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Activity 1. Information Literacy Quiz
How much do you know about information literacy?

Take the following quiz to see if you are:

Somewhat Savvy (0-5 points)
Moderately Savvy (6-10 points)
Downright Nerdy (10+ points)

1. List 4 major search engines and a major directory.

2. What is a blog?

3. Why might you use quotation marks when conducting a search?

4. URL is an acronym for...

5. Identify three Boolean search terms.

6. How do you find the owner or publisher of a Web site?
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7. Identify these extensions and what they represent:

.org .com
.sch k12
.edu .gov
.ac .net
.mil .co

8. How do you find out who is linked to your school’s Web site?

9. What clues in a Web address might indicate you are on a personal website?

10. How would you conduct a search for the following: a list of Web sites of all the academic institutions
in South Africa? (Hint: South Africa’s country code is .za)

11. How do you find the history of any given website?

12. How would you conduct a search for the following: US higher education Web sites that contain the

word turtle?

13. How do sites get to the top of a result list in Google?

1. List 4 major search engines and a major directory.

We won’t attempt to list them all here. For a list of search engines, directories, meta-search engines and
all their functions, check www.searchenginewatch.com or
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http://searchenginewatch.com/resources/index.php

2. What is a blog?
Blog is short for weblog — it is literally a log of the Web.

3. Why might you use quotation marks when conducting a search?
Use “quotation marks” to ensure your keywords appear in your search results in the order you have
specified. You would use them if you wanted to research a given phrase. For example, if you conduct a
search for global warming, a search WITHOUT quotation marks would find sites that include the words
“global” AND “warming” — the words do not have to appear together and you will get more hits than
you probably want.

4. URL is an acronym for...
Uniform Resource Locator

5. Identify three Boolean search terms.
AND, OR, NOT

6. How do you find the owner or publisher of a Web site?
Go to www.easywhois.com and enter the URL of the site you would like to research or search the site
for information on the owner or author in areas such as About Us.

7. Identify these extensions and what they represent:

.org - organization

.com - company

.sch —school (used outside of US)

.k12 —most US school sites

.edu — US higher ed

.gov — US government (add country code for outside US)

.ac — higher ed outside of US usually used with country code, example, “.ac.uk”
.net - network

.mil — US military

.co — Company (if paired with a country code, example “.co.uk,” the state of Colorado or the country,
Columbia)

8. How do you find out who is linked to your school’s Web site?
Go to Alta Vista: www.altavista.com and do a link: command search. In the search box type link:your

school’s address.

9. What clues in a Web address might indicate you are on a personal Web site?
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Look for a tilde “~” or the “%” sign or a personal name “jdoe” or the word “user” after the domain name
and the first forward slash “/“

10. How would you conduct a search for the following: a list of Web sites of all the academic
institutions in South Africa? (Hint: South Africa’s country code is .za)
Go to Alta Vista: www.altavista.com and type host:ac.za in the search box

11. How do you find the history of any given Web site?

Use the Wayback Machine. Go to www.archive.org and type the URL of the web site you would like to
research into the search box.

12. How would you conduct a search for the following: US higher education Web sites that contain the
word turtle.

Go to Alta Vista: www.altavista.com and type “host:edu + turtle” in the search box.

13. How do sites get to the top of a results' list in Google?

One factor Google uses to rank sites is popularity. It counts the number of links from sites all around the
Web. For example, if a large number of sites has a specific keyword somewhere on their Web site along
with a link to a particular site, Google counts the number of times the keyword appears along with the
number of links to a particular site. The higher number of links to a site, the higher Google will rank that
site on a list of results. There are several additional factors as well, including but not limited to the title
of the site, the site’s meta information and the actual content of the site.
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The5Wsand an H of Web Site Evaluation
Who

Who wrote the pages and are they experts?
Is a biography of the author included?

How can you find out more about the author?

What

What does the author say is the purpose of the site?
What else might the author have in mind for the site?

