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creative tools for, 129–130; 
posting and receiving  feedback 
on, 129; tools for posting 
designs and ideas on, 129. 
See also Omnium Project

Asynchronous conferencing: online 
refl ection in, 67–68; in satellite 
discussion forums, 110

Audio dramas: description of, 
51; production of, 52; testing 
usability of, 51–52

Audio recordings from experts, 20
Ausubel, D., 123
Authentic data analysis:  description 

and sources of  data for, 
229–230; instructional advice 
and considerations in, 230

Averill, D. S., 123

B

Babelfi sh, use of, 18
Bandura, A., 68
Barrett, H., 103
Bean, J. C., 105
Becker, S., 158
Beissner, K., 122

INDEX

Alimohammadi, D., 57
American Society for Training and 

Development (ASTD), 23
Anchored instruction with online 

video: anchoring event in, 
135–136; and copyright guide-
lines, 138; evaluating effective-
ness of, 138; instructor’s choice 
and use of  video clips for, 
137–138; opportunities and 
resources for, 136; purpose of, 
135–136

Angeli, C., 79, 241
Animations, online: advice for 

instructor use of, 157–158; 
educational uses of, 121, 131; 
growing acceptance of, 157; 
as tool for displaying complex 
content, 157

Applebee, A. A., 70
Apprenticeship process: and 

 Broadband access, 74; 
 production-based focus as 
means to, 196; and video 
 modeling, 162

Art, design, and history sites: 
 collaborative design events and 

A

Abstracts of  articles, posting of, 104
Action research: defi ned, 212; 

instructor’s tasks in, 213; and 
personalization of  learning, 
212; used in real-world settings, 
212–213

Adobe Flash animations, 17
Adoptive and assistive technologies, 

resources for, 264
Adult learners, and online case 

studies, 109
Advance organizers: chart or graph 

as, 172; formats and uses of, 
123–125; ideas for instruction 
and use of, 158–159; positive 
track record of, 158; as  previews 
of  learning  content, 124–125; 
and priming of  knowledge 
for later learning, 123–124; 
resources for, 159; skills fostered 
in, 158; types of, 158

Adventure blog sites:  embedded 
videos and PowerPoint 
 presentations in, 130; as 
 empowering e-learning tool, 131
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Bereiter, C., 70, 116
Bichelmeyer, B., 75
Bienias, M., 169
Blaisdell, M., 22
Blended learning: application of  

emerging learning  technologies 
in, 6; experiential course 
 experiences in, 236

Blogs: and bloglike tasks, 72–73; 
collaborative, 94–95;  defi nition 
and characteristics of, 71; 
embedded activities in, 92; 
growth of, 71–72; guidelines for 
instructor, 93, 94–95; hyperlinks 
to other related resources in, 
71; instructional uses of, 71, 
72; paired activities in, 72, 73; 
and popular sites, 72; post-
ing of   personal refl ections in, 
92–93; skills fostered in, 93, 94; 
tools and resources for, 72, 92, 
93; video-based, 22, 169–171; 
 videos embedded in, 130. 
See also Adventure blogs

Bloom, B. S., 17, 85
Bonk, C. J., 35, 42, 71, 74, 75, 79, 

101, 113, 117, 186, 187, 189, 
234, 241

Bowlin, W., 236, 237
Brainard, J., 44
BrainPop movies, 233
Branzburg, J., 173
Brennan, M., 187
Briggs, T. W., 59
Broadcast events: coordination 

problems in, 175; motivation for 
participation and  engagement 
in, 176; rich learning 
 environment created through, 
175–176; visual data explosion 
benefi ts of, 174–175

Brock, S. J., 188
Bronstein, J., 24, 25
Brown, J. S., 131, 146
Brumfi eld, R., 160
Brunnage, C., 75
Business schools, online cases and 

scenarios in, 189–190
Business and training simulations: 

online agents and tutors in 
design of, 186; predictions for 
future of, 186–187

C

Cakir, H., 75
Campus Technology 

(publication), 44
Captivate software, and drill-and-

practice types of  tests, 206–207
Carlson, S., 74
Carmean, C., 16
Carpenter, C., 189
Case creations and analyses in small 

groups: ideas for instruction 
in, 112–113; fostering refl ec-
tion and interactivity in, 112; 
learner’s crucial role in, 111; 
regional/global collaboration 
on, 111; settings for, 112–113

Case and situations:  applicability 
and acceptability of, 109; 
 incorporating multimedia 
into, 109; instruction on, 109; 
 professional use of, 109

Charts and graph tools: benefi ts of  
embedding, 172;  improvement 
and increased use of, 172; 
 instructional ideas and consider-
ations for utilizing, 172–173

Chats with experts: ideas and 
tools for conducting, 38–40; 
in  videostreamed lectures and 
 presentations, 142

Chat transcripts: and synchronous 
chat events, 80–81; used for 
 student refl ections, 80

Clark, R. A., 186
Client consulting: description of, 

236; experiential and problem-
based learning in, 236; ideas for 
teaching, 236–237

