
The Advancing Learning 

conference is going online this 

year! On June 5th we will have a 

fully online, one day conference 

devoted to the emerging and 

innovative uses of educational 

technology designed to improve 

teaching and learning online. 

 

Although the field of online 

learning is not new, we are 

witnessing a revival in interest 

around online learning from a 

greater array of educational 

institutions working to meet the 

needs of a diverse population of 

21st century learners.  In their 

mandate submissions offered to 

the Government of Ontario last 

year, 18 of 21 colleges and 

universities said they would 

significantly increase their 

investment in, and use of, online 

learning.  Given that online 

learning is occupying a new 

position in the strategic thinking 

of Ontario colleges, we thought it 

would be fitting to try our hand at  

organizing our first, fully online 

conference this year! 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

In past years, we have explored 

educational technologies, 

pedagogies, and practices, and 

helped to connect the dots and 

bridge the gaps.  This year, we 

look forward to continuing our 

tradition of providing interactive 

and engaging opportunities to 

gain experience, gather and 

share information and ideas, and 

network with colleagues. 

 

The conference will start with a 

keynote by Dr. Alec Couros 

(http://couros.ca/cv/research), a 

professor of educational 

technology and media in the 

Faculty of Education at the 

University of Regina who is at the 

forefront of examining how 

networks, openness and 

collaboration are changing the 

face of education.   

 

The conference will conclude with 

a keynote by Geoffrey Caine 

(http://www.cainelearning.com) 

who coined the term "Brain 

Based Learning” in his ground 

breaking article in Educational 

Leadership in 1990.  His work 

integrates brain research, 

psychology, small group 

processes, systems thinking and 

education, and has been used as 

material for some of the world's 

leading edge educational reform 

efforts.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The rest of the day will include an 

array of interactive online 

workshops that will provide an 

opportunity for you to study best 

practices in active online learning, 

discover new educational 

technologies, and engage in 

meaningful conversations with 

others.   At the affordable rate of 

only $50 per person, you will be 

able to enjoy a unique, 

memorable learning experience 

without having to leave the 

comfort of your own home (or 

office) and without any travel 

expenses.   

 

Please join us for our first online 

conference and where you can 

network with other Ontario 

educators and be inspired to 

develop your own approach to 

active learning using technology, 

and help us chart the future 

course of high-quality online 

education. We are working on the 

conference web site now, and 

when the call for proposals is in 

we’ll be broadcasting widely so 

stay tuned… 

Advancing Learning 2013  

is going Online! 
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Helping the Medicine Go Down: Engaging the  

Student Brain Through Cartooning and Doodling 
Provided by: Sheree Bradford-Lea, Creative Cartooning and Illustration Professor, Algonquin 

College, www.shereebradfordlea.com 

 

Students spend a lot of time in 

school reading and being tested 

on their comprehension of reading 

material, regardless of the 

educational area they choose to 

pursue. But for some students, 

this kind of task is tediously 

boring, and something to avoid 

rather than embrace. This lack of 

engagement can easily lead to 

loss of motivation, resulting in 

poor performance, student 

attrition, or both. A reading 

assignment should not have to be 

a torture test, but if the brain isn't 

'hooked', that's exactly what it is.   

 

This study looked at engaging the 

student brain when learning by 

letting students cartoon and 

doodle during a reading task. 

Although doodling and more 

focused, message centered 

drawing like cartooning have long 

been regarded as distractions to 

learning, there is evidence to 

suggest that doodling and 

cartooning can actually increase 

memory (e.g., Andrade, 2009). 

 

Twelve upper level high school 

students (potential college and 

university candidates), 

participated in the current study. 

Students were each given a two-

page excerpt from a first year 

university course textbook. They 

were told they would be reading a 

passage, and there would be a 

written quiz afterwards. Before 

they began reading they were 

each given highlighters and told 

they could highlight the material if 

it helped them to remember it. 

