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LETTER FROM THE EDITOR(S)

Keeping up with the world of technology is a full time job - and then some. 
Even when you break it down and just look at the technology that is most 
relevant to education and classrooms, it can still be overwhelming. We rifle 
through a lot of information, attempting to bring you relevant, interesting 
ideas that will help you engage your students, refresh your teaching, and 
make your days more interesting. We like to keep you up to date. And we 
are exceptional rifle-ers. 

This month, at the WWDC: 2012, Apple launched 10 new models for its 
MacBook line, including an all-new MacBook Pro and new retina displays. A 
revamped iOS brings a slightly facelifted Siri to the iPhone and even the 
iPad, and Apple has even launched their own Maps app. A new iPad smart 
cover will protect both sides of the device, and Dictation software will be on 
the new Macs. If you can afford it (see WWDC coverage after the News 
Roundup), then all this should have you pretty excited. 

Many people might appreciate these updates for their more banal tasks - I 
too, appreciate Siri's new ability to rattle off LeBron James' stats while finding 
me the best sushi in town and directing me there via interactive maps 
complete with integrated traffic updates - but the implications for the 
classroom are tremendous. Retina displays showing crisp detail in art 
history class, expanded search functions bringing the most relevant 
information to students quicker than before, and dictation software to get 
everyone using the technology regardless of physical ailment or ability. Not 
to mention those two sided smart covers to keep your classroom's iPads 
from suffering a sad death when your fifth graders drop it on the floor and 
step on it. 

At the end of the month, ISTE (International Society for Technology in 
Education) will be holding their thirty third annual conference and 
exposition in San Diego, CA. There will be model lessons, workshops, 
demos, lectures, and panels to help discover how educators from around the 
world are bolstering their students' learning experiences with technology. 
Expect to hear about the highlights of what we learn from this vast 
community of educators. Hope to see you there!

-Jeff Dunn, Terry Heick, and Katie Lepi



News 
Roundup
iPad Dominates Tablet Demand
It seems that if you want a tablet, you 
probably want an iPad.

According to ChangeWave Research 
posted by CNET, 73% of consumers that 
plan on buying a tablet in the next 90 
days want an iPad.

Disappearing from consumers’ radars 
was the Amazon’s Kindle Fire, having 
fallen from 22% in recent polls to 8%, 
while the Samsung Galaxy Tab was third 
in apparent desirability at 6%.
Read more.

International Society for 
Technology in Education 
Conference (ISTE) June 24-27
In late June, educators will descend upon 
sunny San Diego, California to take in the 
33rd annual International Society for 
Technology in Education.

The conference is dedicated to helping 
“discover how educators from around the 
world are using innovative technologies 
to help students expand their horizons.”

Edudemic will be there taking in the 135 
demos, 300 model lessons, and 500 
exhibitions. If you’re going to be as well, 
let us know on twitter @edudemic!
Read more.

Ithaca College Removes 
Standardized Test Scores From 
Entrance Requirement
While it’s not an entirely new concept, 
another college is rethinking how they 
evaluate an applicant’s suitability for 
schools and programs by making 
standardized test scores optional, and 
encouraging the submission of portfolios.

In the post from Mindshift, Ithaca College 
vice president of Enrollment and 
Communication Eric Maguire says that 
“Standardized test scores add 
remarkably little to our ability to predict a
student’s success beyond what their high 
school 
GPA and course schedule already tell us. 
We believe our new test optional policy 
better aligns with our holistic and careful 
reviews of student applications. We also 
believe the policy will encourage more 
students to consider Ithaca College and 
help further diversify our applicant pool.”
Read more.

Facebook Falls in Popularity
News out of Facebook, Inc. lately has not 
been good.

Following up on falling stock prices post-
IPO that have cost the company more 
than $30 billion in (admittedly perceived) 
value, an online poll says that 34% of 
users were spending less time
on facebook than they were 6 months 
ago--and their primary reason why?

“Boring.”
Read more.

http://news.cnet.com/8301-13579_3-57447341-37/apples-ipad-favored-among-vast-majority-of-would-be-tablet-buyers/
http://news.cnet.com/8301-13579_3-57447341-37/apples-ipad-favored-among-vast-majority-of-would-be-tablet-buyers/
http://www.iste.org/conference/ISTE-2012.aspx
http://www.iste.org/conference/ISTE-2012.aspx
http://blogs.kqed.org/mindshift/2012/06/will-more-porminent-colleges-abandon-the-sat/
http://blogs.kqed.org/mindshift/2012/06/will-more-porminent-colleges-abandon-the-sat/
http://www.reuters.com/article/2012/06/05/net-us-facebook-survey-idUSBRE85400C20120605
http://www.reuters.com/article/2012/06/05/net-us-facebook-survey-idUSBRE85400C20120605


Understanding Generalizations 
and Stereotypes
What is the difference between a 
generalization and a stereotype?

In a world full of constant streams of 
data--whether digital or otherwise--
generalizations are critical to making 
sense of the world around you. This 
useful cognitive ability allows us to 
categorize unique entities into categories 
that inform us how to think about, use, 
and manipulate them.

These very Platonic ideas are critical to 
perception. The difference between an 
accurate generalization and erosive bias 
is often silent, and depends on a user’s 
self-knowledge and self-assessment 
patterns.

Sally Raskoff addresses these ideas at 
the everydaysociologyblog.com, helping 
to better understand how users think 
about information and information 
sources in the digital age.
Read more.

Google, Samsung Collaborate 
to Update Chromebooks
Google’s Chromebooks, minimalist 
notebooks computers that effectively use 
cloud-based browser apps as an 
operating system, have been slow to 
catch on in their first year on the market.

While it’s possible that the idea is simply 
ahead of its time—or rather too far ahead
—Google has turned to Samsung to 
release an updated version that 
addresses some concerns of first-

generation laptops that would seem to 
have a strong edu-application.

As iPads continue to dominate teacher 
wishlists, the need for rethinking the 
Chromebook—or at least a re-scaling of 
the timeline of its adoption—may have 
arrived.
Read more.

Thomas Edison’s To-Do List
If you’ve ever wanted to know what the 
to-do list of a genius—a historical genius 
at that—looks like, wonder no more.

At brainpickings.org, a cultural mosaic of 
interesting tidbits Edudemic loves, 
they’ve stumbled across Thomas 
Edison’s to-do list from 1888. In his own 
penmanship, no less. It’s soothing to see 
others can’t get by without overly-long 
and dramatic—even ambitious—to-do 
lists.

Among the samples from Edison’s list:
• Cotton picker
• Chalk battery
• Photography through opaque screens
• Ink for blind (this was 60 years after the 

invention of braille)
• Good wax for phonograms
Read more.