Coaching process, and video 
 modeling, 162

Cognition and Technology Group 
at Vanderbilt, 133, 135

Collaborative meetings, Web 
 conferencing tools for, 215

Collins, A., 131, 146
Collis, B., 223, 224
Collison, G., 87
Comprehensive online teaching 

model, need for, 2–3
Computer-Assisted Learning 

Method (CALM), 76

Concept mapping: approaches 
to, 125–126; constructing and 
 navigating knowledge maps 
in, 126; for displaying learning 
of  new concepts, 125; of  key 
information, tools and process 
used in, 140–141; and learner 
critiques, 126; linked to multiple 
R2D2 phases, 259; software 
and tools for, 126–127; and 
visual representation of  ideas as 
 networks of  concepts, 125

Connexions, 52, 54, 88
Content annotation and marking 

tools, 132
Content review games: creation and 

testing of, 204–205; embedded 
with multiple choice questions, 
201; experimentation with, 
205; game formats for, 204; 
 interactivity in, 204

Content review and  practice 
 exercises: instructor 
 preparations for, 207; and 
learner feedback on testing 
results, 207; software for, 
206–207; for testing recently 
learned information, 205–206

Corporate training courses: 
 adoption of  blogging in, 94; 
content review games in, 204; 
learner-produced podcasts in, 
243; online cases and scenarios 
in, 190; online visualization 
tools for, 168; synchronous 
online instruction in, 42; 
video modeling employed by, 
162; video scenario  learning 
 techniques for, 202; wikis’ 
potential use in, 193

Course announcement feedback, 
goals and ideas for addressing, 
36–37

Course lectures, videostreaming 
and archiving of, 48

Course management systems 
(CMSs): and focus on deeper 
learning principles, 16–17; and 
group refl ective writing, 106

Course mastery refl ection assign-
ments, purpose and types of, 
107–108
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Course materials, in typical online 
courses, 2

Course web site design: 
 considerations and ideas for 
implementing, 245–246; 
goal-based learning aspects of, 
245; participatory and active 
 learning in, 244–245; as 
prime example of  hands-on 
 learning, 24

Critical thinking and analysis skills: 
podcasting tool for showcasing, 
243; in reading activities, 33–34

Cross, J., 224
Cross-class content discussion: 

description and purpose of, 
241–242; preparation and 
 considerations for, 242

Cross-class product development: 
example of, 239; fostering 
key twenty-fi rst century skills 
in, 239–240; instruction and 
 preparations for, 240–241

D

Data-mining tools, uses of, 167–168
Daytner, G., 189
Daytner, K., 189
de Jong, T., 186
Dennen, V., 74, 87, 186, 187, 

189, 234
Dennis, A., 75
Design evaluation: and  opportunities 

for showcasing student designs, 
147; and  student critiques, 147; 
Web browsing for comparison 
and contrast in, 148

Design generation: instructor’s ideas 
for, 149–150; skills fostered in, 
149; useful technology tools 
for, 149

Design reviews: for apprenticing or 
supporting learners, 150; expert 
feedback in, 150; instructor 
preparations for, 150–151

Dev, P., 175
DeViney, N., 223
Digital libraries: assignments related 

to, 139; learner exploration of  
resources in, 138–139; learning 
activity to provide links to, 139; 

online portals for, 127–128; 
review of  relevant sites, 139

Digital museums: assignments 
related to, 139; exploration 
of  resources in, 138–139; 
 instructor preparations for, 139; 
online portals of, 127

Digital storytelling: benefi ts of, 226; 
ideas for instruction on, 226–227; 
linked to multiple R2D2 
 activities, 259; multimedia 
software used in, 225; Web 
resource for indexing uses of, 
225 fi g 9.4

DiMascio, J., 187
Discovery reading activities: 

description and guidelines for 
using, 33–34; and information 
search skills, 33–34

Discussions and debates online, 20. 
See also Satellite discussion

Discussion forums: asynchronous 
variation on discussion forum or 
wiki as variation on, 49

Discussion forums on expert 
 opinions: asynchronous or wiki 
variations on, 49; chat session 
activity in, 100; synchronous and 
asynchronous activities com-
bined in, 100; variations on, 101

Discussion postings online, students’ 
refl ections on, 107

Distance education, and high-
quality videoconferencing, 146

Distance learning delivery systems, 
opportunities for refl ective 
learners in, 69–70

DNA from the Beginning (portal), 
127, 155, 156 fi g 7.3

Document sharing, Web 
 conferencing tools for, 215

Documentation of  internship 
and fi eld placement: descrip-
tion and purpose of, 227–228; 
and  documentation of  use 
of   concepts in action, 228; 
 instructor preparations for, 228

Dodge, B., 29
Downes, S., 71
Dual-coded information, 172; 

applied in multiple situations, 
183; defi ned, 22–23; theory, 

119; and VideoPaper Builder 
tool, 195

Duguid, P., 131
Dye, S., 25
Dynamic assessment, and online 

synchronous testing, 40, 41

E

East, J., 79
Edens, K., 236
Edgar Allen Poe Webliography, 

57–58
Educational videos online: examples 

of, 121–122; questions related to 
use of, 122

Educational vodcasts, video 
 embedded in, 131

EDUCAUSE Learning Initiative, 92
Elbaum, B., 87
Electronic books, standards for, 20
Electronic portfolios: guidelines for 

use of, 104; linked to multiple 
R2D2 phases, 258; objectives of, 
103; refl ection component of, 
102–104; tools and systems for 
creating, 103; typical contents 
of, 102–103; Web resources 
for, 103