They were also told they might 

find it helpful to draw (with pens or 

highlighters) while reading the  

 

passage, even if it was just 

drawing emoticons. After reading 

the passage each student was 

given a questionnaire to complete, 

containing questions taken from 

the textbook's study guide. After 

that they were given a 

questionnaire asking whether they 

found  the reading task easier 

when they could draw as well as 

highlight, and whether they would 

try drawing again when trying to 

learn new material. 

 

Out of the twelve students who 

participated, 8 (66.7%) said 'yes, 

drawing helped', 1 said 'maybe, I 

guess' (8.3%), and 3 said 'no, 

drawing did not help' (25%). The 

three who said 'no, drawing did 

not help' found it to be distracting. 

The student who said 'maybe' 

said it didn't really help. The eight 

students who said 'yes, drawing 

helped' said it definitely made the 

task more enjoyable to do, which 

in turn focused their attention and 

helped them to remember the 

material. 

 

But surprisingly, when the 

students who were helped by 

drawing were asked whether they 

would use this method again they 

said they probably wouldn't, or be 

careful if they did, because their 

instructors would see it as a sign 

that they aren't paying attention.  

 

More study is needed, but this 

finding suggests a need to remind 

some educators that, just as there 

are different types of learners, 

there are also different types of 

effective learning methods that 

may seem unorthodox, but do 

work for certain students.  

 

Doodling and cartooning then, 

should not automatically be 

considered learning distractions, 

but instead should be regarded as 

useful alternative learning tools. 

For many students, doodling and 

cartooning can serve as additional 

and valuable tools for reading 

engagement and learning. 

Upcoming 

Canadian 

Conferences 
 

 

 

 

The following are a list of some 

upcoming Canadian 

conferences you may want to 

check out): 

 

May 1-3, 2013, Canadian 

Network for Innovation in 

Education (CNIE) 

Conference, Ottawa, Ontario, 

http://www.cnie-rcie.ca 

 

June 17-20, 2013, Canada 

International Conference on 

Education (CICE), Guelph, 

Ontario, 

http://www.ciceducation.org 

 

June 20-22, 2013, Society for 

Teaching and Learning in 

Higher Education (STLHE), 

Sydney, Nova Scotia, 

http://www.stlhe.ca 

 

June 24-28, 2013, World 

Conference on Educational 

Multimedia, Hypermedia and 

Telecommunications (ED-

MEDIA 2013), Victoria, British 

Columbia, http://aace.org/conf 
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The Future of Academic Search 
Provided by: Jane Foo, Digital Systems Librarian, Seneca College 

When Google entered the Internet 

search market in 1998 it quickly 

proved that all anyone ever 

wanted was a search that could 

take a question in our mind and 

return a set of useful results. 2004 

saw the launch of Google Scholar 

and with it an acknowledgement 

for the need to search beyond 

websites. While Scholar delivers a 

good set of academic results it 

remains weak when it provides 

access from citation to full-text 

content, and although libraries 

have followed the invitation by the 

search giant to connect their paid 

full-text subscriptions there has 

been very limited success. So 

even though Google has 

significantly shifted the way 

students (and teachers) find 

information for their academic 

work, easy access to quality 

educational materials is still 

lacking. 

 

Higher expectations for search 

experiences forced academic 

libraries to re-evaluate the search 

process and to take a hard look at 

what academic search tools could 

not do well: Users no longer 

wanted to spend time sifting 

through many resources 

separately to piece together 

relevant information. Development 

of academic search tools has 

focused on creating systems that 

search across a multitude of 

content resources at the same 

time, regardless of format and 

size of the collections (article 

databases, ebooks, streaming 

videos, library catalogs, and 

websites). 

 

The first generation of multi-

resource search systems were 

based on the principle of sending 

out search calls to each resource 

and compiling incoming 

responses into one large results 

list (federated search). 

Unfortunately slow response 

times and a lack of metadata 

standardization across resources 

made this technology good in 

theory, bad in practice. 

 

A new approach to multi-resource 

searching has had more success 

in the recent years: Discovery 

search technology relies on a pre-

fetched centrally hosted index to 

retrieve search hits, connecting to 

resources only when a user 

chooses to view the full-text 

content of a specific record. 

