ACT ONE:  IMAGINATION

“Knowing something is NOT the same as understanding something.”
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Cultural transformation begins with a powerful, shared vision for the future.

Participants were asked to imagine a technology-rich IUPUI in the year 2010 and to explore the role of technology in IUPUI’s development as a leading world-class urban university.  Using pictures, diagrams, and words, participants created personal perspectives of ways that the learning environment could be radically transformed through technology.   Personal perspectives were synthesized into team perspectives reported below.

The image above represents the diverse components of planning groups coming together in a shared framework to develop a shared vision for the future.  Each component maintains its unique shape and color, but all are attempting to collaborate in a shared arena.  One composite future vision is reported here:

The IUPUI Learner in 2010 will be able to access the university from home, campus, office, and globally.   Learners will not be place bound, and have unlimited resources to travel globally.   The university will change methods of developing and delivering content through modular activities, “collaborative independence,” archived material, and work ahead opportunities.   Engaged learning activities will be event-based, not semester-based.   Learners will create “anytime/anywhere” learning solutions, and broadband connectivity will allow students and faculty to structure meaningful, high-touch, face-to-face interactions.  Connectivity will allow for virtual office space and high-collaboration relationships.  The use of on-campus space will be very different: independent, non-collaborative activities will be completed off-campus, while on-campus time is devoted to rich interactions and a “University Coffee House.”

Future roles for faculty will include flexible time and the strategic use of time to benefit everyone.  Faculty talents will be used for research and development, specialized consulting, teaching, administration, and learning.  Faculty will work more closely with government and continuing education providers for lifelong learning and will serve as subject matter experts and mentors. 
IUPUI will attract the top intellectual talent in teaching and learning while remaining committed to the Indianapolis area: key students, faculty, and administrators will be identified in and from the local community.  IUPUI will leverage its assets in meaningful ways, making investments in the quality of life of the total community through arts, culture, and social issues. 

ACT TWO:  INVESTIGATION
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After the initial visioning activities, participants spent 45 minutes reading from a selection of articles and books on topics dealing directly with technology in education and indirectly with cultural change, the so-called “new economy,” and other future-oriented texts.

Individuals reported to the larger group key findings from their reading.

This image illustrates disparate entities becoming more alike in their thinking, and therefore their appearance, through a shared knowledge base derived from research and investigation.  Continued investigation will be a hallmark of IUPUI’s learning environment transformation.

ACT THREE:  INVENTION
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The retreat’s third act focused on defining models for the future of IUPUI, in which teams explored specific ways of using technology wisely to transform learning environments, student interactions, and faculty work.

This image illustrates the movement towards alignment of diverse areas of the campus, as represented by the colored shapes.  Increased background detail and the spokes of infrastructure denote the creation of models that can be tested, refined, and renewed prior to implementation.
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COMPOSITE MODEL #1:

IUPUI GLOBAL VIRTUAL UNIVERSITY
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GO GLOBAL, SERVE LOCAL
OVERVIEW.  This composite model synthesizes the work of several teams, each of which contributed specific components.  This model envisions five characteristics of the new IUPUI:

· Technology will be invisible.

· Democracy of education will be prevalent so that every student prepared for higher education has 100% success.

· Differing forms of course delivery will be seamless, regardless of venue.

· Richness of content will be equal to or greater than the reach of content.

· Technologies will be viewed not just as tools, but also as instruments of creativity.

In this model, content will be delivered in a number of ways:  through distance courses, hybrid courses, and traditional courses.  An IUPUI degree will be made up of courses based on learning modules that combine face-to-face contact, traditional lectures, faculty tutorials, and supervised labs with a peer tutor for oversight.  Students will have access to faculty through email, the web, and virtual office hours.  

Student services (access to library materials, software, and IT needs) will be both virtual and modular, while IUPUI alumni will function as an integral part of “Virtual U” through email access via ONCOURSE and through an alumni discount for continuing education.  By 2010, IUPUI will be a key part of Global Virtual University, an online university combining the best programs from the best schools in the world, allowing IUPUI students to incorporate world-class learning opportunities and learning modules into their degree programs, and giving students from other colleges and universities opportunities to choose world-class learning modules from IUPUI.