Electronic textbooks, proliferation 
and use of, 64

Ellis, R., 23
Emigh, W., 182
E-Read Ohio program, 162, 

163 fi g 7.4

Exam question challenges in small 
groups, 113; instruction on 
tasks and assignments in, 114; 
as learner-centered approach to 
empowerment, 113

Experiential learning, in real-world 
contexts, 236

Expert commentaries and lectures: 
as advantage of  fully online and 
blended learning environments, 
150; description and ideas for 
using, 48–49; in discussion 
forums or wikis, 49, 100–101

Experts, online: access to, 150; 
offering incentives to, 151; 
 suggestions for activities related 
to views of, 100–101
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F

Face-to-face lectures, access to 
online audio fi les from, 21

FAQs (frequently asked questions) 
feedback, goals and ideas for 
addressing, 36–37

Farmer, R., 60
Fecarotta, T., 121
Feder, B. J., 209
Ferguson, L., 75
Fictional situations. See Mock trials
Field assignments: blended 

 experience and, 84; ideas for 
instructor, 83–84; as safe harbor 
to test knowledge and abilities, 
83; skills gained through, 83

Finkelstein, J., 43, 46
Fleming, N. D., 4
Flower, L. S., 116
Foreign language courses, using 

blogs for refl ections on, 94
Foreign language reading activity: 

description and ideas for using, 
34–36; process in, 35; real-
 context learning in, 34–36

Foreman, J., 129
4MAT system, compared to R2D2 

model, 4–6
Free technology, as student 

 incentive, 22–23
FreeMind, for concept mapping, 126

G

Giles, J., 192
Gjerde, K.A.P., 186
Global online training initiatives, 

trends toward active and 
self-directed learning in, 75

Glossary and resource links projects: 
coaching and mentoring role in, 
222; description and benefi ts of, 
221; instructional preparations 
for, 221–222

Google Book Search, 55
Google Earth, 161
Google map mashups: defi nition 

and examples of, 173; ideas for 
experimenting with, 174; as 
learning tools, 173; and online 
visualization devices, 173

Google Video, education videos 
in, 121

Government training courses: 
adoption of  blogging in, 94; and 
content review games, 204

Gowin, D. B., 125
Graham, J., 71
Gredler, M. E., 184
Groove software, 215
Groth, D. P., 196
Group brainstorming tools, 215
Group discussions: assignment to 

online teams in, 106; based 
on professional focus of  
course or training material, 
90;  description of, 86; group 
 discussion and, 86; impacts of  
time extensions in, 67; skills and 
tools needed for, 86

Group refl ective writing tasks: 
assessment criteria for, 106; 
and facilitation of  assignments, 
106; feedback and instruction 
on, 106–107; teaming options 
and, 106

Guernsey, L., 129
Guided online discovery learning, 

WebQuest considered as, 30–31
Guided readings, description and 

use of, 32–33
Gunawerdena, C. N., 101

H

Haavind, S., 87
Haefner, J., 16
Hall, B., 191
Hands-on learners: activities for, 

200–247; characteristics of, 
183; e-learning resources for, 
199, 279–283; trying out new 
 knowledge of, 181

Hara, H., 74
Harmon, A., 188
Hayes, J. R., 116
Henri, E., 70
Henry, D., 75
Herring, S., 192
Hillman, D.C.A., 101
Hofmann, J., 43, 46
Hot Potatoes (generic testing 

software), 76

I

Individual refl ection papers 
 (activity): advice for teaching, 
105; assessment and examples 
of, 104–105

Instant messaging: convenience and 
ease of  use in, 24; instructional 
immediacy in, 24; reasons to 
incorporate in educational 
courses, 24; used in business 
world, 24–25

Institute for Human and Machine 
Cognition (IHMC) at the 
 University of  South Florida, 126

Interactive and continuous stories: 
description and purpose of, 214; 
selection of  tools for, 214–215; 
strategy focused on creativity 
for, 214

Interactive news and documen-
taries: assignments and tasks 
suggested for, 145; resources for, 
144–145

Interactive online performances: 
coaching and modeling empha-
sized in, 146;  instructor prepa-
ration for, 146–147; purpose of, 
146; tasks related to observa-
tional learning skills in, 146

Interactive puzzle and game sites, 
hands-on learning in, 204

International Business Machines 
(IBM), work-embedded learning 
in, 222–223

Internet: as tool of  choice for 
student writing, 71; used to 
apprentice students, 74

Internet2. See Web 2.0 technology
Internet-based (IP) 

 videoconferencing, 23–24
Intraplanetary Teacher Learning 

Exchange, 241
iPods, incorporated into instruction, 

22–23
IT Manager Game, 233

J

Jayakanthan, R., 187
Jonassen, D., 122, 167, 168
Ju, E., 186
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K

K–12 education: mashup tools used 
in, 173; project-based learning 
sites with real-world databases 
for, 229–230; real-time cases 
in, 216; resources for hands-on 
opportunities in, 199; simula-
tions used in, 185–186, 233; 
and virtual fi eld trip activities, 
160, 161