Advanced post-search 

functionalities provide options to 

filter and organize results into 

specific types or areas of interest 

without having to redo the search. 

Results are returned at speeds 

comparable to that of Google 

searches. 

 

What are the possibilities with this 

search technology? Built to be 

flexible enough to accommodate 

new types of digital content it is 

only reasonable to expect that 

future curated digital objects such 

as 3D images, historical 

documents, knowledge bases and 

even specialized search engines 

such as Wolfram Alpha can be 

included in the search. 

 

Finally, as academic search tools 

evolve there are signs pointing to 

changes in the way research will 

be taught: Rather than spending a 

large amount of time familiarizing 

students with special resources 

and collections and teaching them 

how to craft expert search 

expressions, more time can be 

dedicated to teaching students 

how to analyze, evaluate and 

interpret large heterogeneous 

results sets - skills that will benefit 

them in the long run. 

 

You can view an example of 

Seneca’s upcoming search tool at 

http://bit.ly/ZMUn6m, or look for 

one at your college library. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Upcoming  

MOOCs 
The following are a list of some 

free upcoming Massively Open 

Online Courses (MOOCS) that 

you may want to check out: 

 

April 4, 2013, Open Course in 

Technology Enhanced 

Learning, Association for 

Learning Technology, 

http://octel.alt.ac.uk 

 

April 15, 2013, Creating 

Quality Online Instruction, 

Canvas.net, 

https://www.canvas.net/courses

/creating-quality-online-

instruction 

 

April 15, 2013, Instructional 

Design for Mobile Learning, 

Canvas.net, 

https://www.canvas.net/courses

/instructional-design-for-mobile-

learning 

 

April 15, 2013, Academia and 

the MOOC, Canvas.net, 

https://www.canvas.net/courses

/academia-and-the-mooc 

http://bit.ly/ZMUn6m
http://bit.ly/ZMUn6m


Extending WordPress in the 

Classroom 

WordPress is a free blogging tool 

which has been used since 2003. 

Blogs provide a place for 

students to write, share writing, 

comment on classmates writing, 

plus an increasingly important 

skill, the chance to reflect. 

When it was introduced to my 

marketing class six years ago, I 

compared it to other popular 

blogging tools such as Blogger, 

EduBlog and Movable Type and 

found it to offer more features, 

better security and easier 

customization. In the last few 

years, individual blogs have been 

moved to team blogs and this has 

added a new dynamic for easy 

sharing. It has also made it easier 

to set up and launch blogs in the 

classroom. 

 

A recent trend has seen the move 

from writing to media blogs such 

as SccopIt, and microblogging 

such as Twitter, yet WordPress 

still holds a dominant place as an 

essential tool to encourage 

writing. 

 

WordPress has also established 

itself as a strong content 

management system (CMS). 

Since WordPress has been a 

strong focus for the course I 

teach, it made some sense to 

provide consistency and move 

the course content to WordPress 

and although the idea has been 

considered for few years, the 

mobile learning guidelines 

support this choice, as long as 

there is a link from BlackBoard to 

WordPress. 

 

 

Course Structure 

Set up in WordPress is fairly 

straight forward and I first 

established a structure that would 

be easily recognisable for 

students with a menu system 

similar to BlackBoard which 

included, course information, 

course outline, assignments, 

calendar and a folder for course 

files. The front page includes 

announcements (WordPress 

Posts), a to do list, recent 

announcements, teacher contact 

details and the course Twitter 

feed. Students can receive 

course announcements by email, 

by following the course. 

WordPress offers hundreds of 

themes which vary in suitability 

as a course web site. The theme 

that was chosen was “The 

Morning After” due to its menu 

systems, clean layout, widget 

choice and ease of use. 

 

 

 

 

 

 

 

Widgets 

The most powerful aspect of 

WordPress is the availability of 

widgets. Widgets are chosen and 

dragged onto the sidebar and I 

selected calendar, blog stats, 

recent posts, archived posts, 

Twitter feed, follow blog, text 

widgets for a to-do list and office 

hours, Dropbox link search and 

RSS feeds. Since students write 

their own stories in team 

WordPress blogs and the team 

blogs are easily accessed 

through widgets in the course 

web site.  