PROGRAM CONTENT AND DELIVERY ISSUES in “Virtual U”
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IUPUI students currently access course content in a variety of ways:  

· Lecture-based

· Lab

· Video (tape, Polycom, interactive, web casting, IHETS)

· Audio (tapes, streaming)

· Web-based

· CD-ROM

· Traditional correspondence

Students, especially new students, are often not aware that IUPUI offers a variety of course types.  The university view book does not make distinctions between the types of courses offered, which confuses students.  These and similar hassles may result in students choosing to leave the university due to a lack of “user friendliness.”  Furthermore, not all faculty, schools, or departments are providing alternative types of classes, and the availability of alternative classes is not uniform across campus.

Other issues of course content include:

Access

· Security

· Quality and ease of use of content depending upon point of access (home, offices, libraries).  Broadband connectivity issues are at the forefront of change.

Criteria

· Helping students to use time-sensitive content quickly and use the content well.

· Determining if the content has a specific “use time” or will have a long shelf life.

· Identifying materials and content already in progress to avoid duplication and increase efficiency.

· Making content available 24 hours a day, 7 days a week for student convenience.

· Offering efficiency through synchronous and asynchronous discussion capabilities, virtual office, and online chat for feedback and learning.

· Responding quickly to student questions and needs.  

· Monitoring online content by engaging graduate students or other peers to answer basic support questions and pass content questions on to faculty members for timely response.

PROGRAM CONTENT AND DELIVERY PROPOSALS for “VIRTUAL U”

Several teams developed models for content and delivery systems that would support “Virtual U.”   They are reported below in the order of most general to most specific.

“2010 Educational Odyssey: Educational Exchange System”
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This model is built on the following mission:  to prepare students for life’s complexities, both during and after education, including providing students with skills for getting a job, recognizing when they need more skills and what these needed skills are, and performance adaptability.  

To do this, we will create a Flexible Integrative Interface that combines access for traditional, on- and off-campus, and part-time and full-time students, to educate all who seek it.

“Redefining the Ticket.”  Students will have choice in designing a traditional degree, certificate, grade card, or Continuing Education Units.  Students and faculty will work collaboratively to construct and organize individual instructional models.  The model requires a paradigm shift away from 95% solutions towards increased risk taking.   Technology may need to evolve to meet the needs of our education system. 

The educational exchange system will:

1. Foster communication as information forms and informs faculty to student contact, student-to-counselor contact, student-to-administrator contact, and student-to-student contact.

2. Aid design processes for curriculum and course content.

3. Simplify activities that are repetitive and precise.

4. Provide practice sessions (nonjudgmental moments) for students to learn prior to testing and ongoing assessment.

5. Contain and present information for learning with a focus on how information is presented to students.

6. Incorporate an adaptive feedback mechanism that is both immediate on examination responses and long-term to indicate ways in which the course responds to student needs and demands.  

Assumptions of this model include:

· Evaluation will take place through competency-based assessment and the use of learning modules that ask: What should the student be able to do?

· Evaluation will also be carried out through authentic assessment that considers life skills, portfolio objects, and traditional assessments.  

· All schools and departments will “speak a common language,” and employ national accreditation standards to design and assess learning. 

· The content delivery system will be available throughout the university.

This model will also take into account learning styles, motivation and reward, generational differences in students, personality differences, and age and other characteristics.  The system will incorporate the diverse nature of the population we serve and will be interactive at multiple levels to meet the needs of all students.
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Designing and Using Online Learning Modules. Several models were developed to illustrate the conceptual bases for modular learning units and how such units might be incorporated into a course or curriculum.   

Faculty first considered various types of learning: learning knowledge, learning skills, and applying knowledge and skills to real-world situations.   Reusable, shared learning modules may have a role in each type of learning, as the model below illustrates.
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Knowledge, skills, and application are all important components of the learning process.  A “modular” approach to learning needs to consider how best to engage the student in each component.

The following model, representing a subset of the model above, illustrates the creation of learning modules for didactic knowledge within a framework of general principles or basic foundations.  These general principles will, in turn, be supported by subcomponents of assessment, management, and critical thinking. Subcomponents will be further broken down to mini-lectures, URLs, and other teaching and learning resources.
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The entire field of study, as well as each modular component, will be supported by pre-assessment of existing knowledge and post-study examination.  Instructors will have freedom to test in multiple ways: pretests will be designed to focus on students’ strengths, weaknesses, and learning needs; evaluation (quizzes and tests) may be tailored to a specific discipline or based on cross-disciplinary assignments developed in conjunction with faculty in other fields of study.