Kane, J., 44
Kao, G., 187
Kay, A., 122
Key Instructional Considerations, 

subjectivity of, 26
Kiegaldie, D., 185
Kiernan, V., 238
Kilbane, C., 189
Kim, K. J., 24, 70
Kirkley, J. R., 197, 223
Kirkley, S. E., 197, 223
Knowledge acquisition process, 

visual representations in, 121
Knowledge construction tools and 

resources, 123–132
Kolb, D. A., 4
Korkmaz, A., 75

L

Lab observations, as safe harbor 
for testing knowledge and 
 abilities, 83

Lado, B., 30
Langer, J. A., 70
Language learning, activities and 

resources for, 257, 264–266
Language lessons, online, 62–64: 

advice and ideas for, 63; 
 interactivity in, 62; LiveMocha 
site for, 62; through online 
conversations and chats, 63; 
podcasts for, 243, tools and 
 programs for, 62

Language translation resources, 265
Lave, J., 75
LearnByDoing (group-based 

 learning environment), 131–132
Learner-produced podcasts: 

 preparations for, 244; types and 
uses of, 243

Learning at remote locations, 
archived events for, 74–75

Learning by doing galleries: 
dual purposes and positive 
 outcomes of, 196; posting of  
fi nal and real-world products to, 
195–196

Learning cycle (Kolb), and R2D2 
model, 4

Learning management system 
(LMSs): and focus on deeper 
learning principles, 16–17; and 
group refl ective writing, 106

Learning object repositories, 265; 
examples of, 88

Learning resources, activity for 
exposure to, 28–29. See also 

 specifi c activity/tool

Learning Tools project, University 
of  British Columbia, 125

Leemkuil, H., 186
Lewis, N. J., 197, 223
Liang, M-Y., 35
Libraries. See Digital libraries
LibraryShare.com, 127
Literature readings, resources for, 

55, 265
Lombardi, C., 192
Lyryx Interactive Financial 

Accounting software, 206 fi g 9.2

M

MacDonald, C., 63
Malikowski, S., 74, 79, 189, 241
Malone, T., 185
Maple visualization tool, 168
Mapping programs online, 161
March, T., 29
Martindale, T., 71, 72
Masie, E., 22
Massive multiplayer online gaming 

(MMOG), 187–188, 234
Mathematics Visualization Toolkit 

(MVT), 168
Mayer, R., 21, 119
McCarthy, E., 4
McLean, R. S., 116
Meaningful learning, research and 

tools for, 122–123
Media rich cases. See Multimedia 

and visually rich cases

Medical cases: emerging technology 
benefi ts for, 175, 176; online 
cases and scenarios in, 189

Medury, P. V., 71
Mentors, online: advice for 

 accessing and assigning, 
150–151; and Broadband 
access, 74; resources for, 266

MERLOT (Multimedia Educa-
tional Resource for Learn-
ing and Online Teaching), 88; 
animations featured in, 121; 
award-winning sites in, 127; 
subject area communities in, 89

Military simulations and games: 
key motivational features of, 
187; and massive multiplayer 
online gaming, 187–188; as 
 recruitment tools, 187

Military training, use of  e-learning 
for self-paced activities in, 204

Mills, C., 4
Mindtools: defi ned, 122; for 

improving and enhancing 
 cognitive performance, 
122–123; and prior  learning 
experiences linked to new 
concepts, 123; problematic use 
of, 123

Minute papers, 104
Mitchell, M., 239
Mobile learning devices: “pull” 

system to access information in, 
25; resources for, 265

Mock tour packages, as cross-class 
collaboration projects, 239

Mock trials: applicability to fi elds 
outside business, 209; and 
fi ctional simulation tools, 
209; ideas for creating and 
enacting, 209; and learners’ 
 internalization of  content, 208

Modeling online: diffi culty of, 
78–79; of  problem-solving 
sequences or processes, 52–53; 
usefulness of, 76. See also Video 
modeling

Moodie, D. R., 188
Moore, M. G., 101
Movie reviews: as capstone activity, 

164; grading criteria for, 165; 
ideas and advice for instructor, 
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164–166; and movie selection, 
164, 165; purpose of, 164; 
 student refl ection on concepts 
in, 164, 166; used to embed 
content related to class, 164; 
Web use in, 164

Muddiest point paper, 104–105
Multimedia Educational Resource 

for Learning and Online 
 Teaching (MERLOT), 51–52, 54

Multimedia and visually rich cases: 
availability of, 175; online 
exploration of, 176–177; 
 preparations for instruction on, 
178; and promotion of  student 
learning, 176–178

Multisite demonstrations with 
expert commentaries, as 
 powerful instructional delivery 
method, 175

Multitasking, instant messaging as 
epitome of, 24

Musconda, D., 125
Museum of  Online Museums 

(MoOM) site, index of  
 museums in, 127

Museums. See Digital museums
Music training activity: overview of, 

54; resources for, 265
Musical Acoustics Website, 54

N

National Budget Simulation, 185
National Council of  Teachers of  

English (NCTE), 55, 73
New York Public Library’s Digital 

Gallery, 127
Newman, A., 24, 25, 131
Newman, S. E., 146
Nielson, J., 15
Nonprofi t training, wikis’ potential 

use in, 193
North Central Regional 

 Educational Laboratory, 105
Novak, J. D., 125

O

Oblinger, D., 184
Observational learning, online 

resources for, 268–272

O’Loughlin, V., 121
Olsen, F., 146
Olson, T., 75, 113
Omnium Project: and creative 

problem-solving, 129; as 
 creative tool for art and design, 
129–130

On-demand and workfl ow learn-
ing: delivery systems for, 223; 
direct knowledge application 
in, 182; instructor tasks and 
considerations in, 224; and 
learner empowerment, 223; 
learning embedded in authentic 
work-based tasks in, 223–224; 
and learning “just in time,” 223, 
224; purpose of, 222