 

Reliability, Support and 

Security 

Since course content must be 

available to students and the 

teacher, reliability is critical. 

During the period I have been 

using WordPress I have never 

seen any downtime and indeed 

WordPress is well known for its 

strong performance. On one 

occasion I needed help to restore 

a page that disappeared and 

support is handled by joining 

WordPress forums plus 

submitting a support request. 

Since WordPress is supported by 

a community of users, a solution 

to my problem was very fast. 

WordPress sites can be made 

entirely private or entirely open as 

required. 

 

 

 

 

 

 

 

 

Course Turnover 

Once the site is set up, the 

course structure and content can 

be updated as in BlackBoard. The 

one difference is when a course 

finishes and a new semester 

begins. In BlackBoard, the course 

is imported and exported to the 

new blank course with new 

students, reformatted, updated 

and opened.  

        

        Continued on Next Page 

 

Provided by: Ian McVitty, Professor School of Hospitality and Tourism, 

Algonquin College 
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In WordPress, the course 

announcements are turned off and 

it continues without any other 

changes. The announcements can 

be re-cycled and edited as 

required by hiding and revealing 

them. Another noticeable 

difference is that there is no 

separation of the course by 

section, since all students use the 

same web site address. There is a 

certain efficiency and time savings 

by not having to set up a course 

each semester.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Analytics 

The connection between 

announcements, due dates and 

student views can easily be seen 

through WordPress analytics 

powerful visual tools, some of 

which are shown here. Views by 

page, shares, comments, tags, 

and visits. Learner analytics can 

be enhanced even further by 

 installing Google Apps with 

Google Analytics. 

 

Communication 

WordPress includes several ways 

to communicate with students. 

Course announcements are made 

by writing a post which appears on 

the main page. These posts are 

 

 

 

 

emailed to all students that have 

followed the course, by entering 

Announcements differ from those 

in BlackBoard in that students can 

comment and post questions on 

them. There is a hierarchy of 

announcements and some can be 

turned into “sticky” posts, while still 

allowing new announcements to 

be made. Twitter is another option 

and a class Twitter feed can be 

also used to post messages, follow 

businesses and also for students 

to write a quick direct message. 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

WordPress suffers from the same 

limitations as BlackBoard in that it 

does not help with an easy 

interface between faculty Outlook 

Exchange and student 

AlgonquinLive email accounts. 

Direct email to individual students 

can still be carried out through 

BlackBoard or by importing the 

entire class into an Outlook 

Exchange folder. This operation 

will hopefully be eased by Office 

2013 strong SkyDrive integration, 

where faculty and student 

accounts may possibly be 

integrated. 

 

Course Notes and Files 

Course notes, files are shared in a 

PDF format and placed into the 

 

 

 

the course DropBox folder. The 

course folder has a permanent 

Dropbox link which is added as a 

menu item. DropBox also provides 

a secure, easy-to-use submission 

folder and allows drag and drop.   

 

Possibilities for WordPress 

As a course delivery platform 

WordPress can provide a stable, 

secure and reliable solution. More 

pilots and research need to be 

undertaken to identify possible 

future uses as a CMS for courses. 

For example it may be useful as a 

platform for on-line learning 

courses and programs.   

 

For those interested in setting up 

their own WordPress courses, you 

are welcome to contact me at 

ian.mcvitty@algonquincollege.com 

 

The two course sites can be seen 

at: 

http://hospitalitymarketingone.com 

http://hospitalitymarketingtwo.com 

 

  

The following are some useful web 

resources that you can explore at 

your leisure: 

 

Trends in e-Learning 

http://www.scoop.it/t/trends-in-e-

learning 

This Scoop.it site curated by Shirley 

Lesch from George Brown College, 

includes resources related to 

emerging e-learning trends, issues 

and innovations in e-learning. 

 

Heath Brothers Resources 

http://heathbrothers.com/resources/

overview 

Chip and Dan Heath, the brothers 

who co-authored the book Made to 

Stick, have some excellent 

resources available on this website.  