Technology will allow for cross-discipline templates:  faculties will be able to create learning modules, web forms, and content integrated into ONCOURSE as a creation template.  The information system will list department modules and allow instructors to “drag and drop” available modules for use in their classes or for further customization.  Assessment and evaluation tools will be designed to support shared, re-usable modules. 

Skills Labs will cover standards, protocols, research pieces, and “ask the expert” simulations.  Online practica will use the preceptor (mentor) model to provide real world experiences for students.

Issues and Opportunities for Learning Modules
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This model incorporates reusable learning objects at three levels:


1. Off the shelf commercial software, such as Merlot.

2. High-end, university-developed software in both specialized and general disciplines.

3. A change in institutional pedagogy that reflects change in technology – increasing faculty experience with technology by involving undergraduate and graduate students within the teaching and learning process.

Low-level units that simply deliver content will be shared through ONCOURSE materials, while high-end applications will incorporate multiple methods.    We imagine an interactive interface with graphic representations of virtual buildings and a gallery of practices.  “Guides” (instructional designers) will assist instructors with the design and “look and feel” of course content, and a web portal will house all learning modules and necessary online services including an index library and a database of expertise to increase ease of use. 

The process of developing learning modules will be supported by a non-monetary system of exchange (like poker chips) through which faculty and instructional designers share and barter for services without overburdening any individual.  A project index listing projects under development or requests for proposals will be maintained within the portal interface to eliminate duplicate effort.

A “Virtual Bank” will provide interactive information on sources for grants and assist in promotion and tenure as part of a process that can document the usefulness of a faculty member’s work.   The “Virtual Team Center” will provide access to content experts, programming and design assistance, copyright information, and resources for usability, assessment, and project management.

Successfully integrating this model will require that IUPUI develop a time/exchange system, a team-building implementation, and ways to engage student workers throughout the system.  Assessment will be required at the planning level, implementation level, and evaluation level.


THE OMNI DELIVERY MODEL

Currently, IUPUI students are trying to decide on their own what types of courses best suit their learning needs.  This practice is problematic for the student and for the instructor.   The Omni Model will provide a pre-assessment of each student’s learning style to determine whether an individual student is best suited for a traditional model or the Omni Method.

Following the pre-assessment, students will be ranked on a “Virtual Learning Readiness” scale of 1-10, with “10” showing the maximum need for traditional interaction in a classroom, with an instructor and other students. Traditional coursework is defined as:

· Taking place on the IUPUI campus in a traditional classroom 

· Technology-enhanced through email, chat, an online syllabus, and an online facilitator.

· Using physical laboratory space and computer labs.

· Including physical contact with other learners and giving students access to physical learning spaces.

At the other end of the spectrum is the Virtual Readiness Rank of “1” designating a student prepared for a totally learner-centered curriculum that provides:

· Anytime, anywhere learning through broadband Internet access.

· Modular learning components, using video, CD-ROM, and paper formats that are completely student-initiated.

· Asynchronous discussion forums with online office hours for student-instructor contact.

A readiness score of 5 might place a student at a remote site that is partly traditional, using IHETS or Polycom technology. Students in these settings have a set class time and use one-way audio and two-way video to interact with the instructor and other students.  A possible future development in this arena is holographic virtual instruction.

Comprehensive university support will underlie this model.  There is a compelling need for ongoing faculty development in teaching instructors to use technology, a student-supervised help desk, online human and financial resources, and production teams for each school to provide delivery methods for instructors.  TA’s and other students will work closely with faculty in designing and producing learning modules.

COMPOSITE MODEL #2:

WHERE LEARNING MEETS THE “REAL WORLD”
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PHILOSOPHICAL GROUNDING.   This composite model, which incorporates components from several teams, focuses on new forms of university/community relationships and evolving roles for faculty.  Education, both in skills and knowledge, is grounded in and occurs through human interaction with the social world and opportunities to appreciate, organize, and synthesize those experiences.