News 
Roundup

http://everydaysociologyblog.com/
http://everydaysociologyblog.com/
http://www.everydaysociologyblog.com/2012/05/understanding-generalizations-and-stereotypes.html
http://www.everydaysociologyblog.com/2012/05/understanding-generalizations-and-stereotypes.html
http://www.google.com/hostednews/ap/article/ALeqM5j5m43UX5xurvJNN6W7T6OFa5xwDQ?docId=65630f9f8555448aae87f26ef9dc9578
http://www.google.com/hostednews/ap/article/ALeqM5j5m43UX5xurvJNN6W7T6OFa5xwDQ?docId=65630f9f8555448aae87f26ef9dc9578
http://www.brainpickings.org/
http://www.brainpickings.org/
http://www.brainpickings.org/index.php/2012/06/01/thomas-edison-to-do-list-1888/
http://www.brainpickings.org/index.php/2012/06/01/thomas-edison-to-do-list-1888/


News
Roundup

College Erosion Impacting 
Social Growth
In an age of transformation, flexibility is 
good.

Flexibility comes, in part, from having an 
educated and trained citizenship able to 
fulfill not only workforce demands, but 
seek out happiness and establish healthy 
families with low divorce rates and 
improved literacy modeling in the home.

As cities seek to adapt in this age of 
transformation, that flexibility is lacking 
for some, including Dayton, Ohio, says a 
New York Times article:

“There’s a relentless cycle in which 
knowledge breeds knowledge, but the flip 
side is that many places are left out,” said 
Alan Berube, a senior fellow at Brookings 
who conducted the analysis using 
census data from the American 
Community Survey.
Read more.

Conference on Critical 
Thinking in July
The 32nd International Conference on 
Critical Thinking and Education Reform 
will take place in Berkeley, California July 
21-26.

From their website, “We (have) have 
played a key role in defining, structuring, 
assessing, improving and advancing the 
principles and best practices of 
fairminded critical thought in education 
and in society. Our annual conference 
provides a unique opportunity for you to 
improve your understanding of critical 
thinking, as well as your ability to more 
substantively foster it in the classroom 
and in all aspects of your work and life.”
Read more.

http://www.nytimes.com/2012/05/31/us/as-college-graduates-cluster-some-cities-are-left-behind.html?ref=education
http://www.nytimes.com/2012/05/31/us/as-college-graduates-cluster-some-cities-are-left-behind.html?ref=education
http://www.criticalthinking.org/pages/32nd-international-conference/1070/
http://www.criticalthinking.org/pages/32nd-international-conference/1070/


APPLE BLURS THE LINE
BETWEEN ALL YOUR

ELECTRONICS
Apple has become the most valuable public company for 
a reason. Simply put, they know how to get you to buy 
their stuff. Really well.

At WWDC 2012, Apple announced a slew of new products, updates to others, and even 
quietly killed off a few. Since you’re reading this on an iPad and likely don’t live under a 
rock, I won’t talk to you like you’re not aware of this.

Instead, let’s focus on what Apple’s overall announcement meant. The mega-tech company 
blurred the line between all your devices. You can now text message from your desktop, use 
AirPlay mirroring from your desktop, use complex programs like Photoshop on your iPad, 
or even do complex desktop publishing on your iPhone. 

That’s the future. All your devices will be able to connect you to the same set of resources 
using the same set of tools. Apple, fanatical about vertical integration, is successfully 
building a robust ecosystem that millions of people can’t live without.

So where does that fit into education? 

Simply, Apple’s ability to make all your 
devices into powerful tools is a boon for 
education. 

Can’t afford a MacBook but maybe you 
have an iPod Touch? You can still access the 
App Store, use AirPlay to mirror your 
screen, and do entire presentations using 
Keynote. Got a 1:1 classroom, you can now 
use iCloud to sync all those tablets, use 
them to distribute homework, and have 
students use a home iMac to finish the work 
they started on the iPad.

The line has indeed been blurred forever. 

And if you can afford it, that’s a good thing.



The evolution of the classroom is happening in many ways as you read this. From Gamification to 
Project-Based Learning (PBL), the classroom is changing forever. But let’s dispense with the 
hyperbole, it’s time to take action. That’s why we’ve assembled 10 of the biggest teaching tools of the 
future... that are available right now.

NOW AVAILABLE:
10 Incredibly Powerful 

Teaching Tools of the Future
1. Personalization 
2.Gamification 
3.Connectedness
4.Crowdsourcing 
5.Visuals 

6.Currencies of Learning 
7.Project-Based Learning 
8.Physical & Digital Merge 
9.Social Media 
10.Game-Based Learning

We’ve done our best to 
deliver each of these 10 
tools in a cohesive and 
understandable manner. 

Looking for a way to deploy 
one of the tools? 

How about trying to figure 
out if something like visual 
learning would easily mesh 
with employing social 
media in the classroom? 
(Hint: it’s easy, just check 
the guide on the next page.)

There are plenty of other 
innovative tools coming 
down the pipeline. We’ll be 
there to bring you each one 
and help figure out what’s 
next.



Personalization 

Gamification 

Connectedness 

Crowdsourcing 

Visuals 

Currencies of Learning 

Project-Based Learning 

Physical & Digital Merge 

Social Media 

Game-Based Learning

How Easily Do 10 Big Education Ideas Fit Together?
These 10 tools are great on their own, but how do they fit together? We’ve assembled this chart 

to illustrate which ideas work best together in terms of ease of coordination.
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How music playlists 
are about to rock 
your classroom.

Learning Playlists: 
How Digital Music 

Can Change 
Learning

1



Music Playlists
The idea of playlists became popular 
with the explosion of iTunes and 
YouTube in the last decade.

Before music became digital, it was 
bound by its physical restrictions. 
Record players required users to pick 
up and move the needle, cassette 
players forced users to rewind or fast-
forward to certain songs (the 
humanity), and even CD players 
simply accelerated this process by 
allowing for faster track selection, and 
faster moving across and within 
tracks.

With digital music, listeners could not 
only move more quickly between 
tracks, but could cherry-pick songs 
from certain “albums” to listen to. And 
in any order they wanted. Digital 
music was still only music, but its 
formless nature made it infinitely 
malleable.

No longer were users bound to listen 
to an entire record, or to create 

homemade cassettes. With digital 
music, unique playlists were now 
possible.

YouTube further allowed community 
playlists to be created, where users 
could create a rotation of songs that 
others could listen to. This allowed 
new music to be discovered—made 
listening social before Spotify, Mog, 
and others started to pick up steam 
there, and eased the burden of hand-
selecting the songs yourself if you 
were in a rush. The crowd steps in to 
lend a hand.

So what if we did the same thing with 
learning?

Learning 
playlists 
combine the 
formless 
nature of 
digital content 
with the need 
for unique 
content. 



Digital Learning
Companies like MentorMob have already recognized the potential here, allowing 
for pathways through content to be determined ahead of time by experts—or at 
least experienced users of that content. This essentially made the “cherry-
picking” social.



In formal education, things are obviously a bit different, but not really.

The content is the music. The learning network of peers is the crowd. Educators 
are experts in resources and assessment, providing feedback loops to help 
inform learning results.

And communities become audiences for the music.

With modern digital and social technology, learning playlists are now possible. 
Each learner has access to both the content and the tools to consume content in 
an order that is within their unique Zone of Proximal Development, cultural 
schema, and personal interest.