 

 

 

Check IT Out! 

mailto:ian.mcvitty@algonquincollege.com
http://hospitalitymarketingone.com/
http://hospitalitymarketingone.com/
http://hospitalitymarketingtwo.com/
http://hospitalitymarketingtwo.com/
http://hospitalitymarketingtwo.com/


Gamification of Life:  

Giving Meaning To The Mundane 

Gamification as a buzzword 

seems to have lost its lustre as of 

late, and I couldn't be more 

pleased. As a gamer, I'm 

delighted that more and more 

brands are infusing familiar 

gaming elements into their 

programs, promotions and 

platforms. As a marketing 

professional, however, I cringe 

any time I hear the word. Much of 

our industry's doubt around the 

validity and longevity of the 

concept is arguably the result of 

several brands haphazardly 

tacking game dynamics onto 

things simply to capitalize on 

novelty and hype, instead of 

building game mechanics into 

products and services, working 

outwards from there. Google 

News Badges is an example of 

gamification done poorly. 

 

All things considered, here's what 

we know about potential of 

gamification for brands: as a 

planet, we spend 3 billion hours a 

week playing video games; over 

5 million people play an average 

of 45 hours of video-games a 

week. We've been playing games 

- console, mobile, MMORPGs, 

social, and more - since 

childhood. And though we've 

been immersed in the language 

of metaphors and gaming our 

entire lives, some companies still 

fail to grasp how to properly 

design gamified systems. That's 

where I think that self-

improvement apps have got right: 

by adding meaning to the 

mundane, these apps answer the 

"why" question. Here are 4 such 

apps which I've personally used, 

which I think are examples of 

gamification done right: 

 

1) Nike Fuel Band  

I tether my Nike shoes to my Nike 

Fuel Band bracelet and go on my 

runs as normally would, except 

that when I get home, I upload 

data from my run and view 

statistics. I also compete against 

millions of other Nike+ users via a 

global leaderboard. I then 

discover ways to optimize my 

performance and train harder and 

smarter. 

 

2) Fitbit Aria Smart Scale 

I track my weight, body fat 

percentage, and BMI on a scale 

which syncs with my phone, 

helping me visualize my long-

term progress. I set goals for 

myself, earn badges for achieving 

these goals and stay motivated to 

keep my weight under control. 

 

3) Chains.cc 

I form new habits and break out 

of existing ones using Chains.cc, 

a motivational tool predicated on 

the simple challenge of not 

breaking habit "chains". Seeing 

gaps in my chains can be so 

demoralizing, trust me. 

 

4) SuperBetter 

Through SuperBetter, I stay 

motivated to achieve my larger 

health goals through overtly 

gamified challenges built around 

achieving them. A combination of 

points, levels, badges, 

leaderboards and competitions 

blend seamlessly into a digital 

layer atop my otherwise boring 

health goals. 

 

I concur with Matthew Shaer, 

author or Among Righteous Men, 

in that "treating your life as a 

game can make you a better 

person." As I continue to 

subscribe to these games in 

pursuit of my new years 

resolutions, it's clear to me that 

the "game layer" is no longer just 

on top of the world, as SCVNGR 

Founder Seth Preibatsch said - 

for me, it's meshed into my 

reality. Brands that recognize our 

psychological predisposition to 

engage in gaming and that design 

with intent stand to make their 

product or service more 

engaging. According to Rajat 

Paharia, Founder of Bunchball, 

"Using gamification, companies 

like Eloqua are seeing a 55 

percent lift in active users in their 

user communities, companies like 

Zamzee are motivating kids to 

exercise 59 percent more, and 

companies like Bluewolf are 

experiencing a 68 percent 

increase in traffic to their 

website." 

 

It's my sincere hope that in time, 

gamification loses its buzzword 

quality and becomes a more 

respected model for making 

products and services more 

accessible and fun. 