Students begin their journey in a small circle made up of their social world, network, and community.  When students enter the university, faculty-to-faculty interactions, faculty-to-student interactions, and student-to-student interactions help develop familiarity with a new academic, cultural, and social environment.  In the following models, students will engage in structured interactions with the world through service learning, internships, and practica, work with masters through an apprenticeship model, and take a variety of different paths toward earning a degree or attaining certification.  These paths may include:

· Direct Experience and interaction with masters through traditional coursework, lectures, and assignments.

· Technological links and contact with masters through videoconferencing, synchronous and asynchronous discussion, email, chat, and other collaborative software.

· Passive interactions between the student and text through the reading of books, magazines, newspapers, and journals.

The university influences each level of these interactions, enabling students to have larger interactions with the world.  Each of the paths outlined above have alternate routes for students, such as interdisciplinary credits, “stepping out and in” to design degrees based on individual student needs, and multiple means of achieving accreditation.

The second phase of this model represents a cross-section of the IUPUI of the future.  At the core or center is a community of learners interacting in both virtual and physical meeting places.  The community constantly interacts with and is influenced by:


· Learning goals, standards, and assessment tools leading to certification. 

· Guides and mentors: traditional faculty, alumni, advanced students, and corporate and community partners.

· Knowledge Resources: documents, experts outside of the university, and learning models.

· Tool kits made up of communications tools, knowledge location tools, analysis tools, and creation and expression tools.

The interaction between the community of learners and the guides and mentors is the glue that holds the new system together.  Each component contributes to create a real-world experience unlike any other.

WORLD VIEW.  This model envisions relationships among IUPUI, central Indiana, and the world.  Each arena has the same needs and resources:  human needs and human resources, knowledge needs and knowledge resources.  Technology is in the middle, mediating these needs.   
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Needs shape technology.  Technology doesn’t need to be construed as brand new, cutting-edge technology.  Printing, duplication, microphones, slide projectors and videos are all examples of technology.  The university community needs to cast a broad net and use a variety of technologies in designing a model of Distributed Education that is right for IUPUI.

Technology needs to be transparent to be useful.  “Transparency” means knowing how to use a tool that a person hasn’t seen before.

The focus on central Indiana will change and parallel the focus to the rest of the world.

CHARACTERISTICS OF THE REAL-WORLD IUPUI 
· The university will realize no loss of undergraduates on campus, yet the “student body” will quadruple due to the expansion of Distributed Education.

· Learning modules will be available to learners in multiple numbers (1000s) but in shorter increments (5-10 minutes), increasing learning and knowledge while decreasing the time needed to acquire this knowledge.

· A “master” (faculty member with a focused specialty) will provide the primary learning structure.  Learners/apprentices “come” to masters from around the world using a variety of web-enabled and other distance learning technologies.

· The core of a liberal arts/professional education will be available on campus in multiple year increments but not necessarily consistent with cohorts of distance learners, who enter and exit the university setting at multiple times.

· Students will begin their transition to the workforce through internships, eventually returning to the university less frequently but for longer periods of interaction.  

TOOLS FOR A TECHNOLOGY-RICH ENVIRONMENT
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This model compares “tools” to “technology.”  Technology is the engine that drives the use of tools, while the university will become a collection of learning communities focused on: 

· Promoting diversity within the university community.

· Providing access to students in multiple ways, ensuring flexibility and choice of designs.

· Recruiting faculty who are competent in using technology and designing learning modules for students at multiple learning levels.

· Sponsoring faculty-student learning communities in a mixture of physical and online collaboration spaces.

· Creating an “on-campus experience” through buildings and housing.

· Attracting high quality students clustered around a learning-rich environment that enhances learning styles through a menu of choice.

Learning at this new IUPUI will be dynamic, moving, continuous, ongoing, and interactive.  Technology will be accessible and easy to use both for students and for those distributing content.  Teaching will be transformed from disseminating information to mentoring in helping to train learners to “do” learning by modeling learning.   An IUPUI education will provides learners with the critical skills of learning “how to learn,” based on careful assessments of student competencies.  One of the future components of IUPUI is an opportunity for people who possess knowledge and skills to have their experiences assessed for credit.
SERVICE:  ON-CAMPUS LEARNING ENVIRONMENTS
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The SERVICE model is based on physical spaces and services that are flexible, have variety, are fully utilized, fully accessible, and of significantly higher quality than spaces we are familiar with.