So how might this work?



1. Break the curriculum
The first step here is that an established 
curriculum—content in some sequence, 
with some inherent priority—is taken 
apart like puzzle pieces. Once in 
fragments, it can then be meaningfully 
reassembled based on personalized 
learning needs: learner interest, prior/
background knowledge, reading level, 
and (diverse) assessment results.

In K-12 in the United States, curriculum 
is already "broken" into learning 
standards, and it is the job of educators 
and curriculum designers to take said 
standards and try to mold them into 
some compelling personal narrative that 
users will hopefully want to consume.

But in an outcomes-based, standards-
driven learning environment, school 
data teams, assessment results, and 
even in-class differentiation are driven 
by individual standards. How you break 
it is up to you: by standard, by 
extracted and prioritized skills, or 
some other criteria entirely.

2. Rethink assessment 
patterns
Once curriculum is broken apart into a 
playlist that is personalized, there needs 
to be some method for that playlist to be 
revised—added to, subtracted from, or 
reordered based on a variety of factors. 
If the playlist is static, it’s little better 
than a pre-formatted, one-size-fits-all 
curriculum.

If assessment is just a tool to inform the 
revision of such playlists, it itself can be 
designed with this in mind. This would 

necessitate that assessment tools--and 
available results-- be more frequent, 
more flexible, and more transparent to 
all members of the learning process. 
Only those with access to “mastery 
results” are suitably informed to make 
such decisions, and in the past this has 
been a single, overworked classroom 
teacher.

3. Empower the learner
To fully realize the potential of learning 
playlists will require the learner to take 
on a central role, and they’ll need 
support here. Educators can feel antsy 
about this, worrying that many students 
don’t know what they know, and giving 
them the freedom to control learning 
pathways and content sequence can 
sound shaky.

But with freedom comes capacity. 
Learning playlists are not licenses to do 
whatever whenever. Learning standards 
are still available as puzzle pieces (if 
desired). Teachers are collaborators in 
developing the playlists—less via 
authority, more on even ground. If the 
playlists and learning results are 
transparent, the teacher is no longer 
solely responsible for every success and 
failure, and can so be relieved of this 
incredible pressure, free to participate 
with the learners as they grow.  

3 Steps to Developing Learning Playlists



Learning playlists combine the formless nature of digital content with the learner’s 
need for unique content. They need not be asynchronous. Fully social collaboration is 
possible within and across the lists. They can be projects, traditional academic work, 
or help inform Place-Based Education.

Of course, they require rethinking of resources, processes, and even the goals of 
learning. There is no single way they look or operate.

Rather, they’re a movement away from rigid sequence towards the just in time, just 
enough, just for me philosophy.

Conclusion



In PBL, Achievements Can 
Encourage Students By 
Clarifying Complexity

2



Whether a letter or a number, any singular alphanumeric expression meant to evaluate a 
student’s understanding or academic performance is problematic. 

In the last several years, numeric evaluations have replaced letter grades in some 
districts, where a student might get a 3 out of 4 rather than a B-, but this can be 
confusing as well. Because the letter grade is such a powerful cultural standard, learners 
and parents immediately take the given number and calculate a corresponding letter 
grade so it makes sense to them. 

And worse, while on any given rubric a 3 out of 4 will usually indicate mastery of critical 
skills and concepts in the assignment, some simple math would seem to indicate this 
“mastery” score is a 75%, which is right on the edge of a D in most districts. 

So while letter grades and numbers are simple and clear--A is good, F represents failure; 
1 is Novice, 4 is Distinguished--each miss the complexity and messiness of the learning 
process, and can ultimately fail the student.



The Role of Grades
Before you can evaluate the 
performance of any grading or scoring 
system, it must be clear what the goal or 
function of such system is. What should 
a “grade” do?

Communicate learning progress to 
educators to differentiate planned 
instruction?

Create transparency for learner 
performance in school for families and 
communities?

Offer the learner immediate feedback on 
a given assignment?

Encourage the student to proceed--and 
exactly how to proceed--when they are 
uncertain?

Communicate cognitive potential to 
higher-ed or professional audiences?

How about document achievements, 
encourage progress, enable self-
assessment and self-correction that is 
immediate and personal, and provide 
broader definitions of academic 
success to families and 
communities?

Research
A study published online in APA's 
Journal of Experimental Psychology: 
General showed that in groups where 
difficulty and failure were explained as 
“normal,” students’ short-term memory 
performed better. When such 
accommodations for difficulty were 
replaced with pressure to perform, 
memory and reading comprehension--
and thus academic performance--
decreased.

Achievements have the ability to 
communicate the nuanced complexity of 
assignments in a way that a rubric or a 
letter grade cannot, while at the same 
time offering mechanics of 
encouragement during critical stages of 
an assignment or project.

“Learning takes time and each step in 
the process should be rewarded, 
especially at early stages when students 
most likely will experience failure," says 
Frederique Autin, PhD, a postdoctoral 
researcher at the University of Poitiers in 
Poitiers, France who helped guide the 
study.



Project-Based 
Learning & Grading
In a typical project, a rubric will be 
offered early on. Teachers will 
communicate the details of the rubric 
and help students understand (or even 
set) goals. Necessary resources will be 
identified, a timeline will be sketched out, 
and project management will essentially 
begin. 

There will usually be checkpoints 
between the project’s inception and 
completion, where feedback can be 
offered and grades can be collected. 
When the project is complete, grades for 
supporting assignments will be 
compiled, the project will be graded 
against the rubric, and a new project will 
begin. 

While a well-planned project may 
continue to resonate, the letter grade 
ends the academic portion of the project. 
The grade is given, communicated to 
students and parents, internalized by the 
students, and then--that’s it. With 
traditional grading, at this point it’s all 
over beyond a single letter as a matter of 
the student’s permanent record. 

Achievements, however, permanently 
extend academic performance by 
connecting all assignments, and making 
all success (and failure) transparent to a 
variety of critical stakeholders. 
Achievements are unique, and are titled 
to communicate exactly what was 
achieved. "Collaboratively revised web 
design with peer group," or "Finished 
journal reflection and posted to blog on 
schedule.

But perhaps most importantly, by 
clarifying the incredible complexity a 
well-conceived project really has, the 
rigor of learning--and the cognitive 
progress learners are asked to make--
are now visible. By offering 
achievements as extremely high-
hanging fruit, not only are high standards 
being communicated, but so is the 
relative challenge of earning that 
achievement.

When a whole system of achievements 
are designed, it can have the total effect 
of genuine academic inclusion. 
Achievements are available for a variety 
of tasks--turning in a pre-project plan on 
time, sharing a revision with a certain 
collaborative group, redesigning a 
sketch in the face of crowdsourced 
feedback, and so on. Achievements 
have an inherent differentiation about 
them that letters and numbers can’t 
hope to duplicate.



