractions will be taken seriously. 



http://www.intel.com/teachers






Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


www.intel.com/teachers
 Copyright © 2014 Intel Corporation. 


Digital Communication and 
Collaboration Scenarios
Read the following scenarios to learn more about how digital communication 
and collaboration can be used in the classroom in meaningful ways, engaging 
students and helping them to think critically about the content. As you 
read each scenario, you may wish to make notes about any tools that would 
enhance something you currently do or could be doing in your classroom.


Scenario 1: What’s the Weather Like Today?


Quick Look
Students observe and record the daily weather conditions to create weather 
reports.


Tools used in this scenario:


• Voice recorders on cell phones


• Photo-sharing site


• Class Web site


“Weather Teams, it’s time for your Friday reports,” the teacher calls out. Every 
morning this week, students have been working in small groups to keep track 
of daily general weather information, including such items as clouds, wind, 
temperature and precipitation. Each day, the student groups record their 
weather findings using digital voice recorders on their cell phones to create 
a weather report. They also upload their digital weather photos to a photo-
sharing site and annotate the photos with important information, including the 
date, location, and descriptive weather words.


“Which team would like to share first?” The Cloud Team reports that Monday 
and Tuesday had dark rain clouds. Wednesday and Thursday had lots of puffy 
white clouds, but there were no clouds today, just lots of sunshine. The team 
uses the photo-sharing site to share the digital images that they took each 
morning, and the class hears a playback of the daily audio recording. The 
Wind, Temperature, and Precipitation Groups also share their aspects of the 
days’ weather.
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After each group has shared using a projection system for all to see, the teacher adds the 
digital images of the weather and audio files to the class weather Web page. The class 
dictates to the teacher a brief weather summary, including a description of how the weather 
affected their choice of clothing and activities during the past week. She adds this narrative 
information to the class Web site for others to see.


Scenario 2: Cultural Investigations


Quick Look
Students work together to research aspects of their country’s culture. They use digital 
communication to share with other students and families relocating to the area.


Tools used in this scenario:


• Social bookmarking


• Graphic organizer


• Photo-sharing site


• E-book


A teacher leads a group discussion about the changing population in their school and 
community as the result of refugee resettlement, the changing economy, and other 
factors. Questions arise as to whether or not people from neighboring areas celebrate the 
same holidays, observe the same religions, receive the same education, have the same 
government, and more. Students also begin to wonder, “How is our country similar to and 
different from other countries?” They develop a genuine interest in learning more about 
other countries in general, as well as the countries of origin of their classmates.


The students are divided into teams, each of which selects a country to study. The students 
work collaboratively with their teammates to research aspects of the country’s culture, 
including education, religion, politics, government, and holidays/cultural traditions in 
comparison to their own country. Members of each team select which cultural aspect they 
wish to study, and they begin researching information on the Internet. They use a social 
bookmarking tool to highlight, annotate, and tag useful information with keywords, such as 
“education” and “religion.” Each team member uses the bookmarking tool to collect useful 
links and share information with each other.


Using an online graphic organizer tool, the students create collaborative graphic organizers 
to compare and contrast aspects of their research countries’ culture with their own culture. 
Each student group also uses a photo-sharing site to collect pictures from other countries 
and share pictures with their gourp. They assemble collections of photos that illustrate 
their countries’ cultures, with annotations to explain each photo. The students’ classmates 
can go online to view and comment on the photos.
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To demonstrate their learning, student teams work together to create an e-book that explains 
what they have discovered about their chosen country and how it compares to their own culture. 
They use photos, audio narration, and text to compile their cultural research into an engaging 
book that can be viewed and distributed online. These resources are shared with families who 
move to the school from another country and are also distributed through refugee resettlement 
programs. In addition, the e-books are shared by teams at a school cultural fair and posted 
online for parents to view.


Scenario 3: What’s Up with the Frogs?


Quick Look
Students in several schools around the world collaboratively explore the health of amphibian 
populations.


Tools used in this scenario:


• Online discussion board


• Concept Map


• Blog


• Email


Sarah is concerned when she finds a video online that shows frogs with extra legs and other 
deformities. After a quick Internet search, she discovers that amphibians are not only suffering 
from unexplained deformities, but are also experiencing significant population declines. She 
posts a question on her classroom discussion board, asking her peers if they’ve heard about 
these problems. She invites them to join her in learning more, as part of the class’s upcoming 
group research project.


Five other students decide to join Sarah. They create an online concept map so that they can all 
brainstorm and collaboratively edit it while they are discussing the project in a small group. The 
initial brainstorming session goes very well. The students decide to build a blog site to document 
what they learn and share their findings. Sarah creates a new blog for this project and invites her 
teammates to join the blog as editors, so that everyone can share the responsibility for creating 
new pages and managing the blog as needed. 


One of the group members emails a prominent amphibian biologist from a local university and 
explains their project. The biologist shares information about his research and his thoughts on 
the students’ data collection plan.


Next, Sarah and her group members conduct their field study. They collect and analyze their 
data, combining historical and current data to generate population trend lines. They also analyze 
their data to search for correlations between the environmental data they have collected and the 
amphibian population numbers and/or frequency of amphibian deformities, to determine any 
trends or differences that are significant.


When their analysis is complete, the students post their best pictures, graphs, and research 
results on their blog to share with their peers and others.
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Digital Tools for 
Student Publishing
These screenshots provide an offline 
option for exploring publishing 
tools that can be used for digital 
communication in your classroom.
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Student Blogs


Source: http://cougarnewsblog.com
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Student Blogs


Source: http://ben02.edublogs.org
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Student Blogs


Source: http://autisticandproud.wordpress.com
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Class Web Site


Source: http://bshistoryprojectlm.weebly.com
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Class Web Site


Source: http://eduffy.weebly.com/my-future.html
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Class Web Site


Source: http://jsnipesenglish.weebly.com/childrens-literature--critical-lens.html
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Class Web Site


Source: http://adamseport.weebly.com/writing.html
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Class Web Site


Source: http://hamiltonconnects.weebly.com/bottle-design-challenge.html



http://www.intel.com/teachers

http://hamiltonconnects.weebly.com/bottle-design-challenge.html





Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


www.intel.com/teachers
 Copyright © 2014 Intel Corporation. 


E-books


Source: https://itunes.apple.com/us/book/peter-goes-on-vacation/id525146472?mt=11&utm_
campaign=Listly&utm_medium=list&utm_source=listly
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E-books


Source: https://itunes.apple.com/us/book/catch-a-dragonfly/id536106960?mt=11&utm_
campaign=Listly&utm_medium=list&utm_source=listly
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E-books


Source: https://itunes.apple.com/us/book/peter-goes-on-vacation/id525146472?mt=11&utm_
campaign=Listly&utm_medium=list&utm_source=listly
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E-books


Source: http://simplebooklet.com/elascoopvol2no3#page=4
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E-books


Source: http://simplebooklet.com/elascoopvol2no3#page=14
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E-books


Source: http://share.playingwithmedia.com
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Native Plant Geocaching
Every year, Ms. Burton, a middle school science teacher, does a unit on plants 
that includes a study of native and invasive plants. One of the primary learning 
targets is for students to be able to identify local native plants. In the past, she has 
struggled to form a strong connection between her students and local vegetation. 
After discovering geocaching over the past summer, Ms. Burton decides to 
incorporate it into her work with students, hoping to increase engagement and 
move learning outdoors. 


Ms. Burton starts small. She hides a geocache at the base of a native tree on the 
school campus. Inside the geocache, she identifies the tree with its common 
and Latin name. She also includes basic information about the tree, including its 
identifying characteristics, range, and how it is threatened by invasive species 
in the area. She places the geocache on a geocaching Web site. She shows her 
students the cache online and teaches them how to install geocaching apps on 
their smartphones. As a class, they hunt for the geocache. The students enjoy the 
short trip out of the classroom and are clearly excited by the idea of a native plant 
scavenger hunt.


Ms. Burton then adds more native plant geocaches to the school campus. In 
addition to including information and a logbook in the geocaches, Ms. Burton 
begins to include short activities such as journaling. Students start to leave tidbits 
of their learning behind in the geocaches for others to discover. For example, one 
artistic student leaves sketches of each plant in the geocaches.


Her students come up with the idea of also geocaching some of the most 
prevalent invasive species in the area. Ms. Burton is cautious about placing too 
many geocaches in one small area, so she contacts the administration of a nearby 
park to gain approval to place geocaches within its boundaries. The students 
build a project around creating invasive species geocaches. First, groups identify 
the invasive species they want to tag. Then they decide what to put inside the 
geocache. Lastly, they place the geocache in a location for others to find. 


Even though the unit on plants is supposed to be ending, students are still 
interested in the geocache project and it continues through the remainder of the 
school year. Ms. Burton feels like the geocaches were very successful in connecting 
student learning to the surrounding natural world. 
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Steps to Cyber Safety  
Checklist
Teaching your students the following steps can help keep them and their 
information safe in online spaces:


   Avoid Sharing Information 
Personal information shared online can put students’ digital and physical 
safety at risk.


   Create Strong Passwords 
Longer and more complex passwords are vital to keeping online accounts 
and information secure.   


   Read Privacy Policies 
Web site privacy policies reveal what information is collected by a Web site 
and what it does with the information it collects. 


   Adjust Privacy Settings 
Privacy settings should always be set at the strictest possible levels to 
prohibit strangers from accessing personal information. 


   Evaluate Web Site Quality 
Learning how to evaluate a Web site can help students decide whether 
online information is reliable and can be trusted.  


    Be Wary of Chat Rooms 
Students should be extra cautious when interacting with strangers in Web 
site and game chat rooms. 


   Avoid Online Offers 
Online offers displayed in pop-up windows or in emails from unknown 
senders can be tempting, but they should be avoided.


   Keep Adults Informed  
Students do not have to navigate the digital world alone and should feel 
comfortable sharing their online experiences with a trusted adult. 
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Classrooms that  
Support Creativity
Classroom practices that  
inhibit creative thinking


Classroom practices that 
support creative thinking


Emphasis on factual knowledge, recall, 
and reproduction 


A creative environment:


• Accepts divergent ideas


• Encourages new and unusual solutions 
to a problem


• Promotes content learning through 
collaboration and questioning


Procedural learning activities with 
restricted choices 


A creative environment:


• Provides students with choices


• Encourages self-direction


• Allows for inquiry-based discovery


A regimented schedule or excessive 
structure 


A creative environment:


• Provides structure with some freedom 
for creative thought


•	 Allows	time	for	thinking	and	reflection


Teacher-centric instructional design A creative environment:


• Focuses on students’ strengths and 
interests


• Allows for self-directed learning


Emphasis on assessment of content 
knowledge 


A creative environment:


• Incorporates creativity indicators into 
content assessment


• Values the process, not just the product


Competition and frequent failures A creative environment:


• Values risk-taking and promotes 
learning from mistakes 


•	 Boosts	self-confidence


• Encourages students to reach beyond 
their comfort zone without fear of failure 
or high-stakes consequences
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Analyzing Cartoons 
Use these questions to help start your analysis of a cartoon. Add your own 
questions as you think about the cartoon.


1. What is the main topic of the cartoon?


2. What is the source of the cartoon? When was it created or published? What 
does this information tell you about its meaning and purpose?


3. Identify the people, places, and objects in the cartoon. What can you infer 
about why these specific items are used?


4. What text is included in the cartoon? What is its purpose? What is its effect?


5. How would you describe the drawing style of the cartoon? What does this 
style contribute to the message?


6. What is the cartoon trying to get you to think or believe? Is it effective?
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Mobile Phone Polling
Ms. Gurney teaches in a middle school that recently began allowing students to 
use mobile phones in the classroom. She believes it is important for students to be 
able to discuss topics and ask questions openly. However, when her courses deal 
with sensitive topics, lessons can be inhibited by student anxiety about responses 
of peers or teachers to their comments or questions. Ms. Gurney has been 
exploring mobile phone polling as a strategy to bring anonymous open discourse 
into her lessons. The following example is from a 7th grade lesson on ethical use of 
social media sites. 


Before beginning the lesson, Ms. Gurney outlines guidelines for making the mobile 
phone polling successful. Student responses will be completely anonymous. While 
Ms. Gurney can block inappropriate submissions, she reminds students to never 
use names and to be respectful of the discussion. 


Ms. Gurney begins the lesson with a simple poll question, “Do you have a Facebook 
account?” Students use mobile phones to submit answers via a smartphone app or 
text messages. Because the responses are anonymous, she has faith in the validity 
of student responses. The results are displayed with a projector for the class to 
see. 


Ms. Gurney then asks students an open-ended question about why students use 
social networking sites. Once again, students submit their answers using their 
mobile phones and responses are visible for the entire class to see. Many mention 
social media as being a natural and fun way to communicate with their peers 
anyplace and anytime. A few students even mention enjoying learning experiences 
from other classrooms that involved social media. Seeing the variety of responses 
appear on the screen encourages an oral discussion about the benefits of social 
media and how it should possibly be used more in education settings. 


Ms. Gurney then asks students if they have ever seen examples of hurtful or 
inappropriate use of social media. The anonymity of mobile phone polling allows 
students to share anecdotal stories including some personal accounts of being 
the victims of cyber bullying. The technology teacher uses this response stream to 
demonstrate the importance of ethical use of social media to students. Seeing the 
viewpoints of their peers that may not have otherwise been shared makes online 
responsibility real to the class. 


Ms. Gurney sees tremendous value in using mobile phones as polling tools. In the 
past, discussions in her classes involving sensitive content tended to be reserved 
and student participation was lower. With mobile phones, students are able to 
share and discuss their opinions about sensitive topics openly. 
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Analyzing Maps 
Think about the following questions while you examine a map. Be sure to add 
your own good questions as they occur to you.


1. What is the purpose of the map? What evidence in the map suggests the 
purpose?


2. What can you conclude about the map based on who created it and when it 
was produced?


3. What important information can you learn from this map?


4. Does this map support or contradict information that you thought was true?


5. What conclusions can you draw about the life and times of the people who 
created this map?


6. What would you like to learn more about based on what you see in this map?
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Critical Thinking Rubric
Modify excerpts from this rubric for you and your students to use to assess critical 
thinking.


4 3 2 1


Analysis I identify and 
communicate 
relevant, 
appropriate 
attributes, and 
describe them 
thoroughly and 
accurately.


I identify 
appropriate 
attributes and 
communicate 
them accurately.


I identify some 
attributes with 
help, but I 
have difficulty 
explaining them 
clearly.


I do not identify 
attributes or I 
identify them 
inaccurately.


Synthesis I synthesize 
information 
by combining 
various ideas, 
opinions, and 
decisions into 
new ideas with 
fresh insights 
and logical 
conclusions.


I synthesize 
information 
by logically 
combining 
different ideas 
to create new 
insights.


I synthesize 
information by 
just adding two 
ideas together 
without creating 
new insights.


I do not 
synthesize 
information.


Inductive 
Reasoning


I identify 
patterns in 
groups of 
abstract and 
concrete 
objects and 
ideas.


I use the 
insights I 
have gained 
from looking 
at patterns 
to develop 
broader, 
meaningful 
categories and 
insights that 
apply to new 
concepts.


I identify 
patterns in 
groups of 
concepts and 
ideas.


I use patterns 
to develop 
broader 
categories and 
insights that 
apply to new 
concepts.


The patterns 
I find often 
are about 
unimportant 
features or 
only apply to 
a couple of 
concepts.


Sometimes, I 
use the patterns 
I identify to 
create broader 
categories 
and ideas that 
apply to new 
concepts.


The patterns I 
find often do 
not make sense.