What makes the site easy to use?

When

When was the site created?

When was the site last updated?

Where

Where does the information come from?

Where can | look to find out more about the producer/sponsor?

Why

Why is this information useful for my purpose?
Why should | use this information?

Why is this page better than another?

How

How will I use the information in the classroom to improve instruction?
How will my students use the site?

How will the information make a difference?
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Activity 3: Notes on the Resear ch

» How does andragogy support the integration of technology?

» Identify one important concept you learned from the article.
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Activity 4. Evaluation of Guided Tours

Content Area

Name of Guided Tour

Online Activities ___Yes __ No Lesson Plan Yes __ No

Brief Description of the Guided Tour

| would use this guided tour . ..

| would not use this guided tour . ..
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Activity 5: Evaluation of Online Museum Tour

The online museum that | liked best was:

The reasons that | liked my selected museum tour was:

| would use a museum tourto...
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Activity 6: Evaluation of Scavenger Hunt

The scavenger hunt that | used was . . .

The reasons that | liked the scavenger hunt that | selected was . . .

| could use scavenger huntsto. ..
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Using Task Cardsto Organize Instruction

You have found a great site to use in your classroom instruction and want to have students or pairs of
students to go to the site. Or, you had your class working on a site and a student who was absent has
returned and needs to catch up. Perhaps you are trying to differentiate the learning environment in your
classroom and want some students working on the site while others work on other activities. Sound
familiar?

If so, a simple recommendation to assist you in all three of these scenarios is to create task cards. A task
card is a developed activity for a specific website that you are using with your class.

The following is an example of a task card for a science activity:

Task Card — GED Science: Physics
Topic: Recognize simple machines (i.e., inclined plane, lever, and pulley)

Website URL: http://www.edheads.org/activities/simple-machines/index.htm

Activity: You will need a pencil and paper for this activity. To begin, click on the button that looks
p

START!

like this picture: Move your mouse on the House. Select one of the places to visit.
Click on the Start button to begin. Identify the Simple Machines by clicking on them. Answer the
guestions that go along with the items you clicked. Click on the Continue button at the bottom
until all questions are answered. Now click on another item. Take notes of the different types of

machines and objects that you identify.

Follow-Up Activity: Go back to your seat and draw three types of simple machines that you
found in the lesson. Make a list of the six different simple machine types. Name three items in
your own home that are simple machines. When you are done, place your work into the work
basket.
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Parts of a Task Card

Header and Topic, Standard or Performance Indicator — This information is to help you in organizing
your task cards as you make more of them. If you teach GED Mathematics, you may wish to identify the
card with a performance standard related to the task. If you teach ESL Citizenship, you may wish to
identify the card with the question number from the Citizenship Test packet.

Task Card — GED Science: Physics

Topic: Recognize simple machines (i.e., inclined plane, lever, and pulley)

Web Address of URL (Uniform Resource Locator) — When you select a website for your students to use
to complete their task, go right to the site. Do not link to a first page and expect your students to follow
the links to get to the correct page. If your students cannot easily type the URL, you may wish to put it
on the Links Toolbar before sending your students to the computer.

Website URL: http://www.edheads.org/activities/simple-machines/index.htm

Activity to Be Performed at the Site (Student’s Task) — This is the main purpose of the task card. Make
sure that this section is complete. The task card will act as your “representative” while you are working
with other students. Include all of the information that you would tell a student about their task if you
were standing behind them as they worked. Require your students to record information as they click or
read their way through their activity. If all they do is read and click, it is likely that they will get little out
of their time on the computer. Make their work meaningful, don't do this as busy work but require that
the information that they are reading goes “through their eyes and out their fingers.” Students will
retain more of the information you want them to learn if they are actively involved.