Not More Grading, More Communication
What if, instead of a grade, there were 30 achievements for a given project? Let’s say 
they were Platinum, Gold, Silver, and Bronze. Here, these four categories aren’t some 
patronizing, generic redressing of letter grades, but rather a system of academic 
performance, where there are only 2 Platinum achievements, 8 Gold, 12 Silver, and 14 
Bronze.

Platinum achievements are the highest level--a reward not simply for the Gifted readers 
and writers, but for the determined, the innovative, and the collaborative. In this system, 
not all students will earn a Platinum--the project can be completed, and proficiency of 
standards can be communicated without earning this highest level. 

While Platinum achievements are indeed accessible to all learners--they could even be 
differentiated per student to recognize individual interests, goals, or areas for growth--
earning one wouldn’t be automatic. In fact, many projects might be completed without a 
single student ever earning a Platinum achievement. This system would clearly 
communicate to learners that certain components of a given project are very difficult--and 
that the low number of earned Platinum trophies are proof of that. 

And proof that a Platinum is possible.

Not every achievement would have to be standards-based. Early on in a project, they 
could be given for completion of important tasks--establishing a timeline, pitching an idea 
to the group with enthusiasm, paraphrasing a confusing rubric--to not only encourage 
students, but communicate to them their potential, and make micro-success far more 
visible to them than most classroom teachers have the time to manage.



Conclusion
In a system of achievements, each student’s 
“academic tracks” would be visible to everyone--
most crucially to themselves. They wouldn’t be 
forced to make sense of cognitive triumphs or 
gaps on their own through crude, imprecise 
letter grades. Rather, their performance would 
be clearly spelled out in greater diversity--and 
thus greater precision. The nuance of their 
performance would be apparent to everyone--
without patronization, without missing each 
learner’s successes within a project, and without 
ham-fisted evaluations.

They could also be awarded right away, as they 
were earned, helping communicate progress 
and inform instruction, as formative assessment 
rather than summative.

And instead of one grade being given--and one 
story being told--there’d by 40. 

In the July issue of Edudemic Magazine for iPad, we’ll take a look at 3 
strategies for getting this done, and look at some examples of exactly 

what this might look like in your classroom.



lorem ipsum dolor met set 
quam nunc parum

The Essence of 
Connected Learning

http://vimeo.com/37639766
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“There is no longer a promised future for all kids.

If people don't really learn how to learn, and how to engage, 
and be flexible and adaptive, and find communities, and have 
ideas about things they want to do now, we're just really in 
trouble.

“We really think that part of what’s wrong with the current 
educational system and why people talk about it as broken is 
because it’s fundamentally starting with the wrong questions.

The education system now starts with a question of outcomes. 
It starts with “What do we want kids to learn, what are the 
goals, what’s the content, what’s the material we need to 
cover? And then everything is defined by that. It almost 
doesn’t matter who the kid is, so long as we are going on-
pace through the material and through the content, and 
reaching those educational standards and outcomes, because 
that’s our starting point.

Our core question is, What’s the experience we want kids to 
have? So the core question is around engagement, and soon 
as you start with ‘Is the kid engaged?’...then you have to pay 
attention to the kid.

How do you create a need to know in a kid? That’s an 
emotional question. That’s an intellectual question. That’s an 
identity question. And when you start designing learning 
experiences around that, then getting to the content, getting 
kids to engage in core question related to academic core, 
that’s actually the easy part.

In school...we de-contextualize what they’re 
learning...because we’re so focused on these outcomes, that 
we’ve forgotten the learner, and we’ve forgotten that we 
actually have a passion for learning.”

Connie Yowell, Director of Education,
The Macarthur Foundation

Connectedness

“We’re so used to 
giving 

responsibility for 
learning to 

professionals 
instead of looking 

at how it’s a part of 
the fabric of our 
interaction with 

everybody.”

Mimi Ito, 
Cultural 

Anthropologist, 
Digital Media 
and Learning 

Research Hub

Our core question 
is, What’s the 

experience we 
want kids to have? 

So the core 
question is around 
engagement, and 
soon as you start 

with ‘Is the kid 
engaged?’...then 
you have to pay 

attention to 
the kid.

Connie Yowell, Director 
of Education,

The Macarthur 
Foundation



“What we’ve heard from kids over and over again, through all our research is that school’s a node 
on their network of learning. So that they, in fact, are learning everywhere now--in part because of 
digital media, and in part because they always have.

The problem is effective matchmaking. So how does a kid find that mentor, or that peer who is 
going to...support them in developing their interests, making their interests relevant, developing a 
sense of purpose. And it’s not about finding the information anymore. How can we use the capacity 
of these network resources, these social connections, to bring people together who want to learn 
together.

And the model of how can we deliver content more effectively from a single source to many 
listeners, and that’s fundamentally reconfiguring as the problem--and goal--of education.

Our greatest aspiration is that this becomes a kernel of a set of ideas that enable a lot of people in a 
wide range of spheres and fields to take it up and do something with it. It’s about expertise that’s 
widely distributed in our society and culture, and the fact that anybody can help somebody else 
get better.”

Mimi Ito, Cultural Anthropologist
Digital Media and Learning Research Hub
DML Research Network Chair

“Education has been trained for a 
long time that it’s somebody else’s 
job. It’s the job of the schools, it’s 
the job of the teachers--the 
schools can’t possibly bear the 
burden.

All of the spaces--the churches, 
the homespaces, families, the 
neighborhood coffee shop, the 
person online across the world 
that’s doing really interesting 
things, those are all people and 
groups who can help own the 
learning of any young person.

So part of this conversation is 
trying to open up the question of 
who contributes, and who is 
ultimately responsible for helping 
young people survive and thrive, 
and grow up to be curious, 
engaged citizens.”

Katie Salen
Professor, DePaul University
Executive Director, Institute of Play



Connected 
Learning

The Experience of Education Reimagined

DML (a “Digital Media and Learning” project), 
believes in the “the power of participation.”

And they’re creating a new learning model to prove it.

The model is called Connected Learning, and it’s a response to changing face of 
culture as it relates to social and digital media. As technology evolves at breakneck 

speed, models that account for this kind of change are few and far between. Without 
review and revision of how and where students learn, the response is less than ideal: 

either blind adoption of technology, awkward adoption, or no adoption at all.

From the Digital Media and Learning website, Connected Learning “is an answer to 
three key shifts as society evolves from the industrial age of the 20th century and its 

one-size-fits-all factory approach to educating youth to a 21st century networked 
society.”

1) A shift from education to learning. Education is what institutions do, 
learning is what people do. Digital media enable learning anywhere, anytime; 

formal learning must also be mobile and just-in-time.

2) A shift from consumption of information to participatory learning. 
Learning happens best when it is rich in social connections, especially when it 

is peer-based and organized around learners’ interests, enabling them to 
create as well as consume information.

3) A shift from institutions to networks. In the digital age, the fundamental 
operating and delivery systems are networks, not institutions such as schools, 

which are one node of many on a young person’s network of learning 
opportunities. People learn across institutions, so an entire learning network 

must be supported.

http://dmlcentral.net/
http://dmlcentral.net/
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Connected Learning Visual Model



What If All Schools Began 
As Kickstarter Campaigns?