I cannot 
create new 
categories from 
the patterns I 
identify.
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4 3 2 1


Deductive 
Reasoning


I understand 
the components 
of principles, 
rules, and 
generalizations 
deeply enough 
to apply them to 
novel concrete 
situations and 
ideas in order to 
solve problems 
and create new 
generalizations.


I apply principles, 
rules, and 
generalizations 
to novel concrete 
situations in order 
to solve problems.


With help, I can 
apply principles, 
rules, and 
generalizations 
to concrete 
situations.


I cannot apply 
principles, rules, 
or generalizations 
to concrete 
situations.


Systems Thinking I correctly name 
all the parts of the 
system. I explain 
how the parts 
work and why they 
are important.


I explain how the 
different parts in 
a system relate 
to each other. I 
understand how 
changes in one 
part affect other 
parts.


I can create an 
accurate visual 
representation 
that shows causes 
and effects.


I explain how the 
different parts in 
a system relate to 
each other.


I can create 
a somewhat 
accurate visual 
representation 
that shows causes 
and effects.


I explain how 
some parts in a 
system relate to 
other parts.


With help, I can 
create a visual 
representation 
that shows causes 
and effects.


I cannot explain 
how parts in a 
system relate to 
each other.


Decision Making I research a 
topic or issue 
thoroughly before 
making a decision. 
I generate 
several options 
for the decision 
and consider 
all the possible 
consequences 
for each decision 
before making up 
my mind.


I research a topic 
or issue before I 
make a decision. 
I generate more 
than one option 
and anticipate 
possible 
consequences 
before making up 
my mind.


I do very little 
research before I 
make a decision. I 
usually just think 
of two options and 
then choose one 
quickly.


I do not use a 
process when 
making important 
decisions.


Problem Solving I carefully 
analyze all the 
characteristics of 
a problem before 
I begin to solve 
it. Then I find 
the information 
I need and use 
the strategies 
and tools I have 
learned to come 
up with a solution.


I analyze a 
problem before 
I begin to solve 
it. Then I find the 
information I need 
and use strategies 
to come up with a 
solution.


I think about a 
problem for a little 
bit before I try to 
solve it and then 
use what I already 
know to come up 
with a solution.


I do not think very 
much about how 
I solve problems. 
I just do whatever 
comes to me first.
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4 3 2 1


Questioning I ask thoughtful, 
relevant questions 
that demonstrate 
a deep interest 
in learning more 
about the topic 
and that lead to 
further research 
and thinking.


I ask thoughtful, 
relevant questions 
that demonstrate 
an interest in 
learning.


I ask relatively 
superficial 
questions that 
show little 
engagement with 
the topic or with 
learning.


I do not ask 
questions.


Communication I can explain 
my reasoning 
processes and the 
conclusions I have 
drawn in a clear 
and thorough way.


I can explain 
my reasoning 
processes and the 
conclusions I have 
drawn.


I can somewhat 
explain my 
reasoning 
processes and the 
conclusions I have 
drawn.


I cannot explain 
my reasoning 
processes or my 
conclusions in a 
way that people 
can understand.
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Analyzing Audio Recordings 
Think about the following questions while you listen to the recording. Be sure to 
add your own good questions as they occur to you.


1. What do you already know or think you know about this recording? Where did 
this knowledge come from? Is it reliable?


2. What is the date of the recording? What do you know about the world at that 
time?


3. What kind of event does the recording document?


4. What can you learn about the event from this recording?


5. Who was the intended audience for this recording? What evidence from the 
recording suggests this audience?


6. Whose voices do you hear? What other sounds do you hear?


7. How would you describe the mood of the recording? What evidence do you 
have for this conclusion?


8. What is the purpose of the recording? What evidence gives you that idea?


9. What questions would you like to ask the speakers or broadcaster about this 
recording that would help you interpret it?


10. What does this recording tell you about the life and times of the people who 
heard it when it was made?
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Classroom Connection 
Teacher Example
*Note: This Sample Classroom Connection is from a fictitious teacher. As you will 
notice, all of the Apply activities are completed, however, you will only be doing 
one for each lesson. As you will also see here, you will likely have a chance to begin 
one Apply activity per lesson, but will need to finish it outside of the training time. 


Name 


Margaret Wambugu


Instructions


This document is a place for you to record your work in the Apply activities of the 
Digital Learning Fundamentals Course and to take notes on your thoughts and 
plans for how you will use what you have learned throughout the modules in your 
classroom. You are encouraged to personalize this document.


*Note: As you will notice, all of the Apply activities are included; however, you will 
only be doing one for each lesson. As you will also see here, you will likely have a 
chance to begin one Apply activity per lesson, but will need to finish it outside of 
the training time. 


About You (Optional)


My name is Margaret Wambugu, and I teach middle school language arts in 
Kenya. I am very excited about getting a mobile lab of new computers this year. 
I like to try new things with my students, and this technology will be a great tool 
to get students involved in being creative.


Images (Optional)


Insert photos or other graphics that describe you, your school, or your students.


My students are enthusiastic about using technology and are looking forward to 
working with the new computers.
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Module 1: Going Digital
Notes


bubbl.us–Venn Diagram Maker


Set up account in Google Drive


Module 2: Digital Communication and Collaboration


Overview Notes


Tools for Communication and Collaboration


• Online discussion boards


• Video conferencing


• Collaborative documents


Lesson 1: Student Communication Notes


Outcomes


• Student learning focus


• Engagement


• Classroom community


Lesson 1 Try Its Notes


Try It: Digital Communication and Collaboration Tools Exploration


• Look at the Digital Communication and Collaboration Scenarios sections again for more 
ideas.


• May use a graphic organizer tool for partnered reading


• VisitEdublogs.org and decide how to use it for student blogs


Try It: Online Discussion


• TodaysMeet was easy to use—can see using it with students to get instant feedback from 
each student


Try It: Publishing Tools


• The news blog was a helpful example of how to publish student work in a meaningful way. I’d 
like to try a news blog with my students.


APPLY Student Communication


Option 1: Student Communication Tools


Lesson/Unit: 


Book Talks


Briefly describe the lesson or unit you have chosen:


Students brainstorm their book talk presentations with a graphic organizer.
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Digital communication can enhance the lesson:


• Integrate it into classroom brainstorming as large group collaboration


• Train students how to use bubbl.us. 


• Have students work in pairs and use bubbl.us to create a visual for next partnered book talk 
presentation.


• Share Partnered Book Talk Reminders with Bubbl.us.


Tool: 


bubbl.us


Login:


Screen Name: mwambugu14 Password: year14


Consider taking a screenshot of the student sample you created or save your work as an image file 
and insert it below.


Next steps:


Use bubble.us to do character maps with next short story they read as a class.


Option 2: Class Web Site or Blog


Lesson/Unit: 


Journal Project


Briefly describe the lesson or unit you have chosen:


The yearlong weekly creative-share journal project that the students currently do in a journal 
notebook could be moved to an online blog on Edublogs.org.
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Web site/blog can help students communicate:


• Peer review is more efficient, since peers can review at anytime online. 


• The number and variety of people that students can share their journals with is vast, since 
they can give access to their blog online. 


• Parents, or other adults a student trusts, can be looped into the review process much more 
easily. 


• The teacher review is easier and can happen at anytime. 


• Edublogs can reach a wider audience, and this method for journaling could easily evolve into 
a larger project to reach a larger audience.


• It would be much easier to do peer sharing for discussion groups using Edublogs.org.


Tool:


Edublogs: edublogs.org 


Login:


Screen Name: mwambugu14 Password: year14


Tools and features:


• Add an About page


• Manage the widgets or menus


• Manage how comments work


If you started a blog or Web site, consider taking a screenshot or save your work as an image file 
and insert it below.
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Notes about the tool you used:


My vision is for the students to eventually use student blogs for their creative-share journals. 
This will make my review more efficient, since I will not need to take any notebook from them to 
review and comment on their work. Student can also share their work with their peers, collecting 
thoughts and feedback at anytime. 


Lesson 2: Collaborative Communication Notes


Collaborative Writing Purposes:


• Describing their learning


• Giving and getting feedback


• Learning from better writers and thinkers


• Learning collaboration processes


Lesson 2 Try Its Notes


Try It: Collaborative Documents


• Review again the Collaborative Writing Purposes for Students as well as the classroom 
example given for Collaborative Documents as I plan to incorporate more collaboration into 
my classroom.


• Review the collaborative document created in the Try It- Collaborative Documents, to review 
how colleagues will use the digital tools in their classrooms.


• Review the classroom examples in the Collaborative Communication Tools section


Try It: Parent and Community Communication 


• Shutterfly – would love to start using Shutterfly as a weekly journal for parents  


APPLY Explore Tools for Collaborative Communication


Option 1: Collaborative Documents


Lesson/Unit:


Poetry


Briefly describe the lesson or unit you have chosen:


I currently teach a poetry unit, and one portion of the unit has groups of students explore 
sonnets from a specific poet (http://www.sonnets.org/alpha.htm). During their exploration, they 
discuss the style, imagery, and inferences. They also analyze how the form and structure of the 
sonnet contribute to the meaning of the poem. Next, the students pretend to be the poet and 
collectively write a sonnet together, while paying attention to the style, imagery, and inferences 
commonly used by their poet.
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Collaborative document could enhance student communication and collaboration: 


• If students use a collaborative document to collect information about each sonnet written by 
their poet, it would be easy and efficient for each student group to set up the collaborative 
document together and communicate clearly about the category columns. Each team member 
could then add information to the collaborative document, while building on the information 
added by other team members. 


• The collaborative document would clearly show the contributions of each team member, 
and give a great platform for the team to discuss each sonnet, make changes or additions 
to the information shared by other team members. Later, team members could also use 
the collaborative document to write their own sonnet, in the style of their chosen poet, 
collaboratively. 


Tool:


GoogleDrive: https://www.google.com/drive/index.html


Login:


Screen Name: mwambugu14 Password: year14


If you started a collaborative document for your students, consider taking a screenshot or save 
your work as an image file and insert it below.


Option 2: Text Messaging with Parents


Tool:


Remind: remind.com


Login: 


Password: year14
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How the tool could be used to enhance communication and collaboration with parents:


Remind is so easy to use! All of my parents have mobile phones and text so it’s a great way to 
get messages to them – they don’t even need to have email! I can send frequent texts and keep 
parents up-to-date.


Ideas for text messaging:


• Invite parents to my class when students share their work


• Invite parents in as guest speakers


• Ask parents for supplies when we need them


• Ask parents to chaperone on field trips


If you tried a tool, or save your work as an image file and insert it below.


Option 3: Photo-Sharing Sites


Photo-sharing site:


Flickr: http://www.flickr.com


Login:


Screen Name: mwambugu14 Password: year14
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How a photo-sharing site will help with parent/community communication as well as collaboration:


• Flickr is a very easy site to signup for, upload photos and videos, and access millions of photos 
taken by others. 


• Flickr makes it easy to use a built-in content filter to make the site safe for my students to view 
other people’s pictures. It also has a resource called “Community Guidelines” that I can use 
with the students to discuss what content is acceptable. 


• Many people that post to Flickr give free access to their photos. This will also be an 
opportunity to educate my students about citing their source for a photo and giving credit to 
the photographer. 


• Flickr allows me to give students and parents access to comment on photos, which would be 
helpful when pictures are posted for specific projects, trips, and classroom photos. Students 
could annotate photos that they contributed or were pictured in, and parents could see which 
pictures their child submitted, as well as comment on various photos. All this communication 
adds to the overall communication and collaboration between teacher, students, and parents. 


Photo ideas: 


• Documenting and posting photos of the students working on a project from start to finish will 
help parents feel more involved with their child in the school projects. 


• Taking photos of the actual work in progress and posting is another way for parents to follow 
the progress of a project. Students can then annotate photos that are of their project, allowing 
parents to see progression photos of their child’s work throughout a project. 


• Photographing students working, alone or in groups, doing various kinds of work and posting, 
is important for parents to see their children engaged, thinking, laughing, and enjoying their 
education. This transparency helps to improve my relationship with parents, and gives parents 
and students things to talk about.


• Posting pictures of fieldtrips, or outings that have been taken by the students, where students 
can annotate the photos, give parents information and a better understanding of the learning.


If you started a photo-sharing site, consider taking a screenshot or save your work as an image file 
and insert it below.
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Creativity in the Digital Age


Overview Notes


• Research Sir Ken Robinson


• Differences between creativity skills and dispositions


Lesson 1: Creativity across the Curriculum Notes


Ideas for a creative classroom


• Divergent thinking


• Brainstorming


• Making associations


Lesson 1 Try Its Notes


• Use the rubrics from the Criteria for Creativity document to create checklists - this might work 
well in the modern-day myth unit


• Finish the creative classroom self-assessment at home. I think this assessment could be really 
useful to revisit in 2 months and see what’s changed in my classroom.


Apply: Implementing Creativity in the Classroom


Option 1: Creativity Concept Map


Briefly describe the lesson or unit you have chosen:


Modern-Day Mythology Unit: Students learn about ancient mythology and then apply their 
creative writing skills to write a myth based on a contemporary hero.


Objectives:


• Describe, analyze and interpret myths from different cultures and time periods


• Use the creative writing process to produce an original myth that incorporates some features 
and structure of myths


Concept Map: (consider taking a screenshot of the concept map you have created or save your 
work as an image file and insert it below)
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Notes about the tool you used:


I really liked this tool for concept mapping. It was easy to use and it was free. I think my students 
could use Creately to brainstorm ideas for their myths.


Option 2: Creative Classroom Lesson Plan


Area from the self-assessment that you would like to focus on improving:


I would like to focus on the statement: I model how to think about the thinking process from the 
Creative Classroom Self-Assessment. I marked “Sometimes” but I think I could move into the 
“Frequently” category.


Ways in which you currently exhibit this idea:


Currently I model for students how to think about components of writing, the writing process, 
and sometimes I model how to self-edit a piece of writing.


List of ideas you’d like to implement:


I think I could improve the way that I model creative thinking skills. I could show students 
what it looks like to think of original ideas or model how to experiment with alternative ideas. 
One specific area that I think this would be useful is during our Modern-Day Mythology unit. I 
could model how to think about the creative thinking process- show students how to use their 
imagination and generate original ideas. This would probably lead students to creating more 
unique stories, not just using a new character with an old storyline.


Briefly describe the lesson or unit you have chosen:


Modern-Day Mythology Unit: Students learn about ancient mythology and then apply their 
creative writing skills to write a myth based on a contemporary hero.


Lesson Outline: (consider taking a screenshot of the concept map or outline you have created, or 
save your work as an image file and insert it below)


Notes about the tool you used:


I really liked this tool for creating a lesson plan outline to show how I can enhance my current 
unit. It was easy to use and free. I think my students could use Creately to storyboard their 
myths.
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Lesson 2: Creativity and Digital Learning Notes


Digital learning and creativity


• Making real-world connections


• Supports student voice and choice


• Allows anytime anywhere learning


• Supports multimedia products


Lesson 2 Try Its Notes


• Go back and explore the Edublogs site to find more examples that relate to language arts. 
This would be really good for the Modern-Day Mythology unit.


• Figure out if PowToon or Animoto could be used to add a multimedia component to our 
mythology unit- ask about creating accounts on the computer lab computers.


APPLY: Explore Digital Creativity Tools


Option 1: Creative Writing Tools


Briefly describe the lesson or unit you have chosen:


Modern-Day Mythology Unit: Students learn about ancient mythology and then apply their 
creative writing skills to write a myth based on a contemporary hero.


Digital Tool Ideas:


• Blogs—Students could publish their mythological story ideas to a blog, where other students 
could comment and provide feedback. This collaboration and informal feedback might lead 
to more creative and original stories.