Activity: You will need a pencil and paper for this activity. To begin, click on the button that looks

Click Hare fo

| DISTART!

like this picture: Move your mouse on the House. Select one of the places to visit. Click
on the Start button to begin. Identify the Simple Machines by clicking on them. Answer the
questions that go along with the items you clicked. Click on the Continue button at the bottom until
all questions are answered. Now click on another item. Take notes of the different types of

machines and objects that you identify.

Follow-Up Activity to Reinforce the Concept — This is the second most important part of the Task Card.
In your classroom, you don't introduce a topic and then drop it. When you have students complete
computer-based activities don’t “drop the activity” either. Always include a follow up classroom activity
on the task card and then assign homework which reinforces the same concept.
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Follow-Up Activity: Go back to your seat and draw three types of simple machines that you found
in the lesson. Make a list of the six different simple machine types. Name three items in your own
home that are simple machines. When you are done, place your work into the work basket.

The following template is designed to print on index cards. The full-sheet template on the following page can be
used if you prefer to store them in a notebook, or if you require more space than a single 5 x 8 index card to give
complete instructions to your students.

Task Card: Subject

Topic:
Website URL:

Activity:

Follow-Up Activity:
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Task Card: Subject

Topic:

Website URL:

Activity:

Follow-Up Activity:
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complete the 3-2-1 Chare

3 things| found out from this wor kshop

2 thingsthat interested me

1 question | still have

Goonen & Pittman-Shetler Page 16



My Final Assignment: Integrating My Activities
Create a file folder for your final assignment. Label the folder with your full name. The following items
should be included in your electronic file for submission as your final project.

Assignment 1: Jeopardy Game
In your electronic file, copy the Jeopardy game that you created as part of the first workshop in the
series.

Assignment 2: PowerPoint Presentation including: graphics and one or

more audio and video clips

In your electronic file, copy the PowerPoint presentation that you created as part of the first workshop
in the series. Your PowerPoint of 6-8 slides should include at least one clip art selection, one animated
gif, and one audio or video file. Make sure that you include the audio and/or video clips that you
inserted into your presentation.

Assignment 3: Task Card

Identify one of your favorite websites that you use with students. Complete a student task card based
on an activity from the site. Insert the electronic version of the task card into your file folder. Also make
copies of the task card to share with your cohort group at your final meeting.
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Andragogy and Technology: Integrating Adult Learning Theory As We

Teach With Technology

Dolores Fidishun, Ed. D.
Penn State Great Valley School of Graduate Professional Studies
Abstract

Introducing technology into the curriculum means more than just “making it work.” The principles of
adult learning theory can be used in the design of technology-based instruction to make it more
effective. Malcolm Knowles’ theory of andragogy allows teachers to structure lessons which are part of a
relevant learning environment for adult students.

Introduction

Higher education has given priority to the integration of technology into the curriculum. As this has
occurred, institutions are faced with the many issues that surround making the lessons succeed
technologically. Faculty must spend time learning how to use the technology and ensuring that
adequate institutional support is present to make the technology work. It is, therefore, easy for the
instructional design of such curricula to be put on the side while we get technology issues “under

|II

control.” Faculty need to focus on learning theory in the design of instructional technology so that they
can create lessons that are not only technology-effective but that are meaningful from the learner’s
standpoint. Malcolm Knowles’ theory of andragogy outlines effective methodologies for adult learning.
When this theory is integrated into the design of technology-based learning environments it is possible
to create lessons that not only serve the needs of students to use the latest technology but also focus on
their requirements as an adult. Andragogy includes ideas such as an adult’s readiness to learn, the role
of the learner’s experiences, the faculty member as a facilitator of learning, an adult’s orientation to

learning, and the learner’s self concept.
What is Andragogy?