4



Kickstarter is doing something remarkable. The website, which crowd-sources raising 
capital by cultivating a community of “investors” eager to get projects they believe in 
off the ground, reverses the onus for evaluating the potential of an idea from 
seasoned investors to Joe Public. In doing so, it’s allowing for good ideas to be given 
a chance not simply due to their perceived profitability, but by the passion of a user-
base of literal investors. 

Those that invest are given access to the perks of their early adoption, incentivizing 
not only financial contribution, but guaranteeing at least some semblance of a user 
community upon launch. While the long-term viability of such a model is still up for 
debate, anything that shifts old power has to be a good thing. Right? What would 
happen if schools were born this way--through pitching ideas to an attentive public 
who were invested in the project from the beginning? 

1
Innovation would be necessary

If it doesn’t address an existing learning 
problem in some new and innovative way, 
it won’t find an audience. Thinking out of 
the box is mandatory.

2
Transparency would be rewarded

Vague learning models with murky targets 
and shaky plans would be less likely to 
gain traction.

3
Accountability is to investors--and 
investors are accountable

In a Kickstarter model, early adopters are 
rewarded not only with unique access or 
perks, but the accountability of the 
company with the right model. It also offers 
different levels of investment based on 
ability or interest. This tiered-approach 
may or may not work for a school, but the 
idea of ranging accountability--and 
everyone visibly having something to 
lose--is powerful.

4 
Social participation would be 
embedded from the ground up

With users not simply invested in a school 
or learning platform, but immediate users 
of learning platform (whether physical or 
digital), there would be cause to reconsider 
the concept of investor and invested. It 
would also open up the possibility for a 
more level playing field between learners, 
teachers, and communities.

What If All Schools Began As Kickstarter Campaigns?

http://www.kickstarter.com/
http://www.kickstarter.com/


5 Classroom Strategies to 
Honor the Internet’s 

Increasingly Visual Nature
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However, as the amount of data increases exponentially on a daily basis, users can 
often feel more burdened than empowered by all of the content. Skimming, reading, 

evaluating, and choosing the appropriate “action” based on the content is a significant 
undertaking. 

Read it now, later, or never? 

Save or delete? 

Keep for yourself or share?

And if you share, with which platform and to which audience? 

This has yielded a new generation of media that is easier to skim, grasp, and share--
digital media that are no longer limited to sentences and paragraphs, but rather shapes, 
color and form. While charts and graphs have long been a part of literacy skills delivered 
in classrooms--what many English teachers call “Informational Reading”--as the media 

that learners typically consume changes, so are reading patterns.

The takeaway for formal learning institutions is to constantly rethink how to meaningfully 
incorporate visual media into curriculum.

The internet is fast becoming a place of spectacle.

Early transition to the world wide web was marked by text-heavy 
prose while developers struggled for ways to “digitize” old media 

forms. Admittedly, this process is not entirely new. The benefits and 
allure (not always one and the same) of multimedia have been 

leveraged from the beginning by web designers and app developers 
trying to marry the strengths of electronic media and print.

5 Classroom Strategies to Honor the Internet’s Increasingly Visual Nature



1. Let them read it
Let students “read” highly-visual media 
forms. Not only is this a boon for 
struggling readers, but it also creates an 
accessible “entry point” into a topic or 
argument for all readers. They can 
compare and contrast forms and 
innovative uses of modalities, evaluate 
design, and discuss the pros and cons of 
visual media in general on a case by 
case basis--that is, how it served that 
author and their purpose and audience.

2. Let them find it
Part of this process will be for the 
educator to establish their own sources 
of engaging, current “visual data” that 
meets the demand of their content area 
and common instructional strategies. But 
a more important possibility is to allow 
students to identify, send, share, curate, 
and otherwise take an active role in 
sorting through visual media on their 
own. This will allow them to practice 
important thinking and evaluation skills, 
in addition to establishing curating habits 
that parallel their media consumption 
habits--including using apps and 
platforms they feel most natural with. 

3. Let them revise it
Sometimes the best way to acclimate a 
learner to a new idea is to let them 
“experiment” with it, with very few rules, 
and no real goal other than improved 
“literacy” with that idea. Offering students 
existing visual media such as 
infographics and spectrums, and letting 
them “revise” these media for new 
platforms, audiences, and purposes--or 
eve update then with new information--is 
a great way to get started. 

(Not incidentally, this also encourages 
learners to use higher-level thinking 
skills, as revision requires the cognitively-
demanding process of evaluation.)

4. Let them combine it
As the internet continues its current trend 
away from text-heavy prose, it is easy to 
be concerned that “all reading will 
eventually stop.” However, it is not the 
role of the educator to stymie global-level 
cultural trends. What is possible is for 
educators to combine highly-visual media 
with traditional media forms--including 
books, essays, reports, and other data 
that is packaged in ways that promote 
both academic and authentic, real-world 
literacy. And maybe even save the 
reading of good old-fashioned books in 
the process.

5. Let them create it
These strategies have been modeled 
after a clear progression up Bloom’s 
ladder--read, find, revise, and combine. 

By allowing students to transition from 
consuming to producing visual data, 
they’re also transitioning from reading to 
writing. But more importantly, learners 
are given active tasks that require active 
thinking--including design, and the 
relationship between audience, purpose, 
and design.

5 Classroom Strategies to Honor the 
Internet’s Increasingly Visual Nature



Pinterest
The big idea here is curation. Save images from the web--either directly from the 
websites you frequent, or simply from other users’ boards (letting them do the 
scavenging for you).

Instagram
While one can tweet or facebook share images, they are part of a larger tapestry. A 
bigger idea. On instagram (which began as a way for iPhone users to share 
photographs), one follows only images. Quick bites of visual information to scroll 
through as you please. The big idea here, then, is minimalist photoblogging.

Twizgrid
The idea of Twizgrid is a visually pleasing way of automatically aggregating photos 
from twitter--and you don’t even need a twitter account to use it. It takes all of that 
twitter-chatter and strips it away leaving only the pictures behind. (Apparently even 
140 characters is too much to read.)

Infographics
Infographics are not exactly cutting edge, but they’ve becoming popular enough to 
establish their own kind of ecosystem. As a genre, the point of infographics is to 
overlay very terse alphanumeric data over otherwise highly-consumable charts, icons, 
and very visual information, pleasing to both your left and right brain.

Spectrums
Spectrums are similar to infographics, in that they allow for a lot of information to be 
demonstrated visually. On most spectrums however, there is usually some kind of 
increased structure--often an X and Y axis that can be used creatively by the designer. 
This format allows them to be easily skimmed, and the data in them to be extracted 
more efficiently.

5 Classroom Strategies to Honor the 
Internet’s Increasingly Visual Nature
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Currency is something of value, or 
something that represents value. 
Knowledge, gold, respect, or 
social media following all 
represent kinds of currency. And in 
2012, the currencies in learning 
are changing.

Learning is evolving--and not 
simply by the tools that actuate 
it.