• Comic Strips—Students could choose to write their myth as a comic strip, this would get their 
creative juices flowing and I think it would help them think originally about modern-day 
heroes!


• Digital Storytelling—I think my students would like this one the best. They could incorporate 
video, audio, and illustrations to bring their modern-day myths to life. These digital stories 
could be shared with our partner classroom- I wonder if they would like to do the same project 
and swap stories with us?


Tool: 


Pixton: www.pixton.com  


Login:


Screen Name: mwambugu14  Password: year14
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Student Sample: (consider taking a screenshot of the product you have created, or save your work 
as an image file and insert it below)


Notes about the tool you used:


I really liked this comic book creation tool. It was easy to set up an account, and I liked the built-
in templates. This is a tool I would like to explore further and maybe use in my mythology unit 
with my students.


Option 2: Infographics


Briefly describe the lesson or unit you have chosen:


Modern-Day Mythology Unit: Students learn about ancient mythology and then apply their 
creative writing skills to write a myth based on a contemporary hero.


List example data or information from this lesson that students might use to create an infographic:


Infographic Information: Names of the Greek Gods and how they are related


Tool: 


Visual.ly: http://visual.ly/


Login:


User Name: mwambugu14@email.com  Password: year14
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Student Sample: (consider taking a screenshot of the product you have created, or save your work 
as an image file and insert it below)


Source: http://visual.ly/greek-and-roman-gods


Notes about the tool you used:


I liked this infographic tool, but I could see my students easily getting distracted as they 
play around with all the different features. Maybe I should have the students create a quick 
sketch before they use this tool, to help them keep on track. This tool would be really good for 
developing creativity because students will need to decide how to best organize and illustrate 
the information.


Option 3: Multimedia Creation Tools


Tool: 


VoiceThread: https://voicethread.com  


Login:


User Name: mwambugu14  Password: year14


Notes about the tool:


• I picked this tool because I think it would work well with what we already do for our Modern-
Day Mythology unit. The students create illustrations to go along with their myths, now they 
can add audio and text narration to create a multimedia story.


• Has a mobile app version (ask about installing on the school set of iPads)


How it could enhance creativity:


• I really like the collaboration feature - other students can participate and add their voices to 
create a really unique class myth as part of our unit


• Show students the digital library for examples - this really helped me see how the tool can be 
used
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Tool: 


PowToon: www.powtoon.com


Login:


User Name: mwambugu14  Password: year14


Notes about the tool:


• I picked this tool because I think it would add a dimension of extra creativity to our Modern-
Day Mythology unit. The students could use simple animations, music, and audio to bring their 
myths to life.


• I’m a little bit worried that my students will spend too much time trying to make a “cool” 
animation and they won’t spend enough time thinking about their story - I will need to do 
some mini-lessons on this topic.


How it could enhance creativity:


• Lots of export and sharing options


• Show students the demos - this helped me think more creatively about what’s possible with 
the tool


Critical Thinking in the Digital Age


Overview Notes


Review Critical Thinking Rubric before each unit to decide what to emphasize.


Poetry unit good for teaching analysis.


Research unit would be good for synthesis.


Maybe a novel would be good for systems thinking.


Lesson 1: Teaching and Learning Critical Thinking Notes


Replacements for quizzes


• New formats—multimedia, etc.


• Graphic organizers


• Online tools


• Online discussions


• Text annotation


Critical thinking assessments site: intel.com/content/www/us/en/education/k12/assessing-
projects/


Lesson 1 Try Its Notes


Check out online thinking tools:


• Visual Ranking


• Seeing Reason 
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Lesson 2: Questioning to Promote Critical Thinking Notes


*Share media analysis worksheets with rest of faculty.


Remember to wait for students to answer questions!!!!


Probing Questions


• Paraphrase


• Clarify


• Elaborate


• Hypothesize


• Refocus


Lesson 2 Try Its Notes


• Questions—Convergent (closed) and Divergent (open)


• Check out this museum site www.virtualfreesites.com/museums.museums.html


APPLY: Questioning and Instruction


Option 1: Questions about Media


1.  Identify a lesson that you teach where the analysis of media would help students meet learning 
objectives.


Journalism Unit—Interpreting Cartoons


2.  Download one or more analysis documents and describe how you would use the analysis 
questions with your students.


Cartoons—I would have students use the questions to think about cartoons from our local 
paper as well as online papers from other cities. They could use what they’ve learned about 
thinking about cartoons to create their own cartoons for their publications.


3.  Copy and paste the questions from the worksheet you would like to use into your below so you 
can modify them to fit the lesson where you will use them.


Analyzing Cartoons


Use these questions to help start your analysis of a cartoon. Add your own questions as you 
think about the cartoon.


1. What is the main topic of the cartoon?


2.  What is the source of the cartoon? When was it created or published? What does this 
information tell you about its meaning and purpose?


3. I dentify the people, places, and objects in the cartoon. What can you infer about why these 
specific items are used?


4. What can you learn from “reading between the lines” of the text and drawings in the 
cartoon?


5. What is the cartoon trying to get you to think or believe? Is it effective? 


6. Do you think the cartoon is funny? Why or why not? Is it supposed to be funny?
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Option 2: Thinking and Questioning 


1. Design a lesson where students think critically about a subject through technology.


2. Note the resource you would like to use for your lesson.


Video of movie “The Most Dangerous Game”


3.  Create a set of questions to prompt students to think critically about the media. Develop 
questions for discussion before, during, and after the experience. 


a) After watching first 3 minutes of movie and reading first two pages of story—


b)  What differences do you notice between the beginning of the movie and the story? What are 
the effects of the differences? What can you conclude about the time and place the movie 
was made in—1932?


c) After reading half the story and watching half the movie—


d)  What are the main changes to the story? Why do you think they were made? So far, which do 
you think is better—the story or the movie?


e)  How would you compare the effectiveness of the movie and the story? How might the movie 
be different if it were made today? 
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Terms of Use
Intel® Transforming Learning Facilitation Guide
Before you begin using the Intel® Transforming Learning: Digital Learning 
Fundamentals Facilitation Guide, you must read and agree to the Terms of Use 
below. Intel reserves the right to amend or modify these Terms of Use at any time.


1. Fees: You agree that you may charge a reasonable fee to teachers to participate 
in the Course, provided:


• Such fees are reasonable, and considered usual and ordinary for 
professional development courses provided by Licensee to teachers in its 
jurisdiction, and


• In exchange for such fees, teachers are given, on successful completion 
of the program, credit toward professional development goals and or 
continuing education requirements.


2. Use of the Facilitation Guide: You agree that:


a. You may copy, print, or post to your password-protected Web site content 
from the Facilitation Guide provided:


• Content from the Facilitation Guide is shared only with those who are 
participating in the Course(s) that you are delivering.


• If content from the Facilitation Guide is posted to a password-protected 
site, you will only allow access to Course participants.


• You will not post the Intel copyrighted Facilitation Guide on a Web site 
that is not password-protected or is available to an audience broader 
than your participants.


b.  You are permitted to modify, alter, translate, update, or create derivatives 
of the Facilitation Guide to suit your needs. You agree that a changed or 
updated Facilitation Guide shall be subject to review and confirmation by 
Intel to ensure compliance with these Terms of Use and to protect Intel’s 
copyright, such confirmation not to be unreasonably withheld.


c. You hereby grant to Intel a worldwide, exclusive, royalty-free, perpetual, 
irrevocable license (with the right to sublicense) to the Facilitation Guide as 
adapted by you pursuant to paragraph 3(c) above.


d.  Intel owns and retains all intellectual property rights in the Facilitation
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Optional Module


Technology Supported 
Arguments Facilitation Guide
This Facilitation Guide provides information to successfully facilitate Technology 
Supported Arguments in a face-to-face group session or in a self-study format. 


The module focuses on how to use technology with students to build 
argumentation skills and prepare and present convincing arguments. As 
participants complete optional and required activities, they will learn important 
concepts and apply their learning to develop resources and tools to use with their 
students. 


Planning Your Course Schedule
All course Learn, Apply, and Share and Reflect sections require 45 minutes of 
delivery time. Refer to the core module Facilitation Guide for general information 
on how to manage these sections, including course readings and discussions. All 
Try It activities are optional and are not included in the total module time estimate. 
However, it is recommended that participants complete some Try It activities to 
solidify and extend module learning. 


Use the following table to plan for module delivery. Times for all included Try It 
activities must be added to the total time required for delivery. 
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Course Timing
Optional Module: Technology Supported Arguments 45 min.


Overview 5 min.


Lesson 1: Exploring Argumentation with Technology 65 min.


LEARN 5 min.


Try It: Components of Arguments 
Examine an argument to identify its different components.


15 min.


Try It: Argument Assessments 
Review a checklist and a rubric use for assessing arguments.


10 min.


Try It: Argumentation Tools 
Explore online tools and apps to support students’ development of arguments.


10 min.


APPLY 
Design a lesson that requires students to create an argument in a digital format.


20 min.


SHARE AND REFLECT 5 min.


Planning Your Delivery
The Technology Supported Arguments module can be delivered in a face-to-face or self-study 
format. Choose which format best suits the needs of you and your participants. If you choose to 
facilitate the module in a face-to-face group session, plan for a space that will accommodate the 
size and needs of your group. In addition, review the module and facilitation guide thoroughly 
ahead of time to ensure that you have all required materials and technology prepared. 


If you are choosing to facilitate the module in a self-study format, plan how you will communicate 
efficiently with participants before, during, and after the completion of the course. Consider 
adopting some of the following ideas to successfully facilitate the module:


 Schedule a brief face-to-face meeting before beginning the module. Cover the course 
objectives, course schedule, and course expectations.


 Create an email list to streamline communications with course participants. 


 Set up an online discussion forum where participants can share learning and questions. 


 Designate a physical space (i.e. white board in the staff room) for communications about the 
module.


 Place participants into pairs for additional learning support.


 Plan a face-to-face meeting after participants complete the module to share results from the 
Apply activity and determine next steps for their classrooms and school. 
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Course Facilitation


Overview


In the overview, participants are introduced to the module content and learning objectives. If 
necessary, demonstrate to participants how to add notes to Classroom Connection document 
while exploring course content. 


Overview Facilitation Notes


Lesson: Exploring Argumentation with Technology 
The learning in the module focuses on how students can use technology to prepare and support 
their arguments. 


The Try It exercises will give students a chance to explore topics in more depth. Remind 
participants to connect module learning to their students and classroom instruction throughout. 


 Carefully read over the content, noting any areas you would like to emphasize.


 Select the optional Try It activities you want participants to complete.


Lesson Facilitation Notes


LEARN 
Try It: Components of Arguments


In this exercise, participants carefully examine an argument to identify its different components 
using an online annotation tool or the highlighting feature of the e-reader. 


 Find and select an applicable argument to have participants analyze. Ensure that it has all the 
components of an argument including a claim, evidence, and at least one counterclaim. 


 If applicable, explore the following technology options and decide which annotation tool you 
would like participants to use:


• A.nnotate: An online annotation tool


• Marker.to: Google Chrome extension tool for highlighting


• Diigo Web Collector: A Google Chrome extension that allows users to bookmark Web pages 
and highlight or add comments. Other features are also available.
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 If you are choosing the Offline Option, prepare to model how to use the highlighting feature of 
the e-reader to identify argument components with An Argument for Mobile Phones.


Try It: Argument Assessments


Participants review a checklist and a rubric used for assessing arguments and consider how to 
incorporate the tools into their classroom curriculum. 


 Preview the resource documents.


• Argumentation Checklist


• Argumentation Rubric


FACILITATION TIP


Your participants may or may not be using self and peer assessment in their classrooms. Consider 
the needs of your participants. If necessary, plan time to discuss the importance of including self 
and peer assessment into classroom routines in order to foster student self-direction and increase 
student ownership of learning. 


Try It: Argumentation Tools


In this activity, participants explore online tools and apps to support students’ development of 
arguments.


 Explore the following technology options:


Graphic Organizers


• Bubble.us: Online tool


• Idea Sketch: IOS and Windows app 


• Mindomo: Android app 


Outlining Tools


• Microsoft Word


• Microsoft PowerPoint


Other Tools


• Showing Evidence: An online thinking tool that allows students to map out arguments. Free 
with registration.


• Debate Graph: An interactive tool for mapping arguments. Free with registration.


 Plan to demonstrate the basic features of the tool or app you choose and use it to prepare an 
argument.


 Give face-to-face participants time at the end of the exercise to share their discoveries about 
the argumentation tools. 
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APPLY


Module participants will design a lesson requiring students to create an argument in a digital 
format.


 Plan to give course participants sufficient time to review notes from the module. 


 Prompt participants to record notes from their learning in the Classroom Connection 
document.


 Decide whether you want participants to work independently, in pairs, or in small groups. 


SHARE AND REFLECT


In this reflection and discussion exercise, participants share their work from the apply section and 
reflect on module learning.


 Review the discussion questions prior to the lesson and prepare potential responses to 
facilitate conversations with participants.


 Consider asking self-study participants to gather for a brief face-to-face meeting for a 
discussion. 


 Consider extending course learning by scheduling a follow-up meeting for participants after 
they have had the chance to implement course learning in their classrooms. 
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Tanya and Anjali
Tanya and Anjali, two friends in the same sixth-grade class, have just received 
an assignment: to create a digital product to show what they have learned about 
geometric shapes. Their approaches to the task reflect two different kinds of 
learners, one who successfully manages her own learning, and another who could 
benefit from instruction in self-direction and problem-solving skills. 


Tanya decides to make a presentation because she’s made lots of them and thinks 
it will be pretty easy to do. She immediately goes to a classroom computer and 
starts to create a presentation with an online tool. She loses Internet connectivity 
after just a few minutes and gets frustrated. She goes to ask the teacher for help, 
but the teacher is busy with other students and promises to help Tanya as soon as 
she can. When the teacher finally asks Tanya what’s wrong, she says, “The Internet 
is down,” but can’t really explain anything more about her problem. Her teacher 
suggests closing and re-opening the browser or restarting the computer.


Meanwhile before going to a computer to start the assignment, Anjali asks a 
friend if he has time to brainstorm ideas. From their discussion, both Anjali and 
her classmate get good ideas for their projects. Anjali decides to make a Web site 
because she hasn’t created a Web site before, and she set a goal earlier in the 
year to try new kinds of technology. She uses an online tool to develop a project 
plan with the tasks she needs to complete and short-term and long-term goals. 
The online tool has a companion app that she has on her phone that will set up 
reminders of upcoming due dates. She can easily modify her plan if she needs 
to according to her progress. While Anjali is working on her project plan, she has 
trouble with Internet connectivity. Unlike Tanya, Anjali troubleshoots the issue 
independently. She closes and re-opens her browser. When that doesn’t solve 
the problem, she reboots her computer. When she logs in after restarting, the 
connection is fine, so she finishes her plan. 


Anjali has the self-management skills that make her successful in school and will 
serve her well throughout her life.


• Goal setting


• Time management


• Project planning


• Resource management


• Technology troubleshooting
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Classroom Connection

Instructions

This document is a place for you to record your work in the Apply activities of the Digital Learning Fundamentals Course and to take notes on your thoughts and plans for how you will use what you have learned throughout the modules in your classroom. You are encouraged to personalize this document.