Andragogy is a set of assumptions about how adults learn. Its roots can be traced back to Alexander
Kapp, a German grammar teacher who used it to describe Plato’s educational theory (Knowles, Holton,
and Swanson 1998, 59). It appeared again in 1921 when another German, Social Scientist, Eugen
Rosenstock claimed that “adult education required special teachers, special methods, and a special
philosophy.” (Knowles, Holton, and Swanson 1998, 59) There is evidence that discussion of andragogy
continued in Europe until Dusan Savicevic, a Yugoslavian adult educator, first discussed the concept in
the United States. Malcolm Knowles heard about the term and in 1968 used it in an article in Adult
Leadership. From that point on, Knowles has become known as the principle expert on andragogy
although numerous adult educators including Brookfield (1986), Mezirow (1991), Lawler (1991) and
Merriam (1999) have addressed the concept and/or discussed how it can be used to facilitate adult
learning.

Technology and the Assumptions of Andragogy
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Knowles, Holton and Swanson (1998) discuss six assumptions of andragogy. Following are expanded
definitions of those assumptions with their implications for technology-based instruction:

The Learner’s Need to Know

Adults need to know why they should learn something. Under the more standard pedagogical model it
is assumed that the student will simply learn what they are told. Adults, however, are used to
understanding what they do in life. They want to know the reason they need to learn something or how
it will benefit them. This may be accomplished before students even engage technology, such as if a
Spanish class is required to fill a language elective to complete a degree, however, it is wise for the
faculty member to help students understand how what they will learn will be of use to them in the
future. The required Spanish language lessons will be more affective if the student feels that it will
increase her/his ability to understand a bilingual colleague on the job.

One way to help students see the value of the lessons is to ask the student, either online or in an initial
face-to-face meeting, to do some reflection on what they expect to learn, how they might use it in the
future or how it will help them to meet their goals. Patricia Lawler (1991, 36) suggests that these goals
and expectations can be used throughout the program to reinforce the importance of learning activities.
The design of technology-based lessons can incorporate not only the students’ original reflections but
can solicit feedback about the relevance of the ongoing learning process throughout the course. It is
incumbent upon the instructor to review these reflections and to adjust the technology or suggest an
individual lesson structure to more effectively meet student needs.

The Learner’s Self-concept

Knowles, Holton, and Swanson emphasize that “adults resent and resist situations in which they feel
others are imposing their wills on them.” (1998, 65) In spite of their need for autonomy, previous
schooling has made them dependent learners. It is the job of the adult educator to move adult students
away from their old habits and into new patterns of learning where they become self-directed, taking
responsibility for their own learning and the direction it takes. Technology is a perfect path for the
facilitation of self-direction. The ultimate ability of initiatives such as web-based learning to be non-
linear allows an adult to follow the path that most appropriately reflects their need to learn. It becomes
extremely important for those who are designing technology-based adult learning to use all of the
capabilities of the technology including branching, the ability to skip sections a student already
understands, and multiple forms of presentation of material which can assist people with various
learning styles. All of these can be used to permit students to follow a path of learning that most
appropriately suits them.

There is, however, one final piece that needs to be added when students are learning with technology.
There must be some way to help learners who are still moving into the self-directed mode. Those
learners who are new to adult education or who for some reason have not experienced the ability to be
self-directed learners in the past need a structure which will help them to grow. Particular attention
should be given to students who may not want to spend time outside of a classroom situation; who
prefer to be spoon-fed material during a regularly scheduled session. This type of student may exhibit
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negative opinions of having to use technology as the only means of learning as they will need to take
responsibility and direct their own learning. The instructor must find ways to move these learners into
self-direction by giving them short, directed, concrete online tasks that provide the most “learning for
the experience” to make these adults see the relevancy of online learning.

It is also important that self-directedness not be confused with self-motivation. Although a student may
be motivated to take a course, they may not be self-directed enough to feel comfortable choosing
instructional modules in an online course or creating their own structured environment to learnin a
web-based course.

Encouraging self-directedness may also take the form of additional instructor contact in the beginning
stages of the class or could be facilitated by having students do technology-based modules within a
traditional class before they move to a complete course based in technology.