Online cases and scenarios: in 
business schools, 189–190; 
characteristics of, 188–190; in 
corporate training, 190; levels 
of  believability and  authenticity 
in, 190; medical application 
of, 189; proliferating use of  
 learning objects in, 189; 
real-time case method approach 
to, 188–189; in teacher 
 education, 189

Online community, and 
 visualization tools, 132

Online communication: hands-on 
activities in, 2–3; lack of  visual 
tools in, 2; and varied student 
learning preferences, 2–3

Online groups: guidelines for 
instruction in, 90–91; student 
role-playing in, 90–91

Online interactivity, examples of, 
43, 48, 50

Online learning: advantage of  online 
refl ection in, 67; and diverse 
needs of  learners, 2; and exten-
sive broadband connection’s 
geographical expansion, 74; 
frameworks and models for, 1–2; 
lack of  practical models for, 7; 
opportunities for perspective 
 taking and mentoring in, 150

Online resource libraries (ORLs): 
created by students, 72–73; 
description of, 95; instructor 
guidelines and considerations 

for, 96; original idea for, 95; 
posting and feedback in, 95–96; 
skills fostered in, 96

Online writing: and individual 
refl ection papers, 104–106; 
student’s need for feedback 
on, 107; and team refl ective 
 writing tasks, 106–107; tools 
and systems for, 70–71; writers’ 
cognitive processes infl uenced 
by tools of, 116; and writing’s 
impact on thinking, 70; and 
writing’s wide acceptance in 
coursework, 116

On-the-job training, immediate job 
application in, 182

Ootes, S., 186
Open educational resources 

(OERs), 48
Option Six: learner-content 

 interaction exercises developed 
by, 204; scenario learning 
 example designed by, 202 fi g 9.1

Orton, P. Z., 197
Orvis, K. L., 75
Ou, C, 229–230

P

Paivio, A., 21, 119
Palloff, R. M., 87
Park, Y. J., 42
Pea, R. D., 168
Peck, K. L., 106
Peffers, K., 17
Performances online, guides for 

observation and perceptions 
of, 74

Personal multimedia players 
(PMPs), innovative instructional 
applications of, 24–25

Personal philosophy papers, as refl ec-
tion of  internalized learning and 
life-view changes, 108

Phase 1 activities, 26–66;  emphasis 
on words and text in, 26; 
 fostering of  discovery learning 
in, 26–36; utilizing literature 
and sound in, 54–57; use and 
outlook for, 65–66

Phase 1 learning: as exploration 
and fact-binding stage, 19–20; 
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goal of  intriguing and engaging 
learners, 9; and non-English 
speakers, 15, 18; summary 
of  activities and related key 
instruction considerations for, 
250–251tab10.1; verbal and 
auditory learners as focus of, 15; 
Wiki sites as links to, 192

Phase 2 activities, 78–117; choice 
between individual or collab-
orative strategy in, 115–116; 
as opportunity for learner 
evaluation, 116; summary and 
key instruction considerations 
for, 251–253 tab10.1; use and 
 outlook for, 115–116

Phase 2 learning: emphasis on 
refl ective process in, 9; as 
ignored or undervalued area, 
117; learners’ behaviors in, 
68–69; pedagogically signifi cant 
opportunities in, 68, 69 fi g 4.1; 
refl ective learning emphasis on 
papers and reports in, 195

Phase 3 activities: focused on instruc-
tional strategy/ activity, 138–139, 
146–147, 158–161; summary 
and key instruction consider-
ations for, 253–256 tab10.1; visual 
tools and technologies utilized 
in, 135–138, 140–145, 157–158, 
162–178; use and outlook for, 
178–180

Phase 3 learning: application and 
use of  multimedia knowledge 
in, 183–184; and curiosity 
related to visual learning, 118; 
focus on visual support and 
 representation in, 119–122; 
problem-solving aims in, 9; 
timelines and taxonomies 
as focus in, 195; tools and 
resources for, 122–132

Phase 4 activities: and practice 
using new skills, 182; prominent 
tools and technologies in, 182; 
as safe harbors for testing new 
skills, 182; summary and key 
instruction considerations for, 
255–256 tab10.1

Phase 4 learning: active  learning 
avenues in, 197; hands-on 
activities and experiences in, 9; 

knowledge and skill application 
as focus of, 181–182; setting 
goals and tangible products for, 
243–244; showcasing learning 
through product generation 
in, 195; tools and strategies 
for, 197; technologies and 
approaches to, 184–197; use 
and outlook for, 246–247

Podcast lecture or show: adding 
interactivity to, 50; and creation 
of  podcast newsfeed (RSS fi le), 
51; description and objectives 
of, 49–50; suggestions and tools 
for conducting, 50

Podcast tours: applicability of, 91; 
description and purpose of, 91; 
guidelines for instructor, 91–92

Podcasts: creative incorporation of, 
22–23; embedded video in, 131; 
linked to multiple R2D2 phases, 
256–257; popularity of, 21; and 
real-world data gathering, 195