Name

		







Optional Module: Technology Supported Arguments

Overview Notes

		





Lesson: Exploring Argumentation with Technology Notes

		





Lesson Try Its Notes

		





APPLY: Designing a Lesson with Argumentation

Design a lesson that requires your students to create an argument in a digital format, such as a Web page, a blog, essay, or presentation. Summarize your plans for the following topics:

The area of argumentation that the lesson will emphasize:

		





Curricular area/standards for the lesson:

		· 

·  

· 







Digital product students will create, or a list of options they can choose from:

		





Tool you will teach students to use to document their planning:
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What Is Critical 
Thinking?
And why does it matter?
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Critical Thinking


Effective 
Reasoning


Systems 
Thinking


Problem 
Solving


Decision 
Making


Knowledge
Dispositions


Skills
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Critical Thinking Skills
Effective Reasoning
• Deductive reasoning: Applying a general theory 


or statement to specific situations.
All noble gases are stable; helium is a noble gas, so helium is stable.


• Inductive reasoning: Developing a general 
principle from looking at specific situations.
I know five people who read a variety of writing that are good writers, so I think 
reading a variety of types of writing helps people write better.


Source: Partnership for 21st Century Skills







Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


www.intel.com/teachers
 Copyright © 2014 Intel Corporation. 


Critical Thinking Skills
Systems Thinking
• Analyze how parts of a complex system interact 


with each other to produce outcomes.
The extinction of one species affects the survival of other species in an ecosystem


Source: Partnership for 21st Century Skills
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Critical Thinking Skills
Decision Making
• Identify, analyze, and evaluate beliefs and 


evidence.


• Evaluate different points of view.


• Make connections between information and 
arguments.


• Interpret information and draw conclusions


• Reflect on learning and processes.
Research a controversial topic on the Web, evaluate resources, and form an opinion.


Source: Partnership for 21st Century Skills
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Critical Thinking Skills
Problem Solving
• Solve unfamiliar problems using both  


conventional and innovative strategies.


• Ask relevant and significant questions that lead to 
solutions.
Identify and use technology to help keep track of assignments and meet deadlines.


Source: Partnership for 21st Century Skills
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Critical Thinking Knowledge
Subject-area knowledge and skills are 
necessary components of critical thinking. 
• Content knowledge provides the basis for evaluating 


evidence and arguments.
What counts as good evidence in the analysis of literature is different from good evidence for an 
historical argument.


• Many critical thinking strategies are different in 
different subjects.
Scientific investigation processes are different from creating geometric proofs.
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Critical Thinking Dispositions
“Thinking dispositions are broad intellectual 
behaviors that include skills but also include 
attitudes, motivations, [and] emotions…” (p. 72) 
• An interest in posing and exploring problems


• The desire to test and evaluate theories, evidence, and 
explanations


• Eagerness to explore multiple perspectives and 
possibilities


• A desire to be judicious and reflective


Source: Costa, A. L. (2000). Developing minds: A resource 
book for teaching thinking. Alexandria, VA: ASCD.
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Terms of Use
Intel® Transforming Learning Facilitation Guide
Before you begin using the Intel® Transforming Learning: Digital Learning 
Fundamentals Facilitation Guide, you must read and agree to the Terms of Use 
below. Intel reserves the right to amend or modify these Terms of Use at any time.


1. Fees: You agree that you may charge a reasonable fee to teachers to participate 
in the Course, provided:


• Such fees are reasonable, and considered usual and ordinary for 
professional development courses provided by Licensee to teachers in its 
jurisdiction, and


• In exchange for such fees, teachers are given, on successful completion 
of the program, credit toward professional development goals and or 
continuing education requirements.


2. Use of the Facilitation Guide: You agree that:


a. You may copy, print, or post to your password-protected Web site content 
from the Facilitation Guide provided:


• Content from the Facilitation Guide is shared only with those who are 
participating in the Course(s) that you are delivering.


• If content from the Facilitation Guide is posted to a password-protected 
site, you will only allow access to Course participants.


• You will not post the Intel copyrighted Facilitation Guide on a Web site 
that is not password-protected or is available to an audience broader 
than your participants.


b.  You are permitted to modify, alter, translate, update, or create derivatives 
of the Facilitation Guide to suit your needs. You agree that a changed or 
updated Facilitation Guide shall be subject to review and confirmation by 
Intel to ensure compliance with these Terms of Use and to protect Intel’s 
copyright, such confirmation not to be unreasonably withheld.


c. You hereby grant to Intel a worldwide, exclusive, royalty-free, perpetual, 
irrevocable license (with the right to sublicense) to the Facilitation Guide as 
adapted by you pursuant to paragraph 3(c) above.


d.  Intel owns and retains all intellectual property rights in the Facilitation
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Optional Module


Mobile Phones  
in the Classroom 
Facilitation Guide
This Facilitation Guide provides information to successfully facilitate Mobile 
Phones in the Classroom in a face-to-face group session or in a self-study format. 


The course focuses on strategies to effectively use mobile phones in the 
classroom. As participants complete optional and required activities, they will 
learn important concepts and apply their learning to develop resources and tools 
to use with their students. 


Planning Your Course Schedule
All course Learn, Apply, and Share and Reflect sections require 60 minutes of 
delivery time. Refer to the core module Facilitation Guide for general information 
on how to manage these sections, including course readings and discussions. All 
Try It activities are optional and are not included in the total module time estimate. 
However, it is recommended that participants complete some Try It activities to 
solidify and extend module learning. 


Use the following table to plan for module delivery. Times for all included Try It 
activities must be added to the total time required for delivery. 
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Course Timing
Optional Module: Mobile Phones in the Classroom Estimated Time


Overview 5 min.


Try It: Brainstorm Possibilities 
Compare how adults and students use mobile phones and generate potential 
educational uses.


10 min.


Try It: Student Mobile Phone Use 
Explore research about differences in student mobile phone use in and out of school. 


Lesson 1: Instructional Strategies with Mobile Phones 70 min.


LEARN 10 min.


Try It: Set Up a Poll 
Set up and respond to a self-created question using a mobile phone classroom polling 
tool.


10 min.


Try It: Audio Recorder Ideation 
Practice using mobile phones’ default audio capture tools for media creation.


10 min.


Try It: Student Reminders 
Inspect a text reminder Web site, create an account, and think of


10 min.


Try It: Read and Create QR codes 
Download QR Code readers and generators to explore using QR codes as an 
interactive form of information retrieval.


15 min.


Try It: Geocaching 
Examine using mobile phones as GPS devices to locate educational geocaches. 


15 min


Lesson 2: Managing Mobile Phones in the Classroom 40 min.


LEARN 5 min.


Try It: Troubleshoot Scenarios 
Read through a series of mobile phone scenarios before generating possible ideas for 
solutions.


5 min.


Try It: Analyze an Existing Use Policy 
Examine a sample Bring Your Own Technology (BYOT) policy to evaluate content and 
language.


10 min.


APPLY 
Create a presentation covering mobile phone educational benefits, instructional 
strategies, and solutions to mobile phone challenges.


15 min.


SHARE AND REFLECT 5 min.



http://www.intel.com/teachers





Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


4www.intel.com/teachers
 Copyright © 2014 Intel Corporation. 


Planning Your Delivery
The Mobile Phones in the Classroom module can be delivered in a face-to-face or self-study 
format. Choose which format best suits the needs of you and your participants. If you choose to 
facilitate the module in a face-to-face group session, plan for a space that will accommodate the 
size and needs of your group. In addition, review the module and facilitation guide thoroughly 
ahead of time to ensure that you have all required materials and technology prepared. 


If you are choosing to facilitate the module in a self-study format, plan how you will communicate 
efficiently with participants before, during, and after the completion of the course. Consider 
adopting some of the following ideas to successfully facilitate the module:


 Schedule a brief face-to-face meeting before beginning the module. Cover the course 
objectives, course schedule, and course expectations.


 Create an email list to streamline communications with course participants. 


 Set up an online discussion forum where participants can share learning and questions. 


 Designate a physical space (i.e. white board in the staff room) for communications about the 
module.


 Place participants into pairs for additional learning support.


 Plan a face-to-face meeting after participants complete the module to share results from the 
Apply activity and determine next steps for their classrooms and school. 


Course Facilitation


Overview


In the module overview, participants are introduced to the benefits of using mobile phones in 
education. If necessary, demonstrate to participants how to add notes to Classroom Connection 
document while exploring course content. The Overview includes two Try It exercises, one 
required and one optional. Consider selecting the optional Try It to further generate enthusiasm 
for upcoming module content. 


Overview Facilitation Notes



http://www.intel.com/teachers





Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


5www.intel.com/teachers
 Copyright © 2014 Intel Corporation. 


Try It: Brainstorming Possibilities


In this activity, participants compare how adults and youth use mobile phones and generate a list 
of potential educational uses.


 Brainstorm a list of ways young people use mobile phones ahead of time. If participants are 
struggling to get started, share one of your examples. 


 Preview the module contents to generate a short list of ways mobile phones can be used in 
education. 


FACILITATION TIP


During the activity, participants most likely will not create an exhaustive list of possible mobile 
phone uses. This is expected. The purpose of this activity is to get participants excited about 
possibilities before exploring specific strategies later in the module.


Try It: Student Mobile Phone Use


Participants will read and discuss research outlining an imbalance between how young people use 
mobile phones in and out of school. 


 Open and review the links ahead of time.


 Decide if you will use the Innovative Educator Blog Post that will give participants a preview of 
mobile phone instructional strategies but is not necessary for the discussion. 


Lesson 1: Mobile Phone Instructional Strategies
In this portion of the module, participants will explore specific ideas about how to use mobile 
phones to benefit student communication, productivity, and learning. While exploring module 
content, remind participants to think about which strategies might work for their students and 
classrooms. Encourage participants to take notes and extend learning by exploring specific tools 
on their own. 


One Try It activity is required. Consider choosing additional Try It activities from the lesson to have 
your participants complete together or in a self-study format. In addition to the Try It activities, 
each mobile phone instructional strategy includes a resource outlining an extended classroom 
example of how mobile phones might be used for educational purposes. 


 Carefully read over the lesson, noting any areas you would like to emphasize.


 Select the optional Try It activities you want participants to complete.


 Preview each classroom example resource and determine whether or not your participants 
have time to explore these documents.
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Lesson 1 Facilitation Notes


LEARN 
Try It: Set Up a Poll


In this activity, learners explore a mobile phone polling tool, and set up and respond to self-
created questions. 


 Explore Poll Everywhere.


 If participants will be completing the module in a group, consider generating a list of poll 
questions before choosing one to create with the polling tool. Participants can then use mobile 
phones to respond to the created poll. 


 If necessary for the group size, plan to connect a computer to a projector to share poll results. 


 Participants working in a self-study format can set up a question on a computer and answer 
their questions using a mobile phone. 


Try It: Audio Recorder Ideation


Participants practice using mobile phones’ default audio capture tools for media creation.


 If completing the module in a group, plan to pair up participants to text audio recordings 
to each other. Self-study participants can text audio recordings to pre-established learning 
partners. 


 Consider extending the exercise by exploring how audio recordings can be posted on Web 
sites and blogs.


Try It: Student Reminders


In this activity, participants inspect a text reminder Web site, create an account, and think of uses 
with students. 


 Explore the text reminder Web site ahead of time and set up an account. Consider potential 
challenges for course participants and strategies for helping participants navigate the Web 
site.
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Try It: Read and Create QR (Quick Response) Codes


In this activity, learners download QR Code readers and generators to explore using QR codes as 
an interactive form of information retrieval. 


 Consider the technology capabilities of your participants. QR codes require smartphones. 
Participants might need to be grouped around available smartphones. In addition, participants 
may need support and time to download QR code readers onto their mobile phones. 


 Plan for how teachers will share the QR codes they create. Determine if they will print the QR 
codes or share them with each other digitally.


 Self-study participants can post QR codes in a designated physical space for others to 
discover.


Try It: Geocaching


Participants examine using mobile phones as GPS devices to locate educational geocaches. 


 Before selecting this activity with your students, make sure geocaching tools will work in your 
area. 


 Consider which geocaching apps and Web sites will work best for your participants. 


 Find caches near your campus. Plan time to locate one as a group or as individuals. If no 
caches are near your location, consider planting a cache ahead of time. 


FACILITATION TIP


Geocaching is a popular recreational hobby in many places. Survey your participants ahead of time 
to see if any of your participants are familiar with geocaching. If someone has prior experience, you 
might want to have this person introduce and lead the activity. 


Lesson 2: Managing Mobile Phones in the Classroom
In this lesson, participants examine potential challenges accompanying integrating mobile phones 
into classrooms and schools.


Before guiding participants through this learning, reflect on which challenges and solutions will be 
most applicable to your community. In addition, predict which topics might be most concerning to 
your participants. The lesson includes two Try It activities to give participants time to grapple with 
mobile phone challenges and solutions. 


 Carefully read over the lesson, noting any areas you would like to emphasize.


 Decide if you want participants to complete the optional Try It activity.
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Lesson 2 Facilitation Notes


LEARN 
Try It: Troubleshoot Scenarios


In this activity, learners read through a series of mobile phone scenarios before generating ideas 
and solutions that might work for their community and classroom. 


 Review the Sample Mobile Device Classroom Agreement. Ask participants to analyze how the 
document might help students and teachers navigate each scenario.


 Decide if participants will complete the activity individually, in pairs, or in groups.


 Plan time for participants to share their learning from the activity.


Try It: Analyze an Existing Policy


Participants analyze a sample Bring Your Own Technology (BYOT) policy from an American public 
school district to identify content and language that might work for their own school. 


 Plan on completing the activity ahead of time, so you can predict what content is most 
applicable to your participants. 


 Schedule time for participants to read the document as well as reflect upon or discuss their 
learning and ideas. 


APPLY


Module participants document learning by developing a presentation covering mobile phone 
educational benefits, instructional strategies, and solutions to mobile phone challenges.


 Plan to give course participants sufficient time to review notes from the module. 


 Consider available technology and decide if participants will use the technology or offline 
option.


 Think about whether participants will create presentations individually, in pairs, or in groups. 


 Plan for how self-study participants will share their presentations. 


 Decide if participants will present presentations to the group, other school staff, or school 
administration. If they are presenting to school staff or school administration not present, 
schedule a time for the presentation to occur. 
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SHARE AND REFLECT


In this reflection and discussion exercise, participants consider mobile phone challenges and 
solutions and possible language to include in mobile device use agreements. 


 Remind participants to review and refer to the resource documents from the two Try It 
activities in Lesson 2. 


 Mobile Phone Challenge Scenarios


 Forsyth County Schools


 To prepare for the third question, create examples of both positive and negative language so 
participants can see the difference.


 Plan how participants or the group will record ideas from discussion. Consider documenting 
language ideas to include in a mobile phone use agreement. 


 Consider scheduling additional time for face-to-face and self-study participants to create your 
own school or classroom mobile device use policy as a group.
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Today’s Critical 
Thinking Skill:
Identifying Bias in Sources
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I’m looking for 
information about solar 


energy, because the 
school is considering 
buying solar panels. 
I need to identify the 


bias of the sources I find 
so I can decide if their 


information is credible. 


I realize that we all 
have biases, and 


that’s not necessarily 
a bad thing, but it’s 


important to identify 
what they are so we 


can take that bias into 
consideration.
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Here’s how I think when 
I’m looking at a site.


Hmm. This site looks like 
it’s selling something. 


I wonder if their 
information is good. 


The organization for this site 
wants me to sign a petition. I 
doubt if they’ll tell me about 


different points of view. It 
might be good information, but 


I’ll have to check some more.