ASSUMPTIONS

1. The IUPUI campus will still be needed; students will have good reasons to come to campus as a physical space.

2. Most, if not all, students will be “hybrid” and have educational needs that are in between solely on-campus and solely distributed models.

3. Remote delivery systems for educational and student services content will work really well.

4. On-campus facilities will be used with an approach that recognizes faculty, students, and community members as customers.  The campus will operate on the hotel/conference center model and provide flexible space and efficient use for a more quality face.

5. Campus leadership will support the model.

6. Programming will drive space and facilities, which will be flexible and rearrangeable.

7. The economic model will be responsibility-centered, utilizing a number of ways to ration and encourage full use.

8. Startup funding for any changes to existing space will be secured on a revenue-bond model, with cost-recovery paying it off.
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THE COGNITIVE APPRENTICESHIP
This model is based on “Graduate/Professional” field delivery of professional studies such as Dentistry and Library and Information Sciences.

INTRODUCTION.  Drop back 1,000 years to the Trade/Apprenticeship, Master Craftsman/Apprentice model.  The “master learning experience” borne out of those interactions was what the student came to know, practice, and believe. The disadvantages of this model were its limited process; the model was time-consuming, labor-intensive, did not offer much contact with other masters, and left apprentices at the mercy of single master for good and wrong things.

IUPUI of the future will provide a  “Cognitive Apprenticeship,” where the university will serve as a facilitator, providing multiple interactions with masters in the field supported by learning processes, resources, criteria, Best Practices and research- and evidence-based standards.  The university will assist masters in the interpretation of documents, and provide instant access through technology, helping to give a broader base for interpretation.  Technology will provide access to other masters in other fields via interdisciplinary collaboration among faculty members.

This model views technology as a tool that will provide bandwidth, multimedia, and faster delivery of content that is relevant to each student.  Technology will provide the opportunity to have an intelligent profile of each student and to truly customize their education by identifying students’ entry-level skills and will provide this information to master teachers.   Information sharing will be  “X+,” based on principles of inquiry from the scientific method for a wider spectrum of sharing, to include:

· Collaboration among masters for a holistic, interactive experience tailored to the strengths of each student.

· Access to multiple masters through on- and offline collaboration.

· Speeding the process of the apprentice becoming a master by increasing access to the teaching and learning process and using technology to reduce the amount of time necessary to impart information from master to apprentice. 

· Maintaining a small ratio of apprentices to masters by retaining “graduates” as masters committed to training new apprentices.

A strong technology infrastructure will allow for simulations of Best Practices and knowledge, while databases speed research, invention, and development.   The university setting will become a think tank of ideas and research.   Assessment of apprentices will begin before they enter to determine content knowledge and learning processes, continue after learning activities take place, and occur across disciplines.
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The end result will be a university made up of cyber and “real” learning communities composed of learning modules accessed both face to face and electronically to improve practice regardless of physical location.   The university will become an integrated learning community, not an isolated place that people only “go to.”

The campus infrastructure will be based around support facilities: technical and administrative support will be available 24/7, and the classroom of the future will be a hybrid of physical and cyber elements.  Most importantly, the infrastructure will support the institutional changes carried out in this model.

COMPOSITE MODEL #3:

“E-IUPUI” INCUBATOR
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INTRODUCTION

Eli Lilly Company created a new entrepreneurial company, “eLilly,” for the purpose of inventing a 21st century organizational culture that would ultimately model a new culture for all of the company.   One team applied this model to IUPUI.

PHILOSOPHICAL GROUNDING:  THE VIRTUAL HARDWARE STORE

The team first designed the “Great World University” based on service delivery mechanisms of the past, casting IUPUI as a “Virtual Hardware Store” that will combine the knowledge and service of neighborhood hardware stores, tempered by lessons learned from superstores like Lowe’s and Home Depot.

Qualities of the “good old neighborhood hardware store” that the team wants to include in the IUPUI Virtual Hardware Store include:

· A friendly, “right sized” place with lots of loose stock where students, faculty, and community partners can poke around or get in and out quickly.

· A place filled with lots of knowledgeable clerks.