Poetry readings online: instructional 
considerations in, 57; resources 
and ideas for activities in, 56

Poles and Explorers Web, 130
Portal explorations and refl ec-

tions: applicability of, 88; and 
implementation of  activities, 
89; online tools for creating, 89; 
resources for, 88; review and 
evaluation of, 88

Portfolio refl ection papers, student 
writing on material in, 108

Position papers: instructions for, 115; 
and student refl ection on news-
worthy controversies, 114–115

Posting model answers: advice and 
ideas for, 79–80; and diffi culties 
of  online modeling, 78–79; and 
reposting of  student answers to 
current Web site, 79

Pratt, K., 87
Prensky, M., 185
Pro-and-con paper, 104
Problem-based learning:  discovery 

reading activities and, 33; 
 linking R2D2 phases to, 7, 
8–9; skill application prior to 
 learning content in, 182

Problem-solving process: and 
learner decisionmaking using 

new skills, 182; R2D2 learning 
activities for, 7

Professional development: action 
research used in, 212; and video 
modeling, 162; WebQuests used 
in, 31

Project gallery, as course experience 
extension, 195–196

Public tutorials: description and 
purpose of, 46–47; building 
tutorial or help system for, 47; 
wizard (system) and overview of  
resources available for, 47

Putnam, J, 62

Q

Question-and-answer session: 
description and objectives of, 
37; and fl exibility in responses 
to questions in, 38

Questionmark Perception 
software, 75

R

R2D2 (Read, Refl ect, Display, 
and Do) model, 3–13; aligned 
with various learning style and 
intelligence measures, 4–5; 
comprehensive strategies for, 
249–260; dynamic nature of, 
7; and  educational transitions 
and transformations, 3–4; and 
emerging learning  technologies, 
6; emphasis on refl ective 
activities of, 5–6; four phases of, 
5tab1.1, 6–7; free technology 
tools and resources for, 7; inde-
pendent application of  phases 
of, 12; interactive and recursive 
nature of, 98; and learner ben-
efi ts, 20; and  learners’ diverse 
backgrounds, 7; and learning 
theory or philosophy, 260–261; 
linked to learner problem-
 solving, 7, 8–9; and online 
learning environment and 
activities design, 4; overview of  
phases of, 9; as practical guide 
for instructors, 12–13; and 
 problem-based learning and 
problem-solving, 7, 8 tab1.2; 
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selective use of, 3; and  successful 
Web employment, 120; 
 summary of  activities related to 
each phase, 10–11tab1.3, 12, 
250–256; unique instructional 
approaches to, 260

Raths, D., 186
Reaction papers. See Position papers
Read, B., 192, 218
Reading materials, online: and 

 institutional policy on use 
of  articles, 32; prescreened 
 versus student selected, 32–33; 
 requesting permission to use, 32

Really Simple Syndication (RSS), 
defi ned, 44

Real-time case method (RTCM) 
approach, 188–189

Real-time cases: correspondence 
formats in, 216; as high-risk 
strategy with legal/ethical 
issues, 216; ideas for work-
ing with, 216–217; in K–12 
 settings, 216; linked to multiple 
R2D2 phases, 259; purpose and 
description of, 215–216

Real-time testing and grading, and 
online synchronous testing, 40

Real-world data collection: for 
discovery and sharing of  new 
knowledge, 194; online tests 
and resources for, 193–194; 
 presentation and publication 
resulting from, 194

Refl ective and observational learners: 
advantages and disadvantages of  
online environment for, 67–68; 
distance learning opportunities 
for, 69–70; opportunities foster-
ing refl ective reading and writing 
in, 73; and power of  learning 
from observations, 69–71; and 
social learning theory, 68–69; 
and text-based readings, 2. 
See also Phase 2 activities

Refl ective tasks: embedded 
for internalization of  new 
 knowledge, 75; interactive, for 
fostering refl ection, 73; need for 
profound pedagogical  thinking 
related to, 75; and trends 
toward active and self-directed 
learning, 75

Refl ective writing activities: 
 instruction on, 108; types of, 
107–108

Resources, online, activity for 
exposing students to, 28–29. 
See also Online resource libraries 
(ORLs); specifi c activity, learner 
type

Revkin, A., 131
Reynolds, T. H., 71, 117
Rheingold, H., 44
Rickard, W., 184
Robertson, E. L., 196, 236, 237
Roebuck, D. B., 188
Role play of  personalities, 98; ideas 

for instruction in, 211–212; 
purpose of, 210; skills fostered 
in, 211; using asynchronous 
and synchronous conferencing 
 technology, 210

Role play refl ections (activity): 
description and purpose of, 98; 
design and set-up of, 98–99; self-
assessment and peer  assessment 
activities for, 99; skills related 
to, 98

S

Salmon, G., 87, 90, 99, 107, 110, 
114, 116

Salomon, G., 116
Sampson, H., 23
Satellite discussion: asynchronous 

conferencing in, 110;  identifying 
key areas of  interest in, 110; 
instruction for, 110–111; student 
voice and empowerment in, 
110; student-nominated areas 
of  interest in, 110