It looks like all their 
information comes from the 


same source. I’ll have to look it 
up to see if it’s reliable.
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Today’s Critical Thinking Skill: 
Identifying Bias in Sources


• Outrageous claims


What clues do you 
use to tell you about 
the bias of a source?
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While you do your 
research today on 


different energy sources, 
I want you to use the 


Determining Bias Checklist 
I gave you to evaluate the 


Web sites you find. I’ll 
also be listening to hear if 
you are asking questions 


about your sources to 
determine their bias. 
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Media Creation Choices
In Mr. Hernadez’s social studies class, students are learning about ancient 
civilizations around the world. Students note that while civilizations each had their 
own unique characteristics, they also had much in common. As a final project 
in the unit, Mr. Hernandez asks groups of students to compare and contrast 
two ancient civilizations of their choice. He creates a rubric to be explicit about 
expectations and assessment criteria. However, Mr. Hernandez encourages 
students to be creative in choosing the form of their final presentations. He 
welcomes students to use their mobile phones and smartphones. 


One group that is studying the Maya and Aztecs decides to use mobile phones as 
audio-capture tools. The students use mobile phones to record staged audio clips 
of leaders of the two civilizations discussing aspects of their society, including 
government, religion, and social structure. The recordings are posted with brief 
written explanations on a Web site created for the project. 


Another group chooses to compare and contrast Ancient China and Egypt. Their 
final project is a twist on a traditional Venn diagram. They take still pictures with 
mobile phones at various points in the creation of the diagram. They then email 
these images to one group member who compiles them into a digital presentation. 
As they share the presentation with their peers, each student has the opportunity 
to talk about one of the slides. 


A third group focuses on the Ancient Romans and Greeks. This group decides to 
create a movie. Scripts created for different scenes outline major similarities and 
differences between the two civilizations. A smartphone app allows the group to 
not only capture video but to edit it into a sharp final product. 


Mr. Hernandez is impressed with the quality of the final projects. Not only do 
students demonstrate attainment of the learning goals, but he also notices that 
the integration of mobile phones allowed for student choice and increased the 
level of engagement and excitement surrounding the project. He embeds the final 
presentations on his classroom blog for the community to view. 
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Classroom Connection

Instructions

This document is a place for you to record your work in the Apply activities of the Digital Learning Fundamentals Course and to take notes on your thoughts and plans for how you will use what you have learned throughout the modules in your classroom. You are encouraged to personalize this document.

Name

		







Optional Module: Cyber Safety and Online Responsibility

Overview Notes

		





Lesson 1: Cyber Safety Notes

		





Lesson 1 Try Its Notes

		





Lesson 2: Online Responsibility Notes

		





Lesson 2 Try Its Notes

		





APPLY Student Communication

Review your notes from the module and choose one topic that you want to teach immediately to your students (i.e. privacy/security, safe online behaviors, cyber bullying)

Choose one site that you want to explore further:

· Common Sense Media Lesson Scope and Sequence

· Cybersmart Resources and Lesson Plans 

· Digizen Teachers

Select one lesson or activity and examine it closely, considering the following questions:

What are the essential learning outcomes of the lesson or activity?

		·  

·  

·  





What knowledge or skills will your students have in place before lesson delivery?

		·  

·  

· 





Are the lesson handouts and activities appropriate for your classroom?

		





How can the lesson be modified to fit the needs of your students?

		





How can you assess student learning before, during and after the lesson?

		· Before:

· During:

· After:





Record a brief summary of your lesson plan, even if it is still in development.
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Critical Thinking Checklist
Modify excerpts from this checklist to use for student self- and peer assessment 
and for teacher observation.


C
on


si
st


en
tl


y


So
m


et
im


es


R
ar


el
y/


N
ev


er


Comments


I describe patterns in groups of abstract 
and concrete objects and ideas.


I identify patterns in groups of abstract and 
concrete objects and ideas.


I generate meaningful insights from 
patterns.


I use personal experiences, knowledge, and 
thorough understanding of information 
to make inferences and draw meaningful 
conclusions.


I make reasonable predictions based on 
a thorough understanding of the subject 
area.


I revise my predictions, if necessary, based 
on new information.


I base my opinions on good evidence 
synthesized from multiple credible sources.


I investigate and synthesize information 
from different viewpoints.


I identify multiple causes and effects.


I prioritize causes by their impact.


I explain how parts in a system relate to 
each other.


I name all parts of a system, and explain 
how they work and why they are important.


I explain how changes in one part of a 
system affect other parts.


I create visual representations that show 
the relationships among causes and effects 
in complex systems


I explain my reasoning processes clearly.



http://www.intel.com/teachers



		Check Box 131: Off

		Check Box 132: Off

		Check Box 133: Off

		Text Field 2: 

		Check Box 136: Off

		Check Box 135: Off

		Check Box 134: Off

		Text Field 18: 

		Check Box 139: Off

		Check Box 138: Off

		Check Box 137: Off

		Text Field 19: 

		Check Box 142: Off

		Check Box 141: Off

		Check Box 140: Off

		Text Field 20: 

		Check Box 145: Off

		Check Box 144: Off

		Check Box 143: Off

		Text Field 21: 

		Check Box 148: Off

		Check Box 147: Off

		Check Box 146: Off

		Text Field 22: 

		Check Box 151: Off

		Check Box 150: Off

		Check Box 149: Off

		Text Field 23: 

		Check Box 154: Off

		Check Box 153: Off

		Check Box 152: Off

		Text Field 24: 

		Check Box 176: Off

		Check Box 175: Off

		Check Box 174: Off

		Text Field 30: 

		Check Box 173: Off

		Check Box 172: Off

		Check Box 171: Off

		Text Field 31: 

		Check Box 157: Off

		Check Box 156: Off

		Check Box 155: Off

		Text Field 25: 

		Check Box 160: Off

		Check Box 159: Off

		Check Box 158: Off

		Text Field 26: 

		Check Box 163: Off

		Check Box 162: Off

		Check Box 161: Off

		Text Field 27: 

		Check Box 166: Off

		Check Box 165: Off

		Check Box 164: Off

		Text Field 28: 

		Check Box 168: Off

		Check Box 169: Off

		Check Box 170: Off

		Text Field 29: 








Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


www.intel.com/teachers
 Copyright © 2014 Intel Corporation. All rights reserved. Intel and the Intel logo are trademarks of Intel Corporation in the U.S. and/or other countries. *Other names and brands may be claimed as the property of others.


Argumentation Checklist
Use the following checklist to self-assess your rough draft of an argument.


   I clearly introduce my claim(s).


   I acknowledge and dispute counterclaims.


   I organize my reasons and evidence logically. 


   I support my claim(s) with logical reasoning and relevant evidence.


   I use accurate and credible sources.


   I demonstrate an understanding of the topic or text. 


   I use media effectively to support my claims.


   I use words, phrases, and clauses to create cohesion and clarify the 
relationships among my claim(s), reasons, and evidence. 


   I establish and maintain a formal style.


   I provide a concluding statement or section that follows from and supports 
the argument presented.


   I vary sentence patterns for meaning, reader/listener interest, and style.


   I choose among simple, compound, complex, and compound-complex 
sentences to signal relationships among ideas.


   I have proofread for Standard English language usage, capitalization, 
punctuation, and spelling.
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Productivity Tools
Explore the features of one of the following tools and think about how useful they 
might be for you or your students.


Tool Platform Notes


Calendars


Google 
Calendar


Online, IOS, 
Android


Free tool. Syncs across devices and 
platforms


Sunrise IOS Free app that syncs with Facebook and 
Google Calendar


Assign-a-Day Online Free with registration. Specifically designed 
for teachers and students.


Jorte Android Free with registration. Calendar and task 
organizer. Integrates with Google Tasks and 
Google Maps.


Alarms and 
Reminders


Remindeo Online Free tool, with calendar and to-do lists, that 
sends text messages and e-mail reminders.


Lightweight 
Alarm Clock


Chrome 
Extension


Free extension with an alarm clock, timer, 
and countdown. Options for sounds and 
notifications.


My Alarm 
Clock


Android Free app with sleep timer, nightstand mode, 
and weather information.


Nightstand 
Central


IOS Free version with paid upgrades.


To-Do Lists


Google Tasks Online, IOS, 
Android


Feature of Google Calendar.


Wunderlist Online, IOS, 
Android


Free tool that syncs across platforms and 
devices with online account.


Any.do Online, IOS, 
Android


Free tool that syncs across platforms and 
devices with online account.


Todolist All Free collaborative tool that syncs across 13 
different platforms.


Project 
Planners


Asana IOS, 
Android


Comprehensive project manager. Free with 
registration for groups of up to 15 people.


Trello IOS, 
Android


Free project manager that uses digital cards 
to organize tasks, due dates, attachments, 
comments, and more.


Evernote Online, IOS, 
Android


A very flexible, free app with lots of useful 
features that syncs across platforms.


Azendoo Online, IOS, 
Android


A free version with registration project 
manager that comes with 10g of storage for 
project files.
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https://support.google.com/calendar/answer/2465776?hl=en

https://itunes.apple.com/us/app/sunrise-calendar./id599114150?mt=8

http://assignaday.4teachers.org/

https://play.google.com/store/apps/details?id=jp.co.johospace.jorte

http://www.remindeo.com/

https://chrome.google.com/webstore/detail/lightweight-alarm-clock-t/mmcdcdolfnjmabjmkkgegfldahfignip?utm_source=chrome-ntp-icon
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https://play.google.com/store/apps/details?id=com.apalon.myclockfree

https://play.google.com/store/apps/details?id=com.apalon.myclockfree

https://itunes.apple.com/us/app/nightstand-central-for-ipad/id392480771?mt=8

https://itunes.apple.com/us/app/nightstand-central-for-ipad/id392480771?mt=8

https://support.google.com/calendar/answer/144246?hl=en

https://chrome.google.com/webstore/detail/wunderlist-to-do-and-task/fjliknjliaohjgjajlgolhijphojjdkc?utm_source=chrome-ntp-icon

http://www.any.do/

http://todoist.com/

https://asana.com/product?utm_source=google&utm_medium=cpc&utm_term=Asana&utm_campaign=G_S_Desktop_Alpha_Brand_NA&gclid=CJX1772z0b0CFQaBfgodApsAcg

https://trello.com/

http://evernote.com/

https://www.azendoo.com/
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Sample BYOT  
Acceptable Use Policy
Source: Forsyth County Schools  
http://www.forsyth.k12.ga.us/byot


Definition of “Technology”
For purposes of BYOT, “Technology” means a privately owned wireless and/
or portable electronic handheld equipment that includes, but is not limited to, 
existing and emerging mobile communication systems and smart technologies, 
portable Internet devices, Personal Digital Assistants (PDAs), handheld 
entertainment systems or portable information technology systems that can 
be used for word processing, wireless Internet access, image capture/recording, 
sound recording and information transmitting/receiving/storing, etc.


Internet 
Only the Internet gateway provided by the school may be accessed while on 
campus. Personal Internet connective devices, such as but not limited to cell 
phones/cell network adapters, are not permitted to be used to access outside 
Internet sources at any time. 


Security and Damages
Responsibility to keep the device secure rests with the individual owner. Forsyth 
County Schools is not liable for any device stolen or damaged on campus. If a 
device is stolen or damaged, it will be handled through the administrative office, 
similar to other personal artifacts that are impacted in similar situations. It is 
recommended that skins (decals) and other custom touches be used to physically 
identify your device from others. Additionally, protective cases for technology are 
encouraged.


BYOT Student Agreement 
The use of technology to provide educational material is not a necessity but a 
privilege. A student does not have the right to use his or her laptop, cell phone, 
or other electronic device while at school. When abused, privileges will be taken 
away. When respected, BYOT devices will benefit the learning environment as a 
whole.
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Students and parents/guardians participating in BYOT must adhere to the Student Code of 
Conduct, as well as all Board policies, particularly Internet Acceptable Use (Policy IFBG) and 
Internet Safety (Policy IFBGE). Additionally:


• Student takes full responsibility for his or her laptop and keeps it with him or herself at all times. 
The school is not responsible for the security of the laptop.


• Technology must be in silent mode while on school campuses and while riding school buses. 


• Technology may not be used to cheat on assignments or tests, or for non-instructional purposes, 
such as making personal phone calls and text/instant messaging.


• Technology may not be used to record, transmit, or post photographic images or video of a 
person, or persons, on campus during school activities and/or hours. 


• Student accesses only the files on the computer or Internet sites that are relevant to the 
classroom curriculum; games are not permitted.


• Student complies with teachers’ request to shut down the computer or close the screen.


• Student acknowledges that the school’s network filters will be applied to one’s connection to the 
Internet and will not attempt to bypass them.


• Student understands that bringing on premises or infecting the network with a virus, Trojan, 
or program designed to damage, alter, destroy, or provide access to unauthorized data or 
information is in violation of the AUP policy and will result in disciplinary actions.


• Student realizes that processing or accessing information on school property related to 
“hacking,” altering, or bypassing network security policies is in violation of the AUP policy and 
will result in disciplinary actions.


• The school district has the right to collect and examine any device that is suspected of causing 
problems or was the source of an attack or virus infection.


• Student understands that access to his or her H drive through Citrix allows downloading files but 
not always uploading files. Files may have to be saved on the C drive of the laptop, a jump drive, 
an external drive, or another media device.


• Student realizes that printing from personal laptops will not be possible at school.


• Laptop should be charged prior to bringing it to school and should run off its own battery while 
at school.


I understand and will abide by the above policy and guidelines. I further understand that any 
violation is unethical and may result in the loss of my network and/or laptop privileges as well as 
other disciplinary action. 


Signature of Student Date


Signature of Parent/Guardian Date
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Creativity
Fact or Fiction
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1. Imagination and creativity are the 
same.
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2. Everyone has the potential to be 
creative.
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3. Creativity comes from inspiration. It 
just happens!
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4. Creativity skills can be taught.
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5. Creativity is only important in the 
arts.
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6. Creativity in student work can be 
assessed.
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1. Imagination and creativity are the 
same.


Fiction


Imagination plays an important role in 
creative thought because it allows us to 
think of something that is not present, 
while creativity allows us to do something 
meaningful with our imaginations.
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2. Everyone has the potential to be 
creative.


Fact


Creativity can manifest itself in many 
different ways, and everyone is creative 
to a degree. Often the only difference 
between creative and uncreative people 
is self-perception; creative people 
see themselves as creative and give 
themselves the freedom to create.
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3. Creativity comes from inspiration. It 
just happens!


Fiction


Creativity is a process that requires 
thoughtfulness and effort. Inspiration 
generates new ideas typically after a lot of 
exploration and investigation.
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4. Creativity skills can be taught.


Fact


Everyone can benefit from instruction 
and guided practice in developing 
thinking skills that support creativity. 
Certain habits, behaviors, and strategies 
associated with the creative process can 
be modeled and learned.
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5. Creativity is only important in the 
arts.


Fiction


Creative people invent, imagine, problem-
solve, create, and communicate in fresh, 
new ways. Every business, government, or 
social endeavor requires creative thinkers 
with the ability to innovate.
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6. Creativity in student work can be 
assessed.


Fact


Many aspects of creativity, such as 
originality and usefulness, can be 
assessed. Creative processes can also be 
assessed.
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Digital Tools for  
Oral Communication
These screenshots provide an 
offline option for exploring oral 
communication tools that can be 
used in your classroom.
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Audio Recording/Podcast


Source: http://share.playingwithmedia.com
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Audio Recording/Podcast


Source: http://portableradiotv.weebly.com
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Videocast


Source: http://share.playingwithmedia.com
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Source: http://adamlearns.edublogs.org


Videocast
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Videoconferencing


Source: http://www.vidyo.com/solutions/education 


Featured Success Story


Virtual Science Field Trip:  
Going Above and Beyond


Virtual field trips give students access 
to people, places and experiences that 
were, up until now, out of the reach 
of public school budgets. Vidyo is 
working with U.S. schools to increase 
and enhance these connections by 
equipping classrooms and libraries 
with affordable, high-quality video 
conferencing that supplements the 
K-12 curriculum.
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Videoconferencing


Source: https://education.skype.com/collections 
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Videoconferencing


Source: http://ictsineducation1.blogspot.com/2010/08/skype.html 
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Classroom Connection

Instructions

This document is a place for you to record your work in the Apply activities of the Digital Learning Fundamentals Course and to take notes on your thoughts and plans for how you will use what you have learned throughout the modules in your classroom. You are encouraged to personalize this document.