· All customers can access the tools they need to learn, regardless of disability, mechanical challenges or learning style.

· An affordable, convenient place where everyone knows you, informal collaborations and conversations happen, and custom orders are filled to specifications.

The neighborhood hardware store has been challenged and in most cases replaced by the “supermarket” hardware store represented by Lowe’s and Home Depot.  The super stores offer price advantages, extensive inventory and selection, consumer-friendly locations, and systematic customer service activities.

For IUPUI to reinvent this model, this team believes that reusable learning objects offer faculty mentors and students choice in both designing and in receiving content.   All of the people in the hardware store are on-board: both faculty and support staff needs to be customer-centric.  However, the team identified an important barrier--neighborhood hardware stores are out of business because of four factors that IUPUI should attend to:  

· Pricing -- local stores cannot compete with national chains.

· Marketing to a global market: the university must develop a compelling story to tell prospective students, faculty, and community partners about its services.

· Management must be friendly and deliver value to customers who want services and knowledge quickly, easily, and affordably.

· Location – neighborhood stores don’t have “mall cachet.”

IUPUI will be successful in the future because everyone in the virtual hardware store pays attention to characteristics of environments that worked in the past.
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How could IUPUI create a prototype or pilot program for a radically changed educational environment?

PULEE (Principles of Undergraduate Learning in an Electronic Environment) will function as an Alternative Entry Portal based on Authentic Learning Models.  The program is organized along a CEO Model with a Board of Directors.  The PULEE system will incorporate student profiles, will be assessment driven, and will be built on reusable learning objects.  Faculty will be assigned as coaches to design a curriculum for each particular student.

PULEE will offer a personalized methodology for instruction, use private and public sector instructors, and have as its goals reaching competencies that prepare students to meet admissions criteria for schools and other majors.

To illustrate how PULEE works, the team outlined several student scenarios:  

Scenario One: Nursing
Juan Lopez, currently employed as a nurse aid, wants to become a nurse.  His goals are quick admission and the fastest route to degree completion.   Juan’s prior experience and knowledge are assessed and he is awarded credit where appropriate.  Juan’s fees are based on the time it takes him to complete the program, rather than on a fixed model.

After Juan’s initial assessment, he is assigned a personal learning trainer, receives individualized learning, and has mentors assigned from current work experience.

He completes introductory components in nine months and is ready for admission to upper division/major where faculty members external to his instructors also participate in his performance evaluation.  

Scenario Two: Anthropology

Chris Collins is a 15 year-old, home-schooled student of missionary parents who speaks 7 languages.   Although Chris needs to fill in educational gaps, specifically quantitative reasoning, she is ready for more challenging work. Chris’ goal is to enter the field of anthropology as soon as possible.

Chris receives a complete assessment and is assigned a personal learning coach.

Scenario Three:  Undecided

Chip Carmel is a 19 year old whose credentials include being good with video games and being the drummer of Trashing Penguins.   Chip is proud of maintaining a “C” average while doing no homework through his high school years.   Chip was admitted to IU but promptly dropped out at Bloomington.  Chip needs to get out of his parents’ house and get his parents off his back.  Chip’s career goal is undecided.

Chip is assessed prior to entering IUPUI, and his personal trainer helps design individual learning modules and delivery systems tailored to Chip’s needs. Chip progresses through the curriculum with assistance from mentors.

Features.  The prototype model includes a Business Executive Partner Exchange, where corporate experts will be given access to research and development to work with the university to fund and find solutions to corporate sector needs.  Business Executive Partners will play a key advisory role in such areas as pricing, market, location, and administration – helping the university to contain costs and expand markets.
UNIVERSITY POLICY ISSUES
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The team that addressed essential policy decisions called its model CONNECTIONS, the theme for how the university is going to deal with policies that continue to become more complex as technology becomes more complex.

The team does not see the issues that their model addresses as serious issues; rather, they are complex issues that are difficult to sort out.  Team members are committed to “Responsibility-Centered Management,” but these issues are disjointed, and many seem to be going in a number of different directions, while other issues bubble up in the meantime. 