 

Provided by: Hamza Khan, Digital Community Facilitator, Student Life 

Programs, Ryerson University  

Watch 

This Tedx Talk from Gabe 

Zichermann provides a good 

overview of the benefits of 

Gamification: 

http://youtu.be/O2N-

5maKZ9Q 

 

http://www.google.ca/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&docid=TFlbu49uDDKVvM&tbnid=MjpIUYhvag6ZCM:&ved=0CAUQjRw&url=http://findicons.com/icon/184604/game&ei=5tRZUfuUN4mj2QWq8ID4Ag&bvm=bv.44442042,d.aWM&psig=AFQjCNH-GUAsEctoR1ckwNbHALsoK2eVpw&ust=1364928092555761


“It Made Math Fun”  
The Successful use of Tablet Computing  

and DyKnow Software 

Students in foundational 

mathematics classes may find it 

difficult to transition from their 

previous learning experience to 

traditional post secondary 

lectures. If they feel they ‘aren’t 

good at math’ many are reluctant 

to seek help, often assume their 

answer is incorrect, or lack 

persistence to finish a problem. 

Much of the teaching time is 

spent un-learning concepts that 

have been remembered 

incorrectly. A possible solution to 

overcome these learning 

obstacles is to immerse first 

semester students in engaging 

technology to prevent the 

stereotypical belief that ‘math 

class is boring’. 

 

In 2008, Seneca College received 

an HP Technology for Teaching 

Grant, which became a catalyst 

for several projects. The focus 

was to discover how technology 

can be used to increase student 

learning and engagement. The 

pen-based input provided by a 

tablet PC, gives an opportunity 

for students to take electronic 

notes. Writing with a stylus gives 

the familiar feeling of ‘pencil on 

paper’, yet can provide so much 

more.  Students can brainstorm 

solutions, draw diagrams and 

annotate important concepts into 

a teacher supplied framework of 

notes. Although they immediately 

recognize the ‘cool’ features of 

having this technology, this alone 

may not be enough to engage 

reluctant learners. 

 

 

 

The uniqueness of our project is 

that we wanted to develop an 

online learning community within 

the classroom. The purchase of 

DyKnow Vision collaborative 

software allows teachers and 

students to connect in 

synchronous two way 

communication. Students meet 

teachers and fellow classmates 

face to face as well as in a web-

enabled environment. The 

features of the software allow for 

group interaction, self-paced 

learning, immediate feedback, 

and sharing of the teaching role 

to stimulate student interest. In 

this anonymous active learning 

space, struggling students 

develop the confidence to 

become part of the learning 

community.  

 

The 2008 pilot study using 20 

tablet PCs and DyKnow software 

provided convincing argument 

that this interactive, learner-

centered environment resulted in 

a student perception of increased 

engagement (supported by 

increased attendance, 

persistence in the program, and 

positive survey answers) and 

greater success/personal 

achievement (measured through 

grades and surveys).1   

 

The focus of the 2010 study was 

to determine the effectiveness of 

using tablet PCs/DyKnow 

software for learning mathematics 

in a more typical college class 

size (40 seats) and to establish if 

previous results were  

reproducible.  

 

Grade data suggested students 

are more successful completing 

this course. 

 

Student comments elicited by 

survey questions gave a greater 

understanding of why participants 

felt tablet PCs and DyKnow 

enhanced their learning.2  

 

Students in the DyKnow/tablet 

classroom said “There’s more 

time to understand the lecture 

because I don’t have to worry 

about writing the questions” and 

“Because I had my personal 

screen I looked at things for as 

long as I wanted” indicating that 

they were taking control of their 

learning. They felt their 

performance improved as 

“participating in class made my 

mark go up” and “it makes 

everyone understand …and learn 

from each other”.  

 

Students described their active 

learning experience, as “…we 

had to do it while we learn”, 

“made it more hands on”, and  “It 

enabled me to have a wealth of 

information at my fingertips…”. 

Hesitant students felt “no one is 

judging” and “it allows me to 

participate without being 

embarrassed giving the wrong 

answer” creating an accessible 

classroom community. 