*Note: As you will notice, all of the Apply activities are included; however, you will only be doing one for each lesson. As you will also see here, you will likely have a chance to begin one Apply activity per lesson, but will need to finish it outside of the training time.

Name

		





About You (Optional) 

		Tell a little bit about yourself.





Images (Optional)

Insert photos or other graphics that describe you, your school, or your students.



Module 1: Going Digital

Notes

		







Module 2: Digital Communication and Collaboration

Overview Notes

		





Lesson 1: Student Communication Notes

		





Lesson 1 Try Its Notes

		





APPLY Student Communication

Option 1: Student Communication Tools

Lesson/Unit:

		





Briefly describe the lesson or unit you have chosen: 

		





Digital communication can enhance the lesson: 

		·   

·  

· 





Tool: 

		





Login:

		





Consider taking a screenshot of the student sample you created or save your work as an image file and insert it below.



Next steps:

		





 

Option 2: Class Web Site or Blog

Lesson/Unit:

		





Briefly describe the lesson or unit you have chosen: 

		





Web site/blog can help students communicate: 

		·  

·  

· 





Tool:
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Login:

		





Tools and features:

		





If you started a blog or Web site, consider taking a screenshot or save your work as an image file and insert it below.



Notes about the tool you used:

		·  

·  

· 









Lesson 2: Collaborative Communication Notes

		





Lesson 2 Try Its Notes

		





APPLY Explore Tools for Collaborative Communication 

Option 1: Collaborative Documents

Lesson/Unit:

		





Briefly describe the lesson or unit you have chosen:

		





Collaborative document could enhance student communication and collaboration: 

		·  

·  

· 





Tool:

		





Login:

		









If you started a collaborative document for your students, consider taking a screenshot or save your work as an image file and insert it below.



Option 2: Text Messaging with Parents

Tool: 

		





Login:

		





How the tool could be used to enhance communication and collaboration with parents: 

		





Ideas for text messaging:

		·  

·  

· 





If you tried a tool, or save your work as an image file and insert it below.







Option 3: Photo-Sharing Sites

Photo-sharing site: 

		





Login:

		





How a photo-sharing site will help with parent/community communication as well as collaboration:

		





Photo ideas:

		·  

·  

· 







If you started a photo-sharing site, consider taking a screenshot or save your work as an image file and insert it below.





Creativity in the Digital Age

Overview Notes

		





Lesson 1: Creativity across the Curriculum Notes

		





Lesson 1 Try Its Notes

		





Apply: Implementing Creativity in the Classroom 

Option 1: Creativity Concept Map

Briefly describe the lesson or unit you have chosen:

		





Objectives:

		·  

·  

· 





Concept Map: (consider taking a screenshot of the concept map you have created or save your work as an image file and insert it below)



Notes about the tool you used:

		·  

·  

· 







Option 2: Creative Classroom Lesson Plan

Area from the self-assessment that you would like to focus on improving: 

		





Ways in which you currently exhibit this idea:
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List of ideas you’d like to implement:

		·  

·  

· 





Briefly describe the lesson or unit you have chosen:

		





Lesson Outline: (consider taking a screenshot of the concept map or outline you have created, or save your work as an image file and insert it below)



Notes about the tool you used:

		·  

·  

· 









Lesson 2: Creativity and Digital Learning Notes

		





Lesson 2 Try Its Notes

		





APPLY: Explore Digital Creativity Tools 

Option 1: Creative Writing Tools

Briefly describe the lesson or unit you have chosen:

		





Digital Tool Ideas:

		· Blogs - 

· Comic Strips - 

· Digital Storytelling -





Tool:

		





Login:

		









Student Sample: (consider taking a screenshot of the product you have created, or save your work as an image file and insert it below)



Notes about the tool you used:

		·  

·  

· 







Option 2: Infographics

Briefly describe the lesson or unit you have chosen:

		





List example data or information from this lesson that students might use to create an infographic:

		·  

·  

· 





Tool: 

		





Login:

		





Student Sample: (consider taking a screenshot of the product you have created, or save your work as an image file and insert it below)





Notes about the tool you used:

		·  

·  

· 







Option 3: Multimedia Creation Tools

Tool:

		





Login:

		







Notes about the tool:

		·  

·  

· 





How it could enhance creativity: 

		·  

·  

· 





Tool:

		





Login:

		





Notes about the tool:

		·  

·  

· 





How it could enhance creativity:

		·  

·  

· 







Critical Thinking in the Digital Age

Overview Notes

		





Lesson 1: Teaching and Learning Critical Thinking Notes

		





Lesson 1 Try Its Notes

		







Lesson 2: Questioning to Promote Critical Thinking Notes

		





Lesson 2 Try Its Notes

		







APPLY: Questioning and Instruction 

Option 1: Questions about Media

1. Identify a lesson that you teach where the analysis of media would help students meet learning objectives.

		





2. Download one or more analysis documents and describe how you would use the analysis questions with your students.

		





3. Copy and paste the questions from the worksheet you would like to use into your below so you can modify them to fit the lesson where you will use them.

		







Option 2: Thinking and Questioning

1. Design a lesson where students think critically about a subject through technology.

		





2. Note the resource you would like to use for your lesson.

		





3. Create a set of questions to prompt students to think critically about the media. Develop questions for discussion before, during, and after the experience.
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Think-Aloud Rubric
Use this rubric to self- or peer-assess a think-aloud used for modeling thinking 
skills for students. Modify it for students to use when analyzing their own thinking 
processes.


4 3 2 1


Skill I model a 
specific, 
concrete skill 
that can be 
practiced and 
observed in a 
class period.


I model a 
specific skill.


I model a skill 
that is difficult 
to identify or 
practice in a 
class period.


I model a 
skill that is so 
general that 
it can’t be 
observed or 
practiced in a 
class period.


Perspective I use first 
person and 
always speak as 
if I’m thinking 
out loud while 
using the skill. 


I usually use 
first person and 
describe what 
I’m thinking.


I sometimes 
lapse into 
describing 
general 
practices.


I lecture on 
what students 
should do.


Adaptations I describe 
different ways 
to approach 
the skill and 
ask students 
for additional 
strategies.


I describe at 
least two ways 
to approach the 
skill.


I only describe 
one way to 
approach the 
skill.


I give the 
impression 
that there’s 
only one way to 
approach the 
skill correctly.


Student 
Practice


I follow the 
think-aloud 
with an activity 
where students 
practice the skill 
in a meaningful 
context and get 
feedback.


I follow the 
think-aloud 
with an activity 
where students 
need to practice 
the skill.


I follow the 
think-aloud 
with an activity 
where students 
might need to 
practice the 
skill.


My think-aloud 
isn’t connected 
to the work that 
students are 
doing.


Timing My think-aloud 
is 5–15 minutes 
long.


My think-aloud 
is slightly more 
or less than 
5–15 minutes.


My think-aloud 
is a few minutes 
longer than 15 
minutes.


My think-
aloud is much 
longer than 15 
minutes.
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How-To Guide to Creating Optional Modules
Optional Modules are designed to be extensions to the Digital Learning 
Fundaments Core Modules that can be facilitated in a group session or in a self-
study format. This guide will help you develop modules. Intel Corporate will 
support the development with ideas, feedback, and production of the final format.


Workflow Overview
1. Propose a module concept to corporate (Shell Shott and Anne Batey)—


proposal should include topic, objective, length, technology and/or pedagogy 
focus.


2. Once approved, create a high level outline. Then schedule a design review 
meeting with corporate to refine with ideas and suggestions. Repeat this step if 
helpful.


3. Draft a script. 


4. Review, edit, and revise script internally. Then send to corporate for review. 
Schedule an input meeting with corporate, if needed.


5. Integrate feedback and finalize script. Submit to corporate for ePub production.


6. Review production version and submit feedback.


7. Approve final version. 


8. Create the Facilitation Guide. 


9. Create the Classroom Connection document.
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Optional Module Organization
The Optional Modules are organized into five distinct sections.


I. Overview


The module overview introduces the topic and the learning objectives. The overview may also 
include one or two Try It activities (see the Learn section below) to give course participants an 
initial hands-on experience. 


II. Learn


The Learn section contains the module’s lessons, divided into any number of subheadings. 
Optional modules can have any number of lessons: 1, 2, or more depending on the content. 
Embedded within the lessons are Try It activities. The purpose of the Try It activities is to provide 
opportunities to explore resources, try tools, and make course learning relevant. Because these 
are optional modules, participants or the facilitator may choose which Try It activities to complete 
based on interest and time available. 


III. Apply


Each optional module includes one Apply activity after the module lessons. In the Apply activity, 
participants create (or start) something that they can use with students in their teaching practice. 
This could be developing a new resource or creating a lesson plan surrounding a digital learning 
tool. You can also include more than one option in the Apply section to allow facilitators and 
participants to choose.


IV. Share and Reflect


Share and Reflect gives time for participants to review module learning and consider its 
implications on their practice. 


V. Module Summary


The module summary is a brief synopsis of the content addressed in the module. 


Notes on Script Templates
Font color in the script helps with the conversion into an eBook. Use the following guidelines:


red 
Notes to the ePub creator and links to images and Web site resources should be recorded in 
red. Generally, images are included in the overview and at the start of each lesson.


blue 
Helpful tips for course participants are recorded in blue and will be placed in their own boxes. 
These can be located throughout the course and can help break up the content in the eBook.


green 
Notes about the Classroom Connection document should be recorded in green. Two 
Classroom Connection references are already placed in the template.
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An Argument for 
Mobile Phones
Use the highlighting feature to highlight the components of an argument in 
the following essay:


• Claims


• Evidence


• Counterclaims


I think we should be able to use our mobile phones in the classroom. The 
current ban on mobile phones in our school is causing problems.


First, we need to have our mobile phones in case of an emergency. What if 
a student gets sick at school and needs to call her parents to come and get 
her? Or maybe there’s some kind of disaster like a hurricane or an explosion 
at school. If we have our mobile phones, we can call our parents to come and 
get us.


Another reason to allow mobile phones is to help us do our schoolwork. 
We already use our mobile phones for school outside of class. A report by 
Project Tomorrow says that American students are using social media a 
lot, and I can tell you that we use it here, too. The article says that 58% of 
secondary students have their own networking site, 56% participate in online 
discussions and communities, and 30% have collaborated on writing. Some 
students use these tools for their personal life, but we could all use them for 
school if we had the chance to use our mobile phones in class.


Our phones have lots of features that we could use for school assignments. 
For example, we could make videos of scenes from plays in our literature 
class or use the calculators in chemistry. We could look up information on the 
Internet for history assignments. 


I know that some teachers and parents think that allowing us to have our 
phones in class will cause problems. They think we’ll be playing games on 
them or just texting foolishness with our friends when we should be paying 
attention to the teacher. They also worry that we might take inappropriate 
pictures of other students or teachers and post them on the Internet. 
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I can understand these problems, and I would be upset, too, if students did this. Teachers need 
to have strict rules about when we can use our phones, and teachers should tell us to put them 
away the rest of the time. And if students are caught taking inappropriate pictures, they should 
be punished severely. That way, the responsible students won’t suffer because of the few 
students who don’t know how to behave with their phones.


Finally, it’s not fair that we can’t use our mobile phones. We’re used to having them with us all 
the time, and we feel naked without them. With a few good rules about how they should be 
used, I think they could improve our education.
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Criteria for Creativity
The following criteria and sample rubrics can be used to help determine if students 
are engaging in creative thinking.


Uses imagination
The student thinks of new ideas, speculates on what might be possible, and 
applies imagination to improve outcomes.


4 3 2 1


Imagination I often think of 
new uses for 
everyday items. 
I can imagine 
people, places, 
and events in 
such detail that 
they seem real 
to me.


I sometimes 
think of new 
ways to use 
everyday items. 
I can imagine 
people, places, 
and events that 
do not exist in 
real life.


If I have help, I 
can sometimes 
think of new 
ways to use 
everyday items. 
If someone 
helps me, I can 
imagine people, 
places, and 
events that do 
not exist in real 
life.


I cannot think 
of new uses for 
everyday items. 
I have difficulty 
imagining 
people, places, 
and events that 
do not exist in 
real life.


Invention I can make 
existing 
objects, ideas, 
processes, 
and systems 
more efficient, 
beautiful, or 
ethical.


I can think of 
unusual ways 
to enhance 
objects, ideas, 
and processes.


With help, I can 
think of ways 
to improve 
objects, ideas, 
and processes.


I cannot think of 
ways to improve 
objects, ideas, 
and processes.
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Generates original ideas
The student produces many responses, thinks of alternative ideas, and asks questions that 
generate more ideas.


4 3 2 1


Ideas I can think of 
numerous new 
ideas with or 
without specific 
guidelines.


Given guidelines, 
I can think of 
several ideas.


If someone helps 
me, I can think of 
some ideas.


I have difficulty 
thinking of new 
ideas, even when I 
am told to.


Elaboration When I create, 
write, or take 
action, I think 
of unusual and 
surprising ways 
to make what I 
do more useful, 
interesting, and 
beautiful.


When I create, 
write, or take 
action, I think 
of surprising or 
unusual ways to 
improve what I do.


When I create, 
write, or take 
action, I try to 
think of surprising 
or unusual ways to 
improve what I do.


When I create, 
write, or take 
action, I do not 
think of surprising 
or unusual ways to 
improve what I do.


Experiments with alternatives
The student is willing to change his/her initial ideas, see things another way, and experiment with 
alternative approaches.


4 3 2 1


Goals Given a specific 
goal, I can come 
up with a variety of 
ways to achieve it.


I can come up with 
several ways to 
reach a goal.


With help, I can 
come up with 
more than one 
way to reach a 
goal.


I can usually only 
think of one way to 
reach a goal.


Risk-taking I seek out new 
experiences 
without worrying 
about what others 
think of me or 
whether I will 
make mistakes.


I try new 
experiences 
without worrying 
too much about 
making mistakes 
or what others will 
think of me.


Sometimes I avoid 
experiences that 
I know I will not 
succeed at.


I avoid 
experiences that I 
think I will not be 
good at.
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Expands on what is known
The student elaborates on what is known, builds upon a given situation, or makes things more 
unique and interesting.


4 3 2 1


Incorporating 
subject-area 


knowledge


I use my 
understanding of 
the knowledge 
and skills of a 
subject area to 
think of a variety 
of ideas.


I use my 
understanding of 
a subject area to 
think of ideas.


With some 
prompting, I 
can use my past 
understanding of 
a subject area to 
think of ideas.


I rarely use 
my past 
understanding to 
think of ideas.


Flexibility I notice what 
is surprising, 
unusual, and 
interesting in 
everyday objects 
and situations.


I notice unusual 
things around me.


When someone 
reminds me, I 
notice unusual 
things in the world 
around me.


I hardly ever notice 
unusual things in 
the world around 
me.


Exercises reflective judgment
The student reflects on his/her ideas, evaluates the creative process, and judges the outcome.


4 3 2 1


Determining 
quality


I create or act with 
an idea in mind 
of how my final 
project should 
look. When I work, 
I think about what 
I am doing to make 
sure my work 
matches my idea.