Technology issues impact each staff member at the system level.  Copyright will impact faculty directly.  The model creates lateral connections for faculty, who are viewed as equal in terms of importance.  The university is faced with finding ways to deal with these issues more effectively.  How can faculty relate to other faculty in collaborative ways?  Promotion and tenure and gaining credit for collaborative involvement are important points to be addressed.  Intellectual Property issues lie at the interface of technological development and the use of technology to connect needs with resources.  These questions must be settled in real time as the needs of every segment of the university community and the university’s resource systems continue to develop.  How these issues are addressed and answered affects which technologies become either transparent or unusable.
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CLOSING COMMENTS AND NEXT STEPS

Following the reporting session, participants were asked to share what they learned from their table conversations, particularly statements they agreed or disagreed with, issues that were not resolved or discussed, and anything of importance to the planning process. Highlights of the conversations are summarized below:

· I didn’t hear a lot of talk any time over the past two days of bringing along student services.  How are we going to deal with the things students deal with every day: register for classes, get an account, and pay fees? We are going to have to learn to take these apart and put them together.

· Let’s work on developing the next “killer app” in terms of education and technology.  Let’s make web-based delivery of materials so appealing that everyone or a significantly larger percentage of people would buy in.  A significant part is to answer the student question: make it more affordable.
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How is the concept of IUPUI relative to the environment? We need to manage the total cost of the system while maintaining the quality of the system.  Learning needs, access, and recouping the investment in technology in terms of individual schools are just some of these issues.  How do we reconcile differences in the cost of the system and the programs we are promoting? How does technology help us to be in all three corners at the same time?


· We’ve talked a lot about changing the culture: the whole system has to change.  Changing technology is automatically going to affect parts of the system.  We have to change the system so that we aren’t changing the pieces. 

· One of the big issues with technology that we are seeing is that technology exceeds our ability to use it.  “The car is going faster than the driver’s ability to control it.  Even though the capability is there, doesn’t mean we know how to use it.”

· We concentrated on the “Ultranet.”  We are sitting on this technology at our university, and we really don’t have applications to use it.  We have a solution to do whatever we want, but now “What’s the Question?”  “Just because we can do it, should we?”

· “How do we make the university really seductive to the folks who, for some reason, have not entered that portal.  What is it that it takes to bridge that gap?”

· It’s not just out there; it’s already here.  For most faculty, this is like the atom. How is this going to be attractive to the faculty?

· We have to have faculty who buy in to the technology.  We have a large population of the faculty who will not buy in to the technology.  Students are demanding the technology.  We have got to get our faculty to buy in to the goodness of the technology.

· I think it’s more than buying in.  I was struck by the potentiality by the bells and whistles, but I’m feeling very impotent about my skills at building simulations.  There are not the courses that will lead the faculty to build these, unless I have a technical assistant in every class.

· I don’t have the time.  I’m not using any more technology until I get a semester off.  I need a whole semester of release time to do an “easy” course.

· If we’re going to do content, we’re either going to go crazy, or we’re going to reinvent the wheel.  If the textbook will remain central and get tools that can be used by multiple courses, we’ll be effective.  Let’s use ONCOURSE as an engagement tool.  We need to spend a lot more time on getting interaction with the students.

· We don’t really know if this works.  Is it going to work for music? Nursing? We emphasize that collaboration can be done online.  We need to take advantage of the resources we have before we jump into development.
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· I’m wondering if an alternative for us in teaching and learning is to draw on other resources that are out there.

· Why don’t we leverage the enthusiasm and talent of incoming students and use them to build interactive content? If we’re shifting the whole machine, all assets count, including incoming students.  We need to be able to assess the talent that is coming in and immediately engage them in the teaching and learning process.  There may be trade offs.  The “Master Teacher” doesn’t imply that the Master knows everything.

· We need to get multiple masters from different areas on campus and bring information to the students.

· It takes incredible amounts of time to respond to each question that a student asks on the Internet.  This attention to the student is in addition to the time spent on development.  Promotion and Tenure committees do not give appropriate consideration to the amount of time that instructors spend working with distance students. 

· Do we even need courses any more?

· We don’t need courses, 2,250 minutes; we don’t need a lot of things. Students do need a piece of me.  I know a lot about using technology to make their time with me more efficient, but I do not know how to use it to make it unnecessary.

· An educational experience should be 1/3 information, 1/3 experience, and 1/3 social interaction.  To think, “What is a course?”  I think we need information, experience, and social interaction.
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