The process of adopting new 
learning domains and materials 
has exposed the need for new 
skills. It is debatable whether or 
not such skills need to be 
expressly taught, or if they’re 
simply the residue of intense, well-
designed learning experiences.

Whether or not they’re old learning 
with a new coat of paint, or 
genuinely represent a paradigm 
shift in learning priorities, it is 
difficult to doubt their constant 
application in a 21st century world 
that is connected, digital, omni-
social, and multi-faceted 

No longer is it considered 
sufficient to teach children to 
simply read and write, and fill in 
the middle with discrete facts 
about history, mathematics, and 
scientific processes. There are 
new skills--or newly underscored 
concepts--that transcend content 
areas, in this way functioning as 
natural pathways out of old 
thinking.

Evolving Currencies of Learning6
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If 1995 saw students move from class to class to learn math, science, and language 
arts, evolved currencies--new “players” in the game of learning--allow barriers 
between these content areas (and even grade levels), to dissolve. These currencies 
have been tossed around educational banter for years now, movingly so by Ken 
Robinson’s “Changing Educational Paradigms.” Creativity, problem-solving, 
collaboration. This is not new.

But what might be new is recognizing that they aren’t just singular ideas worth our 
pursuit or emotionally-charged endorsement, but rather mechanisms that can connect 
an infinite number of topics. One can problem-solve across and within topics formerly 
thought of as “science” and “history,” and moving between them both moves them 
beyond academia, and back to the “real world.” This is possible because flexible 
cognitive and creative capacities are on stage, not rigid facts or even thematic 
essential questions that are content-limited. 

They are content-infinite.

Evolving Currencies of Learning

http://www.youtube.com/watch?v=zDZFcDGpL4U

http://www.youtube.com/watch?v=zDZFcDGpL4U
http://www.youtube.com/watch?v=zDZFcDGpL4U
http://www.youtube.com/watch?v=zDZFcDGpL4U
http://www.youtube.com/watch?v=zDZFcDGpL4U


Practices of 
Project-Based Learning
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With the innovation occurring at such a dizzying rate in the technology world,
education itself is lagging awkwardly behind. But it does beg the question: 

What would a 21st century education look like? 
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Any single answer is likely too narrow, or too 
abstract. Above all, education must result in 
personal and social change, beginning with 
self-knowledge and an honoring of nuanced 
interdependence with ideas and people around 
you.

Project-Based Learning is one response. 

Project-Based Learning is a planning 
framework that anchors activities and 
assessments around tasks that are broad in 
duration, scope and depth. These projects 
become focal points for the learning, allowing 
students to practice, play, and demonstrate 
mastery of skills, concepts, or even purely 
academic standards. 

The beauty of PBL lies in its flexibility--its 
potential “volume.” With the structure of a 
project, almost anything can occur. Not 
coincidentally, in the professional world it is 
through projects that ideas become reality. 
These require vision, planning, collaboration, 
and execution. 

But what would that look like in the classroom? 
In a well-designed project, what might we see 
students do?



Can You Use Both 
GBL & PBL  Concurrently?

By Andrew Miller

Project-Based Learning 
and Game-Based 
Learning are two 
emergent instructional 
models that quickly are 
becoming adopted 
internationally. They are 
excellent for engaging 
students and for 
reframing exactly how 
content is being learned. 
Just as a game balances 
playing with the content 
and learning it, a PBL 
project asks students to 
investigate and construct 
knowledge in new and 
innovative ways. 
Wouldn’t it be great to  
use both GBL and PBL in 
the classroom, perhaps 
concurrently? It’s not as 
easy as it seems. Yes, 
there are ways to utilize 
both GBL and PBL 
concurrently, but it 

depends on intentional 
levels of implementation.

Both PBL and GBL share 
similarities. Both create a 
“need to know” the 
content, either to perform 
well in a game or to 
create an authentic 
product. Both hold the 
individual accountable for 
the learning as well as 
personalize it. Both 
provide ample 
opportunities for 
differentiation of 
instruction and “just in 
time” information . Both 
create an environment 
where learning is 
situated. However, there 
are some differences as 
well. 

PBL is a model, which 
encompasses the 

traditional and day to day 
activities. From socratic 
seminars to lectures and 
videos, all activities are 
used to arm students 
with the knowledge and 
skills to perform well on 
the project. If you need 
an introduction to Project 
Based Learning, I 
recommend a video by 
the Buck Institute for 
Education.  GBL similarly 
can be a model, but it 
can also be implemented 
as an activity. It all 
depends on the level of 
implementation for GBL 
you want to do.
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GBL as Content Lessons - You might 
use a game to teach students content, 
or have them practice with the content. 
This level of GBL implementation is 
highly effective within a larger PBL 
project. Perhaps students are making 
recommendations to a senator about 
policies surrounding a local or national 
issue. In order to do that, they might 
play LawCraft to practice learning about 
laws. Whether a serious game or a 
game that doesn’t necessarily push out 
content, you can use GBL lessons 
throughout a PBL project to vary 
instruction and continue momentum.

GBL to Teach 21st Century Skills - In 
addition to content, games can teach 
and assess 21st century skills. A prime 
example is collaboration. Students often 
collaborate to be successful in games. 
Whether teaming in WoW to raid, or in 
HALO to take down the enemy team, 
players are collaborating to perform a 
task in the game. You can use games to 
help students reflect, connect, and learn 
about collaboration. PBL leverages 21st 
century skills, like collaboration, as 
critical to learning. 21st century skills 
are not only taught, but assessed a 
PBL project. Teachers can use games to 
help students learn and practice a 
variety of 21st century skills.

GBL as a Model - This is commonly 
referred to as the Gamification of 
Education, when you take gaming 
elements and apply them to the whole 
model of instruction. Quest 2 Learn is 
the leading example of a school that has 
used gamification to transform the 
model of instruction. Using elements 
such as badges, avatars, leader boards, 

quests and like, students are engaged 
in an intense unit of instruction that is 
run like a game. This model does not 
reconcile well with PBL, for obvious 
reason. They are both models. Since 
both are quite different in approach and 
managements, as well as design, I do 
not recommend doing a GBL unit 
(gamified unit) with PBL somehow 
mixed in, or vice versa. However, you 
might have a PBL project and then do a 
GBL Unit. They work best when 
separated as discreet models of 
learning.

Gamification elements in a PBL 
Project - Although you might not use 
both the GBL/ Gamification model and 
PBL model at the same time, you can 
still use many elements of gaming in a 
PBL project. Teachers might use badges 
as incentives for formative assessments 
or achievements linked to collaboration. 
You might frame a lesson as a quest or 
have students create games as 
authentic products. This method 
leverages some of the engaging 
aspects of games in a PBL project that 
don’t detract from the authentic purpose 
but at the same time improve 
management.