I create or act with 
an idea in mind 
of how my final 
project should 
look.


If I am reminded, 
I think about how 
my idea will look in 
the end.


I do not think 
about how my idea 
will look in the 
end.


Evaluation I have the 
confidence in 
my intuition and 
abilities to know 
if my ideas are 
worth pursuing 
and when the 
finished product 
or performance 
has value.


I usually know 
when my ideas are 
worth pursuing 
and when my 
finished product 
or performance 
has value.


I need a lot of help 
to determine if my 
ideas are worth 
working on and if 
my work is high 
quality.


I always think 
my work is good, 
regardless of what 
anyone says.


OR


No matter how 
hard I work, I never 
think my work is 
good enough.
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Optional Module 
Script Template

This template contains all the components of a complete optional module with two lessons. Adjust it to fit the needs of your script.  



Notes on Script Templates: Font color in the script helps with the conversion into an eBook. Use the following guidelines:

red

Notes to the ePub creator and links to images and Web site resources should be recorded in red. Generally, images are included in the overview and at the start of each lesson.

blue

Helpful tips for course participants are recorded in blue and will be placed in their own boxes. These can be located throughout the course and can help break up the content in the eBook

green

Notes about the Classroom Connection document should be recorded in green. Two Classroom Connection references are already placed in the template.

Optional Module: <title> 
(Estimated Time: <total time> minutes)

Overview [heading] 
(Estimated Time: <X> minutes)

<content>

In this module, you will:

•	<objective>

•	<objective>

•	<objective>







Classroom Connection

In your Classroom Connection document, write down any notes or information from the Try Its that you would like to take back to your classroom. You may also want to write down any tools you would like to go back and explore further.

Try It: <try it title> (Estimated Time: <X> minutes)

[.jpg image for epub]



Lesson 1: <lesson title>[heading] 



LEARN (Estimated Time: <X>minutes)

[icons: DLF Icon Learn&Try.jpg]

<introduction to lesson content>

<topic heading> [subheading] 

<content>

Tip

<tip content>

Try It: <try it title> (Estimated Time: <X> minutes)

<try it content>

[.jpg image for epub]



Lesson 2: <lesson title>[heading] 



LEARN (Estimated Time: <X> minutes)

[icons: DLF Icon Learn&Try.jpg]

<introduction to lesson content>

<topic heading> [subheading] 

<content>



APPLY

 [icons: DLF Icon Apply.jpg]

<apply title> (Estimated Time: <X> minutes)

<introduction to activitiy>



Classroom Connection

As you complete the activity, you will be developing ideas to take back to your classroom. Record your work in your Classroom Connection document. 

<apply steps>



Share and Reflect (Estimated Time: <X> minutes)

[Icons: DLF Icons Share.jpg]



Module Summary [subheading]

<content>
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Basic Troubleshooting 
Guidelines for Students 
Basic Troubleshooting Guidelines for Students 


Relax and take a deep breath!


Check to make sure cables and plugs are connected.


If you’ve lost your Internet connection, check to see if others are having the same 
problem.


Close and restart the application.


Isolate the problem by trying different tasks to see what you can and can’t do.


Restart the computer.


Before you ask someone for help


Record what you were doing when the problem occurred.


Record error messages.


Identify any recent changes to your device (e.g., new software, changed settings, 
different user).


Ask a knowledgeable peer for help.


Ask a technology expert.
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Evaluating Web Sites Form
Answer these questions to determine if a Web site is a reliable source of 
information and would be good for your research.


Ye
s


P
ar


ti
al


ly


N
o


1. Does the home page clearly explain the purpose and content of the 
site. 


2. Is the purpose of the site (to sell products or advocate a specific point 
of view) obvious so the viewer can consider it when evaluating the 
credibility of the content?


3. Does the site display a privacy policy outlining what information it 
collects from you and how it shares this information?


4. Is there an About Us page explaining the person or organization 
responsible for the site and does the producer appear legitimate?


5. Are the sources of information cited when they should be?


6. Is there a date to show when the site was last updated?  Is the content 
on the site current?


Follow-up Questions
1. Do you feel the information from this Web site is trustworthy? If so, how do you expect 


to use it?


2. Do you feel the Web site is clear in its intentions and safe for users? If so, what gives you 
this impression? 


Name of Web site:


URL:
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Frameworks for Creativity
Creativity has always been a prized attribute in public and private life, but teachers 
have struggled to understand creativity in the context of strategies for teaching 
and learning. Several educators and psychologists have developed frameworks 
that explain the components of creativity that inform classroom practice. 


Sir Ken Robinson
This course uses the framework proposed by Sir Ken Robinson, an internationally 
respected educator, who advocates for the transformation of schools to meet the 
demands of 21st century life. His model of creativity describes basic characteristics 
of creativity:


• Creativity is both a part of and dependent on critical thinking.


• Creative ideas are original and have value.


• Creativity is a process, not a single event of inspiration.


• Creativity requires a keen evaluative sense, an ability not only to determine 
whether an idea is worth working on, but also to analyze how to improve upon it.


In an interview for PersonalLifeMedia, Robinson describes his views on education 
and the changes he thinks are necessary to prepare 21st century students for 
success.


Sternberg and Williams
Robert Sternberg and Wendy Williams, psychologists who have studied 
intelligence and creativity, present three abilities necessary for creativity:


• Synthetic ability to generate novel, interesting ideas


• Analytic ability to evaluate ideas to decide which ones are worth pursuing


• Practical ability to turn ideas into reality
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In their article Teaching for Creativity: Two Dozen Tips, Sternberg and Williams describe specific 
classroom strategies that teachers can use to foster creativity in students. The following is a 
sample of their suggestions:


• Teach students to question assumptions about how things work, to think about when they 
need to understand an environment and work within it and when they can try to create a new 
environment.


• Encourage students to connect subjects and disciplines. When students use art to understand 
science or mathematics, or to think about literature, they generate new ways of thinking.


• Create a classroom environment where students must learn to tolerate, even embrace, 
ambiguity, where they develop strategies for moving forward when the path is not clear.


• Teach and expect self-direction and self-management.


E. Paul Torrance
E. Paul Torrance is a psychologist who spent his career studying creativity. The Torrance Center at 
the University of Georgia in the United States has promoted the study of creativity in education 
and the workplace since 1984. Torrance describes the skills essential for four stages of creative 
endeavors:


• Sensing difficulties, problems, and gaps in information


• Making guesses and formulating hypotheses about deficiencies


• Evaluating, testing, and revising guesses and hypotheses


• Communicating the results


Torrance discusses the role of theory and research in the study of creativity in Understanding 
Creativity: Where to Start.
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Analyzing Artifacts 
Think about the following questions while you examine the artifact. Be sure to add 
your own good questions as they occur to you.


1. What do you already know about where the artifact came from? Where did this 
knowledge come from? Is it reliable?


2. Using your senses (sight; hearing; touch; smell; taste), what do you notice about 
the artifact?


3. What other objects is the artifact similar to? Why?


4. What is the purpose of the artifact? What evidence do you have for this idea?


• What was it used for?


• Who might have used it?


• Where was it used?


• How was it used?


5. What conclusions can you draw about the life and times of the people who used 
the artifact? 
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UNESCO ICT Competency 
Framework for Teachers
The UNESCO ICT Competency Framework for Teachers was developed to guide 
the educational systems of countries around the world in creating an educational 
environment that will lead to “more harmonious, fulfilling and prosperous 
societies” (UNESCO, p. 3). 


The Framework is based on three factors that link education policy and practice 
with economic growth:


• Increasing the use of technology in schools to prepare students for citizenship 
and the workforce--Technology Literacy.


• Increasing students’ ability to apply knowledge to solve complex real-world 
problems—Knowledge Deepening


• Increasing students’ ability to innovate and produce new knowledge—
Knowledge Creation


Digital Learning Fundamentals is a course designed to equip teachers with the 
skills and knowledge they need to use technology to begin to transform their 
classrooms into places where technology enables deeper student learning, 
engagement, and productivity. The three modules of the introductory course 
address the following learning objectives through information presentation, 
classroom examples, and participant activities.
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Technology 
Literacy


TL.3.a. Describe how didactic teaching and ICT can be used to support 
students’ acquisition of school subject matter knowledge.


TL.3.b. Incorporate appropriate ICT activities into lesson plans so as to 
support students’ acquisition of school subject matter knowledge.


TL.3.c. Use presentation software and digital resources to support 
instruction.


TL.4.c. Describe and demonstrate the purpose and basic features of 
presentation software and other digital resources.


TL.4.k. Use common communication and collaboration technologies, such as 
text messaging, video conferencing, and web-based collaboration and social 
environments.


TL.6.a. Use ICT resources to enhance their productivity.


Knowledge 
Deepening


KD.1.a. Explain and analyze the principles of using ICT in education. Describe 
how these principles can be put into practice in their own teaching. Analyse 
what issues arise in implementing these principles and how those issues can 
be addressed.


KD.3.a. Describe how collaborative, project-based learning and ICT can 
support student thinking and social interaction, as students come to 
understand key concepts, processes, and skills in the subject matter and use 
them to solve real-world problems.


KD.3.d. Design unit plans and classroom activities so that students engage in 
reasoning with, talking about, and using key subject matter concepts while 
they collaborate to understand, represent, and solve complex real-world 
problems, as well as to reflect on and communicate solutions.


KD.3.e. Structure unit plans and classroom activities so that open-ended 
tools and subject-specific applications will support students in their 
reasoning with, talking about, and use of key subject matter concepts and 
processes while they collaborate to solve complex problems.


KD.3.f. Implement collaborative, project-based unit plans and classroom 
activities, while providing guidance to students towards the successful 
completion of their projects and attainment of deep understanding of key 
concepts.


KD.4.c. Use an authoring environment or tools to design online materials.


KD.4.e. Use ICT to communicate and collaborate with students, peers, 
parents and the larger community in order to nurture student learning


KD.4.g. Use search engines, online databases, and email to find people and 
resources for collaborative projects.
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Knowledge 
Creation


KC.2.c. Design units of study and classroom activities that integrate a range 
of ICT tools and devices to help students acquire the skills of reasoning, 
planning, reflective learning, knowledge building and communication.


KC.2.d. Help students to use ICT to develop communications and 
collaboration skills.


KC.3.a. Explicitly model their own reasoning, problem solving and 
knowledge-creation while teaching students.


KC.3.c. Help students design project plans and activities that engage them in 
collaborative problem-solving, research, or artistic creation.


KC.3.d. Help students incorporate multi- media production, web production 
and publishing technologies into their projects in ways that support their 
ongoing knowledge production and communication with other audiences.


KC.3.e. Help students reflect on their own learning.


KC.4.a. Describe the function and purpose of ICT production tools and 
resources (multimedia recording and production equipment, editing tools, 
publication software, web design tools) and use them to support students’ 
innovation and knowledge creation.


KC.5.b. Describe the function and purpose of planning and thinking tools 
and use them to support students’ creation and planning of their own 
learning activities and their continuous reflective thinking and learning.
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Digital Creativity Tools Chart
With digital tools often at students’ fingertips, the creative thinking process 
can become more innovative, imaginative, and generative. Digital tools can be 
especially effective at engaging students in new practices and at energizing an old 
lesson.


Creative Writing
Digital Tool Description Potential Use Tool Example


Comic Strips A tool for 
communicating 
stories and ideas 
with text and 
graphics.


Comic strip tools give 
students a chance to 
develop their creativity and 
imagination as they visually 
conceptualize a topic or 
story.


• Pixton


Digital 
Storytelling 
E-books


An electronic book 
that is shared online. 
An e-book may 
contain multimedia 
components, such 
as photos, video, 
animations, and 
audio.


Students can write a story 
and then bring it to life 
with multimedia features. 
They can share their digital 
story virtually with anyone, 
anywhere.


• iBooks 
Author


• Storybird


Blog A personal Web site 
on which the author 
records opinions 
and adds new 
material regularly.


Students can post 
reflections, questions, 
or evidence of their 
learning. Peers can read 
and comment on other 
students’ blogs to increase 
creativity.


• Edublogs


• Weebly


• Kidblog


Wiki A wiki is a Web site 
where students can 
add, edit, or delete 
it’s content using a 
Web browser.


Students can share their 
creative ideas and writing 
on any topic.


• Wikispaces


• Zoho Wiki


Multimedia 
(Video 
and Audio 
Creation)


A platform 
to showcase 
personalized 
projects that 
develop design skills 
along with content 
knowledge and 
creativity.


Students use multimedia 
tools to create 
presentations that 
incorporate and combine 
different kinds of media 
in creative ways to 
communicate.


• PowToon


• Animoto


• VoiceThread



http://www.intel.com/teachers

http://www.pixton.com/schools/overview

http://www.apple.com/ibooks-author/?cid=wwa-us-kwg-features-com

http://www.apple.com/ibooks-author/?cid=wwa-us-kwg-features-com

https://storybird.com/

http://www.edublogs.org

https://education.weebly.com/

http://kidblog.org

http://www.wikispaces.com

http://www.zoho.com/wiki/website-creation-tool.html

http://www.powtoon.com/edu-home/

http://animoto.com

https://voicethread.com/
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Creative Thinking
Digital Tool Description Potential Use Tool Example


Mind Map A brainstorming tool that 
connects and organizes ideas 
using lines and simple shapes.


Students can use a mind map 
to brainstorm connected 
ideas about a topic, organizing 
divergent ideas and promoting 
original thinking.


• Bubbl.us


• Creately


• Coggle


Infographic A tool that represents data 
in a visual and eye-catching 
display.


Students organize, refine, and 
illustrate ideas and data in 
creative ways.


• PiktoChart


• Visual.ly 



http://www.intel.com/teachers

https://bubbl.us/

http://creately.com

http://www.coggle.it

http://piktochart.com/

http://visual.ly/
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Terms of Use
Intel® Transforming Learning Facilitation Guide
Before you begin using the Intel® Transforming Learning: Digital Learning 
Fundamentals Facilitation Guide, you must read and agree to the Terms of Use 
below. Intel reserves the right to amend or modify these Terms of Use at any time.


1. Fees: You agree that you may charge a reasonable fee to teachers to participate 
in the Course, provided:


• Such fees are reasonable, and considered usual and ordinary for 
professional development courses provided by Licensee to teachers in its 
jurisdiction, and


• In exchange for such fees, teachers are given, on successful completion 
of the program, credit toward professional development goals and or 
continuing education requirements.


2. Use of the Facilitation Guide: You agree that:


a. You may copy, print, or post to your password-protected Web site content 
from the Facilitation Guide provided:


• Content from the Facilitation Guide is shared only with those who are 
participating in the Course(s) that you are delivering.


• If content from the Facilitation Guide is posted to a password-protected 
site, you will only allow access to Course participants.


• You will not post the Intel copyrighted Facilitation Guide on a Web site 
that is not password-protected or is available to an audience broader 
than your participants.


b.  You are permitted to modify, alter, translate, update, or create derivatives 
of the Facilitation Guide to suit your needs. You agree that a changed or 
updated Facilitation Guide shall be subject to review and confirmation by 
Intel to ensure compliance with these Terms of Use and to protect Intel’s 
copyright, such confirmation not to be unreasonably withheld.


c. You hereby grant to Intel a worldwide, exclusive, royalty-free, perpetual, 
irrevocable license (with the right to sublicense) to the Facilitation Guide as 
adapted by you pursuant to paragraph 3(c) above.


d.  Intel owns and retains all intellectual property rights in the Facilitation



http://www.intel.com/teachers
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Optional Module


Cyber Safety and 
Online Responsibility 
Facilitation Guide
This Facilitation Guide provides information to successfully facilitate Cyber Safety 
and Online Responsibility in a face-to-face group session or in a self-study format. 