Savarese, J., 97
Scardamalia, M., 70, 116
Scavenger hunt, description and 

creation of, 26–28
Scenario: and learning linked to 

multiple learner types, 259; 
 storytelling power of, 190

Schrage, M., 192
Science labs and simulations: 

benefi ts of, 232; instructional 
ideas and considerations for, 
232–233; linked to multiple 
learning activities, 259; purpose 

and key goals in, 232; wealth of  
resources for, 231

Second Life (virtual world), 160
Seigenthaler, J., 191–192
Self-check quizzes and exams: 

 caveats and guidelines for, 
86–87; determining level of  
questions in, 85; and online self-
evaluation and self-review, 85; 
resources for, 87; students’ need 
for, 84–85

Self-check refl ection activities: 
advice and ideas for implement-
ing, 102; embedded in online 
course, 102; and metacognitive 
awareness of  personal learning 
progress, 101

Self-directed learning: and Broad-
band access, 74; and discovery 
reading activities, 33–34

Simpson, R. M., 158
Simulation and game activity: 

advice/ideas for instruction on, 
235; facilitating and individual-
izing learning process through, 
184; higher-level skills taught in, 
234; in K–12 education, 
185–186; linked to multiple 
R2D2 phases, 259; military use 
of, 234–235; personal rewards 
and motivations in, 184–185; 
skills fostered in, 234; strategic 
thinking and problem solving 
in, 184; types and examples 
of, 233

Singh, H., 223, 224
Skinner, D., 186
Sloan, G., 91
Social networking linkages: 

 fostering sense of  community 
through, 97; guidelines for 
instruction on, 97; mass appeal 
of, 97; software for, 97

Soo, K. S., 101
Sound activity, online: ideas for 

pedagogical activities in, 55; 
resources for, 54; skills and 
objectives in, 54

Special interest groups. See Satellite 
discussion

Stevenson, R., 187
“Stump the Professor” activity, 38
Strauss, J., 75
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Streamed and archived media, 
and standardization of  key 
content, 48

Structural knowledge: advance 
organizers’ role in, 123–125; 
and new learning anchored 
within prior learning, 123; 
research and tools for, 122–123

Student analysis and evaluation 
skills, and posting of  case  studies 
or situations, 109

Student learning motivation, 
and production of  real-world 
 products, 196

Sugar, W. A., 79
Super-summaries, purpose 

and requirements for writing, 
107, 108

Supplee, L., 74, 241
Survey research, addressing linked 

multiple R2D2 phases, 259
Swallow, J., 116
Synchronous conferencing: 

real-time presence and live 
interactions in, 23; tools for 
course-related tasks in, 148

Synchronous instructor 
 presentations: key advantages 
of, 42; objectives and ideas for 
conducting, 43

Synchronous online testing: 
advice and ideas on, 40–42; 
description and purpose of, 
40; key benefi ts from, 42; time 
requirements in, 40, 41–42

T

Teacher education programs, role 
plays in, 210–211

TeacherTube, education videos 
in, 121

Team blogs: international 
exchanges through, 94; purpose 
of, 94

Tegrity, institution’s use of, 74
Testing: real-time, 40; software for, 

76. See also Self-check quizzes 
and exams; Synchronous online 
testing

Text messaging: of  course 
 reminders and advice, 60–61; 

evaluating benefi ts of, 61; 
 experiments using mobile 
phones and handheld 
devices, 24, 58; instructional 
 preparations and considerations 
for use of, 24–25, 58–60, 61; 
and pedagogical activities, 
59; sending course notes and 
 content through, 58–59

Text-based Web courses: deliv-
ery system for, 16–17; and 
 pervasiveness of  text, 17–18; 
results of  heavy reliance on, 
17–19

Theban Mapping Project (TMP), 
description of, 130

Theroux, J., 189, 216
Thiagarajan, S., 214
ThinkTank, 215
Timeline explorations and safa-

ris: advantages of  interactive 
 timeline in, 151–152; creation 
of, 152–153; description and 
purpose of, 151; extended and 
self-directed learning in, 
151–152; instructions and 
assignments in, 152–153

Timelines, linked to multiple R2D2 
phases, 258–259

Tinker, R., 87
Training environments, classroom 

tools employed in, 23
Trend papers, 104
Tutoring and mentoring online: 

example of, 238; instructional 
ideas and considerations in, 
238–239

V

Valley of  the Shadows portal, 127
van Dam, A., 158
VARK (visual, aural, read/write, 

and kinesthetic) learning style 
model, compared to R2D2 
model, 4–6

Verbal and auditory learners, 
19–25; activities emphasizing 
words and text for, 26–66; and 
development of  online com-
munity, 36; and exploration of  
Web resources, 26–32; online 

 learning resources geared to, 
20–25, 264–268

Video blogging: linked to multiple 
R2D2 phases, 257–258; and 
real-world data gathering, 195

Video blogs for adventure 
 learning, 169–170; as high-risk 
 activity, 171; instruction for 
 utilizing, 171; maintenance and 
purposes of, 170; online video 
and audio design tools for, 169

Video modeling: applica-
tions of, 162; and insights 
into  professional skills and 
 competencies, 162; instructional 
 considerations for, 163–164; 
video selections linked to 
 discipline standards in, 162

Video scenario learning: creation 
and implementation of, 203; 
description and purpose of, 
201–202; levels of  media 
 richness and sophistication 
in, 203

Video-based explanations and 
demonstrations: and creation 
of  video demonstration, 53; 
description and advice on 
 creating, 52–53; and diffi culties 
of  online modeling, 52