 

To quote the students, they felt 

this redesign of teaching 

pedagogy was important because 

 

        Continued on Next Page 

 

Provided by: Carol Carruthers, Professor and Program Coordinator, 

School of Biological Sciences and Applied Chemistry, Seneca College 
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“…I was able to get my individual 

needs met”, “[it] made my self-

esteem go high”, “it grabs my 

attention” and “It made math fun”. 

 
1Carruthers, C. (2010). 

Engagement and Retention of 

Marginalized College Students 

Using Hewlett-Packard PCs and 

DyKnow Software.  In R.H. Reed 

and D. A. Berque (Ed.), The 

Impact of Tablet PCs and Pen-

based Technology on Education 

– Going Mainstream. (pp. 11-19). 

Purdue University Press, West 

Lafayette, IN. 

 
2Carruthers, C. (2013). An 

interactive learner-centered 

classroom: Successful use of 

tablet computing and DyKnow 

software in foundational 

mathematics. Workshop for the 

Impact of Pen and Touch 

Technology on Education 

(WIPTTE). Pepperdine 

University, Los Angeles, CA. Mar 

2013 (in press) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

2013 ETC Reps 

Algonquin - Louisa Lambregts  

Boreal - Suzanne Huot 

Cambrian - Orville Andrews  

Canadore - Joan Perron & 

Dave Howard 

Centennial - Vida Barker & 

Zafar Syed  

Conestoga - Elizabeth Bowman 

(Awards Committee Chair) & 

Morgan Bartlett  

Confederation - Marshall 

Erickson 

Durham - Chris Hinton (Eastern 

Rep) & Jordanne Christie 

 

 

 

 

 

Fanshawe - Steve Torrens & 

Susan Deakin 

Fleming - Trudy Heffernan & 

Alana Callan 

George Brown - Shirley Lesch 

&   Rupert Collister  

Georgian - Greg Rodrigo 

(Central Rep) & Amy Goruk  

Humber - Mark Ihnat & Naveed 

Aqeel 

La Cite - Michel Singh (French 

Rep)  

Lambton - Lori Duquette 

(Western Rep) 

 

 

 

 

 

Loyalist - Mark Kirpatrick 

Mohawk - Andrew Connery 

Niagara - Barb Smith 

Northern - John Collins 

(Northern Rep) 

Sault - Jamie Fata 

Seneca - Valerie Lopes (Chair)  

& James Humphreys  

Sheridan - Brian Smith 

St. Clair - TBA 

St. Lawrence - TBA 

CVVP Liaison - Peter MacLean  

(Northern College) 

Tech Tips and Tricks 
 

Doxie Scanner + Dropbox 

 

In the Math class I teach, the 

students write 1 or 2 paper 

quizzes per class. The majority of 

the quizzes are done in pairs - 

each partner has a different quiz 

to write, but they consult each 

other and are marked as a pair. 

This presented a logistical 

nightmare in terms of returning 

the quizzes to the students since 

each partner would have to get a 

copy of both quizzes they wrote. 

The pairings are also randomized 

for each class. This year I 

discovered a handy little scanner 

called Doxie. After marking the 

sheets, I would scan the sheets. 

The Doxie software allowed me to 

easily "staple" scanned sheets. 

Each student is given a Dropbox 

link to a folder created for them. I 

then drop a copy of the pairs quiz 

into each student's Dropbox 

folder. The students have 

appreciated the chance to check 

and review their quiz. It has saved 

me from the logistical nightmare 

of returning the paper quizzes to 

the 55 students every week. 

 

 

iPad App: Doceri 

 

Doceri allows a presenter to 

control their computer screen 

from their iPad. It acts like a 

"clicker", but does more. Besides 

advancing a slide, you can use 

Doceri to "draw" on top of a slide 

or highlight a word or a part of a 

diagram. Of course, this can be 

done in PowerPoint, but with 

Doceri you can do it from 

anywhere in the classroom 

through your iPad. As well, you 

can overlay a whiteboard on top 

of your slide for you to write on. It 

has many other features that I 

haven't had a chance to explore - 

I've been only using for 2 weeks 

in class. For the most part it has 

worked very well. 
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