The module focuses on teaching the content and skills students need to keep 
themselves and their information safe in digital spaces. As participants complete 
optional and required activities, they will learn important concepts and apply their 
learning to develop resources and tools to use with their students. 


Planning Your Course Schedule
All course Learn, Apply, and Share and Reflect sections require 75 minutes of 
delivery time. Refer to the core module Facilitation Guide for general information 
on how to manage these sections, including course readings and discussions. All 
Try It activities are optional and are not included in the total module time estimate. 
However, it is recommended that participants complete some Try It activities to 
solidify and extend module learning. 


Use the following table to plan for module delivery. Times for all included Try It 
activities must be added to the total time required for delivery.  



http://www.intel.com/teachers
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Course Timing
Optional Module: Cyber Safety and Online Responsibility Estimated Time


Overview 5 min.


Try It: Student Technology Use Concept Map 
Create a visual representation of how students use technology including technology 
types, activities, and potential danger areas.


10 min.


Lesson 1: Cyber Safety Fundamentals 25 min.


LEARN 5 min.


Try It: Testing Password Strength 
Explore strategies to strengthen passwords using a Web site that tests passwords.


5 min.


Try It: Analyze a Privacy Policy 
Examine the privacy policy of a popular education social networking site with a series 
of guiding questions. 


5 min.


Try It: Assess a Web Site 
Use a form to evaluate the quality of a Web site and its information


5 min.


SHARE AND REFLECT 5 min.


Lesson 2: Online Responsibility 65 min.


LEARN 5 min.


Try It: “Let’s Fight It Together” 
Watch a movie showcasing one concrete example of cyber bullying and reflect on or 
discuss the prevalence of cyber bullying.


10 min.


Try It: Online Responsibility Scenarios 
Analyze a series of situations involving students and irresponsible technology 
behaviors.


10 min.


Try It: Explore Resources 
Explore three online resources to support teaching of digital citizenship topics. 


10 min


APPLY 
Develop and prepare lesson ideas and materials to teach a cyber safety or online 
responsibility topic to students.


25 min.


SHARE AND REFLECT 5 min.


Planning Your Delivery
The Cyber Safety and Online Responsibility module can be delivered in a face-to-face or self-study 
format. Choose which format best suits the needs of you and your participants. If you choose to 
facilitate the module in a face-to-face group session, plan for a space that will accommodate the 
size and needs of your group. In addition, review the module and facilitation guide thoroughly 
ahead of time to ensure that you have all required materials and technology prepared. 
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If you are choosing to facilitate the module in a self-study format, plan how you will communicate 
efficiently with participants before, during, and after the completion of the course. Consider 
adopting some of the following ideas to successfully facilitate the module:


 Schedule a brief face-to-face meeting before beginning the module. Cover the course 
objectives, course schedule, and course expectations.


 Create an email list to streamline communications with course participants. 


 Set up an online discussion forum where participants can share learning and questions. 


 Designate a physical space (i.e. white board in the staff room) for communications about the 
module.


 Place participants into pairs for additional learning support.


 Plan a face-to-face meeting after participants complete the module to share results from the 
Apply activity and determine next steps for their classrooms and school. 


Course Facilitation


Overview


In the module overview, participants are introduced to the module content and learning objectives. 
If necessary, demonstrate to participants how to add notes to Classroom Connection document 
while exploring course content.


Overview Facilitation Notes


Try It: Student Technology Use Concept Map


In this activity, participants reflect on how their students use technology and build a concept map 
outlining potential danger areas for students in digital spaces. 


 Decide if your participants will complete the concept map with the technology or offline 
option. 


 Try creating your own concept map to identify possible trouble spots for your participants. 
This will also gather ideas to offer to your participants if they have trouble thinking of ideas 
when starting the activity. 


 For self-study participants, plan a way for them to share their concepts maps with others. 


 Tell participants to save their concept maps for the final Share and Reflect activity.



http://www.intel.com/teachers
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FACILITATION TIP


The concept map activity is an excellent opportunity to generate interest in the module content 
and access participants’ prior knowledge about digital citizenship topics. The module learning will 
be more meaningful and relevant to participants if they can connect it to their schools, classrooms, 
and students. 


Lesson 1: Cyber Safety Fundamentals
In this lesson, participants examine a series of steps technology users can take to minimize 
online threats to their information and safety. The presented information is valuable to all users 
of technology, not just students. Encourage your participants to reflect on and discuss their own 
technology practices while also considering how to best deliver the content to their students. 


The Try It activities in the lesson can also be used as learning opportunities for students. Consider 
asking participants to review the optional Try It activities later with their students in mind if you are 
not allotting time during the module.


 Carefully read over the lesson, noting any areas you would like to emphasize.


 Select the optional Try It activities you want participants to complete.


Lesson 1 Facilitation Notes


LEARN 
Try It: Testing Password Strength


Participants use a Web site that tests password strength to try out strategies for creating more 
secure passwords. 


 Prior to facilitating the Try It, preview howsecureismypassword.net to see how it works.


 Consider navigating to 10,000 Most Common Passwords for some background information to 
share with participants.



http://www.intel.com/teachers

https://howsecureismypassword.net
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Try It: Analyze a Privacy Policy


In this activity, participants examine the privacy policy of Edmodo, a popular education social 
networking site, using a series of guiding questions. 


 Review the Edmodo privacy policy ahead of time to prepare for participant questions.


 Consider extending the activity by comparing Edmodo’s privacy policy to a non-education 
social media site’s privacy policy. Two possible options are:


• Facebook


• Twitter


FACILITATION TIP


Many participants may have personal connections to social media privacy issues. If the conversation 
steers in that direction, allow participants to share and reflect on their own stories while 
encouraging them to consider how their students might be grappling with similar experiences.  


Try It: Assess a Web Site


Participants use a form to evaluate the quality of a Web site and its information. 


 Explore the Web site ahead of time. The Web site contains false information on biomes. 
Encourage your participants to think like their students during this activity and consider 
whether or not students would be able to discover the hoax on their own. 


 Consider giving participants extra time to find hoax Web sites for their own subject areas to 
use with students. 


 Extend the activity further by having participants use the evaluation form to assess a Web site 
they commonly use containing more reliable information. 


SHARE AND REFLECT


In this reflection and discussion exercise, participants relate what they have learned about staying 
safe online and how they can best transfer this learning to their students. 


 Plan to give participants time to review their notes and the Steps to Cyber Safety Checklist.


 Encourage learners to save the Steps to Cyber Safety Checklist for quick reference and to 
share with students.


 Consider asking self-study participants to share with learning partners or add to an online 
discussion forum.



http://www.intel.com/teachers

https://www.edmodo.com/corporate/privacy-policy?language=en

https://www.facebook.com/about/privacy/
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http://www.idiotica.com/cranium/encyclopedia/content/biomes.htm
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Lesson 2: Online Responsibility
In the second part of the module, participants learn how to use technology responsibly. The lesson 
first focuses on cyber bullying and then explores other irresponsible online behaviors. At the 
conclusion of the Learn section, participants explore strategies to promote responsible technology 
use before exploring online curricular support resources. 


 Carefully read over the lesson, noting any areas you would like to emphasize.


 Select the optional Try It activities you want participants to complete.


Lesson 2 Facilitation Notes:


LEARN


FACILITATION TIP


This module dedicates more time to cyber bullying than to the other topics. Before the facilitation 
begins, anticipate the needs of your participants and their students and think about any of the other 
irresponsible behaviors that might require additional attention.  


Try It: “Let’s Fight It Together”


Participants watch a movie showcasing one concrete example of cyber bullying and reflect on or 
discuss the prevalence of cyber bullying in their classrooms and student community. 


 Preview the video.


 Plan time to allow learners to reflect on or discuss how they might use the video in their 
classrooms.


Try It: Online Responsibility Scenarios


Participants read through a series of situations involving irresponsible technology behaviors and 
think of actions that could prevent the scenario from occurring or deal effectively with the scenario 
in its aftermath. 


 Preview Online Responsibility Scenarios [Resources/Online-Responsibility-Scenarios]. The 
document is interactive. If necessary, model how to take notes in the designated areas. 


 Decide if participants will complete the activity individually, in pairs, or in groups.


 Many scenarios don’t have a clear solution. Plan to give teachers ample time to share their 
ideas and learning from each scenario.


 Consider asking your self-study participants to share their documents with learning partners.



http://www.intel.com/teachers
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Try It: Explore Resources


Participants explore three online curricular resources to support teaching of cyber safety and 
online responsibility topics to their students. 


 In addition to the three sites listed in the module, consider other digital citizenship resources 
that might be made available to your participants.  


APPLY 
Teaching Cyber Safety and Online Responsibility


In the apply section of the module, learners develop and prepare lesson ideas and materials to 
teach a cyber safety or online responsibility topic to students.


 Give your participants sufficient time to review their notes and choose a topic that is most 
concerning to them. 


 Prompt participants to record notes from their learning in the Classroom Connection 
document.


 Decide whether you want participants to work independently, in pairs, or in small groups. 


 Preview the three online resources. If one is more applicable to your participants, choose 
the resource you want your students to utilize. Choosing the resource ahead of time will also 
shorten time needed for exploration. 


 Plan for how participants will share their lessons. Consider scheduling a brief face-to-face 
session for self-study participants to share and get peer feedback on their ideas.


SHARE AND REFLECT


Participants review the initial concept map they created at the beginning of the module and reflect 
on and discuss module learning. 


 Plant to give participants time to review their concept maps.


 Participants may bring up questions or concerns that were unanswered. As a group, consider 
steps to make sure all topics are fully addressed.


 With your participants, create a list of take-away actions to try in their classrooms and schools. 


 Consider scheduling a follow-up meeting for participants after they have had the chance to 
implement course learning in their classrooms. 



http://www.intel.com/teachers
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Analyzing Film and Video 
Think about the following questions while you watch a movie or video that you want 
to find meaning in. Be sure to add your own good questions as they occur to you.


1. Before you watch the video, what do you think you will see in it? Why? Where 
did your expectations come from? What effect might those previous experiences 
have on how you think about the video?


2. What do you notice about the components of the video and what might they tell 
you about its purpose and meaning?


• Camera angles


• People


• Lighting


• Narration


• Editing


• Music


• Sound


3. What is the theme/purpose/message of the video? What details about the video 
gave you that impression?


4. Who do you think is the intended audience for this video? What details give you 
that impression?


5. How would you evaluate the effectiveness of this video at communicating its 
message?


6. What conclusions can you draw about the life and times of the people who 
created this video? 


7. Summarize the main points of the video.
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Creative Classroom  
Self-Assessment
This creative classroom self-assessment can help you determine how well your 
classroom currently encourages creativity and what modifications you could 
implement to make it more supportive.
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Instructional 
Design


I design open-ended 
learning activities.


I design activities that put 
my students out of their 
comfort zone without fear 
of failure.


I promote content learning 
through questioning.


My students have choices 
in their learning.


My students engage in self-
directed learning.


I incorporate a variety of 
collaboration methods (for 
example, brainstorming, 
peer-to-peer, and 
mentoring).


I focus my teaching on my 
students’ strengths and 
interests.


I model how to think about 
the thinking process.


I ask my students to come 
up with new and unusual 
solutions to a problem.


My students discover new 
learning through inquiry 
and experimentation.
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Assessment


My assessments include creativity 
indicators. 


My assessments evaluate the process 
in addition to the product.


I use self-assessments and personal 
reflections.


I value my students’ failures as well 
as their successes.


Student 
Attitude


I encourage my students to ask 
questions.


I encourage my students to take 
sensible risks.


I encourage my students to imagine 
other viewpoints and question 
assumptions.


My students are not afraid to fail.


My students are intrinsically 
motivated to learn.


Classroom 
Culture


I allow time and space for 
experimentation.


I allow time for creative thinking.


I allow mistakes and reduce 
consequences for failure.


I place value on creative efforts.


I accept divergent ideas in my 
classroom.



http://www.intel.com/teachers





Intel® Transforming Learning Course


DIGITAL LEARNING FUNDAMENTALS


3www.intel.com/teachers
 Copyright © 2014 Intel Corporation. All rights reserved. Intel and the Intel logo are trademarks of Intel Corporation in the U.S. and/or other countries. *Other names and brands may be claimed as the property of others.


Creative Classroom Checklist


Creating a Learning Space that Fosters Creativity
  Are there zones of privacy that are connected to the activity throughout the larger space?


  Is the furniture easy to move and rearrange to accommodate a variety of activities, both 
independent and in small groups?


  Is there an emphasis on shared areas, with more whole-group and small-group space to create 
a sense of community?


  Is the classroom organized and free of clutter?


  Are the furnishings comfortable?


  Are there well-designed traffic pathways to help students move around the classroom safely, 
easily, and responsibly?



http://www.intel.com/teachers
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Optional Module 
Facilitation Guide Template

<title>

This Facilitation Guide provides information to successfully facilitate <title> in a face-to-face group session or in a self-study format. 

The course focuses on <topic>. As participants complete activities, they will learn important concepts and apply their learning to develop resources and tools to use with their students.

Planning Your Course Schedule

All course Learn, Apply, and Share and Reflect sections require <X> minutes of delivery time. Refer to the core module Facilitation Guide for general information on how to manage these sections, including course readings and discussions. All Try It activities are included in the total module time estimate. To shorten the module delivery, Try Its that are not relevant for your teaching community can be skipped. 

Use the following table to plan for module delivery.

		Optional Module: <title>

		Estimated Time



		Overview

		<X> min.



		Try It: <title>

<summary>

		<X> min.



		Lesson 1:<title> 

		



		LEARN

		<X> min.



		Try It: <title>

<summary>

		<X> min.



		Lesson 2:<title>

		



		LEARN

		<X> min.



		Try It: <title>

<summary>

		<X> min.



		APPLY 

<summary>

		<X> min.



		SHARE AND REFLECT

		<X> min.



		Total Time for Module 

		<X>min.







Planning Your Delivery

The <title of module> module can be delivered in a face-to-face or self-study format. Choose which format best suits the needs of you and your participants. If you choose to facilitate the module in a face-to-face group session, plan for a space that will accommodate the size and needs of your group. In addition, review the module and facilitation guide thoroughly ahead of time to ensure that you have all required materials and technology prepared. 

If you are choosing to facilitate the module in a self-study format, plan how you will communicate efficiently with participants before, during, and after the completion of the course. Consider adopting some of the following ideas to successfully facilitate the module: 

· Schedule a brief face-to-face meeting before beginning the module. Cover the course objectives, course schedule, and course expectations.

· Create an email list to streamline communications with course participants. 

· Set up an online discussion forum where participants can share learning and questions. 

· Designate a physical space (i.e. white board in the staff room) for communications about the module.

· Place participants into pairs for additional learning support.

· Plan a face-to-face meeting after participants complete the module to share results from the Apply activity and determine next steps for their classrooms and school. 

Course Facilitation

Overview 

In the module overview, participants are introduced to <topic>.

Overview Facilitation Notes:

Try It: <title>

<summary>

<notes to facilitator>

Lesson 1: <title>  

In this portion of the module, participants <topic>

<notes to facilitator>

Lesson 1 Facilitation Notes

		







LEARN

Try It: <title>

<summary>

<notes to facilitator>

Lesson 2: <title>  

In this lesson, participants <topic>.

<notes to facilitator>

Lesson 2 Facilitation Notes

		





LEARN

Try It: <title>

<summary>

<notes to facilitator>

APPLY 

<summary>

<notes to facilitator>

SHARE AND REFLECT 

In this reflection and discussion exercise, participants <topic>.

<notes to facilitator>
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