The Role of the Learner’s Experience

Adults have had a lifetime of experiences. These make adult learners more heterogeneous than younger
learners and also provides an additional base of knowledge that can and should be used in the
classroom or technology-based learning experience. Adults want to use what they know and want to be
acknowledged for having that knowledge. The design of technology-based instruction must include
opportunities for learners to use their knowledge and experience. Case studies, reflective activities,
group projects that call upon the expertise of group members and lab experiments are examples of the
type of learning activities which will facilitate the use of learners’ already acquired expertise.

An important corollary to the experience that adults bring with them is the association of their
experiences with who they are. Their self-identity including habits and biases are determined from their
experience. It is for this reason that those developing technology-based instruction for adult learners
need to create opportunities for what Jack Mezirow calls “reflective learning.” (1991, 6) As Mezirow
states, “reflective learning involves assessment or reassessment of assumptions” (1991, 6) and
“reflective learning becomes transformative whenever assumptions or premises are found to be
distorting, inauthentic or otherwise invalid.” (1991, 6) Reflective learning activities can assist students in
examining their biases and habits and move them toward a new understanding of information
presented. Using web-based or other technologies to have students reflect on learning activitiesor to
put themselves in a different character in a case study or scenario may cause adults to reevaluate
already learned information or patterns.

A Student’s Readiness to Learn

Adults become ready to learn something when, as Knowles explained, “they experience a need to learn
it in order to cope more satisfyingly with real-life tasks or problems.” (1980, 44) It is important that
lessons developed in technology-based opportunities should, where possible, be concrete and relate to
students’ needs and future goals. These may be adapted from the goals of the course or learning
program but can also grow out to the requests for student expectations that were mentioned earlier. In
addition, an instructor can encourage students’ readiness by designing experiences which simulate

Goonen & Pittman-Shetler Page 21



situations where the student will encounter a need for the knowledge or skill presented. Students in a
personnel management course may not see the need for learning about the Family and Medical Leave
Act but an interactive role play that puts students in the place of a manager who must deal with an
employee’s request for leave due to a child’s illness will help them see how an understanding of the
topic will benefit them in the future.

The Student’s Orientation to Learning

Adults are life, task or problem-centered in their orientation to learning. They want to see how what
they are learning will apply to their life, a task they need to perform, or to solving a problem.
Technology-based instruction will be more effective if it uses real-life examples or situations that adult
learners may encounter in their life or on the job. Allowing flexibility in the design of a lesson will permit
student input on issues that need to be addressed in a class. If students can bring real-life examples of
school discipline challenges to a chat session in an online course on behavior management they will be
anxious to participate and gain the practical experience which will help them to do better at their job.

Students’ Motivation to Learn

While adult learners may respond to external motivators, internal priorities are more important.
Incentives such as increased job satisfaction, self-esteem and quality of life are important in giving
adults a reason to learn. If any of these can be related as part of technology-based instruction adults will
respond more positively. Activities that build students’ self-esteem, or sense of accomplishment
through, for example, the completion of goals or modules that can be checked off in a sequence, may
help motivate completion of a longer lesson. In addition, student’s input into the development of
lessons or in the prioritization of topics covered can help students to take ownership of the learning
process.

Conclusion

To facilitate the use of andragogy while teaching with technology we must use technology to its fullest.
Arguments for the use of technology many times include statements about its flexibility and the ability
of the learner to move through lessons any time, anywhere, and at their own pace. These arguments
also include logical explanations of how a learner may adapt the lessons or material to cover what they
need to learn and eliminate the material that is not appropriate or that they have already learned. To
adapt to the needs of adult students, these definitions of technology-based learning must be utilized to
make its design interactive, learner-centered and to facilitate self-direction in learners.

Educators who are using adult education concepts in the development of their lessons must also
become facilitators of learning. They must structure student input into their design and create
technology-based lessons which can easily be adapted to make the presentation of topics relevant to
those they teach.

If these guidelines are followed, the instruction that is developed will be not only technologically
workable but also effective from a learner’s perspective.
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Notes and Doodles
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