VideoPaper Builder, description of, 
194–195

Video-related content, online tools 
and services for fi nding, 136

Videostreamed conferences and 
events: assignments structured 
around, 143, 144; goal of  
extending content learning in, 
143; instructor’s preparations 
for, as means to apprentice 
learners, 143

Videostreamed lectures and pre-
sentations: instructor’s prepara-
tions for, 142–143; and learner 
 anytime/anywhere access to 
content, 142; purpose and tools 
for, 142; tasks for students in, 144

Virtual classroom presentation. 
See Synchronous instructor 
presentations

Virtual fi eld trip: activities and 
applications of, 159–160; portals 
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and ideas for, 160–161; types of  
learners in, 160

Virtual knowledge representations: 
examples of, 121–122; and 
knowledge acquisition process, 
121; usefulness of, 120

Virtual Patient multimedia resource, 
185–186

Virtual tours: for anchoring student 
learning in visual representations, 
133; in areas and fi elds relevant 
to course content, 153–154; 
design and examples of, 129; 
ideas for instruction on, 154; 
mock tour cross-class packages 
as, 239;  student generation of, 
154; uses/usefulness of, 128, 154

Virtual U Project, 233
Visual learners: and active 

 knowledge construction, 133; 
activities geared to, 134–178; 
focus on visual support and 
representation in, 18–122; tools 
and resources for, 122–132; 
Web resources for, 155–156, 
272–278. See also specifi c activity

Visual portals and repositories, 
examples of, 127–128

Visual Understanding  Environment 
(VUE), as tool for concept 
 mapping, 126

Visual Web resource explorations: 
assignments and requirements 
for conducting, 155–156; 
 evaluation and comparison of  
visual content found in, 155

Visualization tools and resources: 
for content annotation and 
marking, 132; and creation of  
sense of  community or personal 
identity, 131; instruction ideas 
and advice on, 169; mashups as, 
174; projects for younger learn-
ers in, 168; uses of, 167–168; 
and visual cues, 131–132

Vodcasts: appeal to auditory, 
 refl ective, and visual learners, 
22; defi ned, 21; as powerful 
learning tool, 22; in professional 
development training, 22; 
and real-world data 
gathering, 195

W

Wagner, C., 186
Wagner, E., 101
Watkins, R., 73, 98, 114
Watson, J., 75
Web of  Learning: and learner 

refl ection, 73–74; use of  phrase, 
1; using R2D2 in, 261–263

Web safaris: description and goals 
of, 28–29; linked to multiple 
R2D2 phases, 257

Web tours, description and goals 
of, 28–29

Web 2.0 technology: greater band-
width enabled through, 174–175; 
mechanisms for feedback and 
interactivity in, 197–198

Web-based survey research: and 
“human subjects” requirement, 
200, 201; instructor’s ideas for, 
200–201; and presentation of  
results, 201; skills fostered in, 200

Webinars (online seminars): 
 activities to foster learner 
engagement in, 45; defi nition 
and use of, 29; educational 
environments and purposes of, 
44–45; examples of, 44; linked 
to multiple R2D2 phases, 257; 
skills and goals for, 45

Webliographies: defi ned, 57; 
embedding competition or 
goal in, 58; example of, 57–58; 
 posting and exchanging of, 57; 
for social networking resource, 
97. See also Online resources

WebQuests: description and use 
of, 29–32; ease of  creating and 
using, 31; linked to multiple 
R2D2 phases, 257; student 
learning in, 30

Weigel, V., 16
Wenger, E., 75
White, G., 185
Whiteboard demonstrations: activi-

ties and feedback in, 166–167; 
and learner’s focus in, 166; skills 
fostered in, 166

Wiki course resource site: activi-
ties and ideas for instructor in, 
218–219; as collaboration and 

student empowerment tool, 
218; high risk considerations for, 
219; options and tools in, 219

Wikibook projects: audience for, 
220; description and purpose of, 
220; as high-risk activity, 221; 
instructor’s tasks in, 220–221

Wikibooks: creation of  reports and 
critiques related to, 64; descrip-
tion of, 65; preparing report or 
critique of, 65; tasks of  linked to 
multiple R2D2 phases, 
259–260; and Website explo-
ration for pedagogical ideas, 
64–65

Wikimedia Foundation, project 
resources related to, 192

Wikipedia, free media fi les in, 155
Wikis: associated sites of, 192; 

benefi ts of  technology of, 
191; defi ned, 191; educational 
 applications of, 192–193; 
instructional use of, 44; and 
Phase 4 learning opportunities, 
190; shortcomings of, 191–192; 
and student authorship oppor-
tunities, 193

Wikiversity, free online learning 
materials and resources of, 192

Wiley, D., 71
Willis, D. J., 101
Wisdom Tools, scenario learning 

in, 190
Wisher, R. A., 75, 197
Woodruff, E., 116
Workplace or internship experience: 

benefi ts of  posting refl ections on, 
82; ideas for instructor, 82–83; 
skills used in, 82; uses of  course 
content for refl ection on, 82

Y

Yacci, M. A., 122
Young, J. R., 74, 103
YouTube: digital storytelling and, 

226; education videos in, 121

Z

Zeng, T., 79
Zhang, K., 229–230
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