When considering how you want to use 
PBL and GBL in the classroom, 
consider the level of implementation 
before choosing how you might use 
GBL within a PBL project. Sometimes 
the fit doesn’t work, and as I often say 
“Don’t try to fit a square peg in a round 
hole.” Find the best and intentional fit to 
use both model and methods of learning 
to engage your students in learning.

http://www.icivics.org/games/lawcraft
http://www.icivics.org/games/lawcraft
http://www.knewton.com/blog/knewton/education-technology/2012/02/21/the-gamification-of-education-infographic/
http://www.knewton.com/blog/knewton/education-technology/2012/02/21/the-gamification-of-education-infographic/
http://www.knewton.com/blog/knewton/education-technology/2012/02/21/the-gamification-of-education-infographic/
http://www.knewton.com/blog/knewton/education-technology/2012/02/21/the-gamification-of-education-infographic/


A Flowchart For 
Physical and Digital Cooperation

Creatively merging the 
digital and physical 
domains of learning is a 
new concept that has 
significant potential.

Blended and hybrid 
learning models--
including the “flipped 
classroom”--are each 
products of new ways of 

thinking about time and 
space. How to best use 
immediately accessible 
resources given a certain 
geographical or digital 
location. In figuring out 
what the best roles are 
for the classroom, home, 
and community, there is 
room for thinking carefully 
about each. 

Ultimately, the question 
all educators and change 
agents face is, “How are 
digital and physical 
environments unique, 
and how can we best 
leverage each for the 
most personalized, 
diverse, and compelling 
learning experiences?”

Personal

Social

Social

Personal

Self-Knowledge

Digital

DataDiversityAbundance

Collaboration

ReflectionMetacognition
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Emotions Place Immediacy

Physical
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We can go to get coffee, sit and chat with others—and not make contact with anyone 
in the shop.  We may go to Facebook and find out what some of our friends are doing 
lately.  We can go to twitter and follow some of our favorite people.  We can follow 
some of our groups on LinkedIn.  But are we learning or surfing?

Using the social media for learning is a different sort of experience.  We need to be 
able to identify what it is we are trying to do—what is our purpose?  

It is easy to get distracted and off course so that the learning is random.  

On the other hand, when we know what we want, and especially can ask it of our 
colleagues, learning is meaningful, productive, and can be innovative.  

Here are some sentence stems that might help you ask for what you want from others 
in social learning environment.

How To Learn Through Social Media
Bena Kallick,Phd, Program Director, Eduplanet21

10



Learn how to ask for what you want?

• I would like some responses to this 
question…

• I need feedback on this document/
idea…

• I would like some help solving this 
problem…

• I want to share a practice that really 
worked with my students…

In addition, there might be some rules for 
engagement such as:

• Ask clarifying questions when you 
are uncertain about what the entry 
into the discussion means: DON’T 
ASSUME

• Be certain that the others in the 
group are looking for feedback 
before providing it. DON’T ASSUME

• Provide constructive feedback that 
is in keeping with what the other is 
asking.  Make certain that you are 
coaching for better thinking not 
replacing the other person’s 
thinking

• Raise questions as frequently as 
you respond to what others are 
saying

• Respond promptly.  Don’t let time 
lapse in the discussion.  So in a 
virtual classroom don't let a week 
go by.  On a conference call do not 
change the subject or ignore a 
clarifying question.

Social learning takes a greater 
commitment than socializing.  It helps if 
you join a learning community that 
shares that commitment and is designed 
for that purpose.  Professional 
Development is shifting rapidly from 
workshops in which you “sit and git” to 
self-paced, online learning.  

As we enter this new kind of learning, we 
will have to make the mental shifts that 
are necessary to construct meaning and 
new knowledge from what is presented.  
We can now learn both locally and 
globally.  It just takes some commitment 
and a shift in your professional mental 
model!



Maurice Sendak, “The Wildest Thing Of All”

“And when he came to the place where the wild things are, they roared their 
terrible roars and gnashed their terrible teeth and rolled their terrible eyes and 

showed their terrible claws till Max said, "Be still" and tamed them with the magic 
trick of staring into all their yellow eyes without blinking once. And they were 

frightened and called him the most wild thing of all and 
made him king of all wild things.”

Where the Wild Things Are author (and illustrator) and Caldecott Winner Maurice 
Sendak died May 8, 2012 at the age of 83 from complications from a stroke.

In a time before electronic media, apps, and video games formed the core of 
narrative styles, illustrated children’s books were king--and few were as loved as 
those by Maurice Sendak. Where the Wild Things Are, published in 1963, is part of 

a trilogy, complimented by In the Night Kitchen published in 1970, and Outside 
Over There published in 1981.



Sendak, who also authored other timeless stories including Alligators All Around 
and Higglety Pigglety Pop!, both wrote and illustrated the classic tale of the power 
of a child’s imagination. In the tale, a boy (Max) is scolded by his mother, and seeks 
out an inner, creative sanctuary where he can be king.

In meeting and subsequently taming the “wild” beasts, Max uses their land as a 
kind of playground. Here, universal themes of imagination, authority, fear, and 
defiance all make it a narrative that resonates deeply with generations of readers.

Sendak was born in 1928 in Brooklyn, New York, and raised by Polish Jewish 
immigrants. In fact, "Wild Thing," is a rough translation of "Vilde Chayea," a Yiddish 
term that Jewish mothers scold hyper young boys with. Both WWII and the 
Holocaust deeply affected the Jewish author, resulting in an artistic and narrative 
style full of dark imagery and strange hyperbole.

Source: 60 Minutes



With his stories and mesmerizing artwork, Sendak demonstrated the power of 
both imagination and imaginative media form. In each story, he seemed to speak 
not to publishing companies or current cultural trends, but directly to children in 
a way not often accomplished by authors of children’s fiction, where books and 
themes are often carefully crafted for sale to well-meaning parents.

Sendak explained, “Children are tough, though we tend to think of them as fragile. 
They have to be tough. Childhood is not easy. We sentimentalize children, but 
they know what's real and what's not. They understand metaphor and symbol.”

It is this kind of simple faith that makes Sendak himself perhaps “the most wild 
thing of all.”

The New York Times reports that a new picture book, My Brother’s Book, will be 
published posthumously next February[i].

Illustrated books continue to 
sell well. Thanks to popular 
series such as Diary of a 
Wimpy Kid and continued 
interests in classics (Green 
Eggs and Ham sold more than 
500,000 copies in 2010), 
lovable children’s books are 
going anywhere. And modern 
technology from tablets to 
eReaders make it easier than 
ever to access the stories for 
young readers. 

But before there was Harry 
Potter, there was Max. 

And before there was J.K. 
Rowling, there was
Maurice Sendak.



Noa is a 9th grade student at the Emery/Weiner School in Houston, Texas. She is interested in all things 
related to the Arab Spring, social media, and 21st Century Education. When she’s not keeping up with the 

news she’s usually baking. She’s the watcher of many TED talks and the giver of one, too.

Depth Not Breadth of Information
I spent months preparing a TED talk; those months were the most intellectually 

stimulating of my life. When I was able to work on a topic that I was truly interested in 
and passionate about -- social media and the Arab Spring -- I worked harder than ever 
before. I happily researched extensively, wrote, edited, and put hours upon hours into 
the project. Unlike a typical classroom assignment, this project was unique, relevant, 
intellectual, and rewarding. If the educational system allowed me to pursue my 
interests, I would be able to improve my weaknesses in pursuit of passion.

While working on my TED talk, I had to overcome a true fear of public 
speaking, a real life skill, in pursuit of passion. If schools allowed students to pursue 
their passions, improving weaknesses would not be such a daunting task; having the 
opportunity to work on a project they are passionate about allows students to excel at 
their strengths while improving their weaknesses in a way that doesn’t seem as 
frustrating or discouraging as a typical classroom assignment.

My experience doesn’t have to be an anomaly. If a teacher acts as a guide, not 
as the gatekeeper of information, students can delve into learning.  If teachers 
focused on our passions instead of dwelling on our weaknesses, I believe students 
would work harder and enjoy putting the effort in. 

For example, when I had the opportunity to work with Teacher A, a teacher 
who allowed me to pursue my interests and assisted me along the way by refining my 
argument and asking me questions to guide my work, I had a desire to work hard and 
excel. Teacher A not only encouraged, but expected us to think critically and outside 
the box.

STUDENT BIO
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When learning about the Middle East in Teacher A’s class, instead of listening 
to numerous lectures, we were divided into groups where we were tasked with 
creating a video, either a documentary or fictionalized story, to answer the 
complicated question, “Can and should the Middle East democratize?” 

There were many ways to go about answering the question, so each student 
was able to pursue the part of the region they were interested in. When placed with 
Teacher B, who simply lectured and asked us to memorize information in order to take 
a test, I found myself working around the requirements, memorizing just enough 
information to achieve a satisfactory grade -- a grade that was “good enough”.

Teacher B only expected us to regurgitate information, and that was all we did. 
Work in Teacher B’s class consisted of taking notes, preparing a stack of flashcards 
three inches high, and cramming information in your head in order to take a test. 

An excellent teacher doesn’t just stand in the front of the classroom and state 
what to do and when to do it. The best teachers make their students want to learn and 
want to work hard by inspiring and assisting in their endeavors, not controlling their 
information.

 I believe a fantastic educational system would be comprised of teachers 
accepting of the fact that we have access to the information that teachers were once 
needed for. 

 Teachers should be teaching us how to make best use of the information. We 
need teachers that are passionate about enabling us to delve into our own interests 
and work hard to obtain knowledge on the subject. 

 Teachers can only allow their students to pursue their passions if the educational 
system allows it, so the educational system should be reformed to put schools in a 
position of encouraging students to work hard on what they are passionate about; in 
turn, weaknesses would be improved upon.    

STUDENT BIO



iPad App Depot
The new, the interesting, the mediocre, 

and the plain bizarre of the iTunes app world.

MoMA Art Lab
What you get: An app that allows users 
to explore how artists use lines, shapes, 
and space--and try to do the same on 
their iPad
Why it’s cool: It merges the power of the 
iPad with the miracle that is a modern art 
museum  
What you pay: $4.99

Thicket
What you get: An app that shows off the 
mesmerizing potential of sight, sound, 
and tactile interaction
Why it’s cool: While not overtly didactic, 
if you can’t see potential in the app for 
learners of all ages, you may need a hug
What you pay: Less than free (so, free)

Three Ring
What you get: The ability to capture and 
store student work in digital form using 
the iPad’s camera and/or microphone, 
e.g., in pursuit of digital portfolios
Why it’s cool: While more versatile apps 
like Evernote or even Google Docs can 
already do this, the singular focus of this 
app can be nice when keeping things 
organized
What you pay: Free

Little Crane
What you get: A cartoonish playground 
that allows learners to experiment with 
physics
Why it’s cool: It’s both playful and 
detailed, encouraging users to experiment 
with different ways to solve visual puzzles 
while offering a wide variety of challenges
What you pay: Free

The Guardian 
Eyewitness
What you get: An app that aggregates 
stunning photographs as a “visual 
reflection of global events”
Why it’s cool: The internet is a lot of 
things--and high on that list, is visual. 
Excellent for prompts, conversation 
starters, or simply taking in the world 
around you
What you pay: A whole lot of nothing

Wowser
What you get: A digital method of sorting 
through human gene information
Why it’s cool: With a limited 
understanding of DNA sequencing it’s 
difficult for us to speculate concrete 
applications for the app, but for biology 
students, professors, or the plain curious, 
if you’re interested in genes and DNA, 
you could do worse
What you pay: not a penny



Skygrid
What you get: A beautiful reader that is 
makes it easy to visually skim through 
large amounts of information
Why it’s cool: It is well-designed, 
compatible with Google Reader, can 
aggregate topics on its own, and is free
What you pay: Zero

Bamboo Paper
What you get: Digital paper for writing 
on, storing, and sharing ideas
Why it’s cool: This is similar to the 
software Sal Khan uses for the Khan 
Academy tutorials
What you pay: Who doesn’t like free?

Quipper
What you get: An interesting mobile 
learning app that intends on making 
learning fun
Why it’s cool: Though designed for the 
iPhone, the app allows you to explore 
thousands of topics and choose quizzes 
to take on each topic. Each question has 
an explanation to help compensate for 
guessing or, well, ignorance
What you pay: Free FTW!

SugarSync
What you get: An app that allows you to 
sync all of your files between all of your 
devices, from PC and Mac to Android and 
iPad tablets to smartphones of all shapes 
and sizes
Why it’s cool: Not only does it sync files, 
but it does so seamlessly across any kind 
of device. Every time you change a file, it 
automagically syncs the changes with 
other stored versions
What you pay: The app and 5 GBs of 
storage are free, with more storage 
available for cost

iPad App Depot
The new, the interesting, the mediocre, 

and the plain bizarre of the iTunes app world.
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The Edudemic Marketplace is a place for you to find out about all the best tools for 

education, technology, and more. 

Want to be featured? We’ll review your organization and get you listed in the next issue. 
Send an email to media@edudemic.com

Adobe
www.adobe.com

Digital tools for enhancing 
education and learning

Datamation
www.datamation.com
Secure cases for your 

classroom’s iPads  

AcademicPub
www.academicpub.com
Print and digital custom 

course materials

WizIQ
www.wiziq.com

Easy and affordable 
online teaching and 

learning

STIZZiL
www.stizzil.com

Online enrichment 
and tutoring

humbledaisy
www.humbledaisy.com
Audio slideshows and 
lecture presentation 

recording

Classroom 2.0
www.classroom20.com
A vibrant community
of amazingly talented
educators & learners

ISTE 2012
www.isteconference.org 

The feature event for
all education and
technology lovers

ClassroomWindow
www.classroomwindow.com  

Figuring out the best
tools for teachers by
actually asking them.

Your Organization
www.yournamehere.com

You could have your app, org, or school 
name right here! 

Just email 
media@edudemic.com

InstaEDU
www.instaedu.com 
Learn from a top-

university student over 
video chat.

MindMaple
www.mindmaple.com 
Mind Mapping, Concept 

Maps, Brain Mapping and 
Brainstorming Techniques 

to Improve Personal, 
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