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Teacher Roles
As I read our assignments, there was a vast amount of information shared on ways the teacher’s role in the classroom needs to change; from the sage on the stage to the guiding facilitator.  In order for this transformation to take place, “two elements are necessary for technology and instruction to create successful learning; teacher mindset and multiple pathways” (Bruinsma, 2010, p. 276).  As teachers become more comfortable integrating technology into their subject areas, student attentiveness and learning will improve.

One important point that I gained from our reading is that teachers are no longer expected to just lecture. Teaching nowadays involves various strategies and media. For some teachers, this mindset is difficult to change.  As teachers assume the role of a classroom facilitator, they are expected to implement various forms of technology into their curriculum. Currently there is great pressure to implement and teach 21st century skills in the classroom.  A problem that teachers face is that they don’t feel confident with their technology skills.  Nagel (2007) states that “educators and staff members must themselves master 21st century skills to be effective in their roles.”  School administrators need to incorporate technology in-service time so that their teachers are provided with time to increase their technology skill levels.  Speaking from personal experience, I know that teachers don’t receive enough time to ‘play’ with the various forms of technology.  I am a young and ambitious teacher who struggles to find enough time to learn technology; this task is even harder for a veteran teacher who experiences difficulty trying to determine the benefits and convenience of technology.  Coupled with lack of time, the situation is confounded even more when we expect technologically challenged teachers to ‘explore.’  Administrative support is imperative because teachers need time to build their competency level with technology.
The expectations of teachers continually change.  Jukes and McCain’s article provided great detail about the expectations of teachers.  They said that “the teacher’s task is to add value to the content and to add value to the experience by crafting problems that provide a framework on which to hang the information that must be learned…” (2007).  Students are the ones to interact, but the teachers are the ones to shape student learning.  Teachers are to put new content into a context that can be utilized to solve real world problems.  In addition, teachers should provide ample time for students to explore, discover, and formulate questions.  They are to teach “lazy” and encourage students to come to them.  This is a big step for many teachers, me included.  However, I like the idea of the teaching role, but I will definitely have to take small steps in order to fully implement the full practice.
Student Roles

In this day and age of technology, students have an array of gadgets and tools at their fingertips that allow them to conveniently locate information.  Many adults think kids have become lazy because they do not have to follow all the steps and perform the detailed work that adults once had to do.  I believe the phrase, “work smarter instead of harder” says it all!  
This change in lifestyle and learning environment propels a change in teaching students.  I favor the shift of placing learning responsibility upon the students.  As teachers utilize cooperative learning formats, students become both explorers and teachers themselves.  By configuring classes into smaller groups, “students are teaching students – and learning the material in new ways because they are able to share it with their peers” (Bruinsma, 2010, p. 288).  I believe this enables students to find their own identity through their learning styles.

With the ever-changing technology and teaching roles, our text tells us that “problem solving and inquiry learning begin with real-world situations and issues to actively engage students” (Bruinsma, 2010, p.307).  Subject specific simulations provide students with the ability to learn content in context and apply it in the real world.  Students also should do their own defining, designing, developing, and debriefing (Jukes & McCain, 2007).  As our educational system continues to change, students take more ownership in their learning; it becomes their responsibility, not just the teachers.  Students determine what knowledge is necessary to complete a given task.  Students ask for further direction/instruction. And finally, students assess their own work.  I believe that I provide students the opportunity to practice these roles when they complete their automated accounting simulations.  I often thought I was asking too much of the students by requiring them to learn on their own.  However, after reading the various articles and textbook chapters, I know that I am on the right track with my expectations of the students and their abilities.
Community

When I think of community in the context of education, I believe it encompasses all staff members, students, and classrooms; they all work together as one team.  With the pressure of No Child Left Behind, the educational community (team) is responsible for each other.  Each grade level builds on the previous level completed, hopefully minimizing content gaps.  Jukes and McCain inform us that “business today wants independent problem solvers with good interpersonal skills who can function well in a team” (2007).  When students work in cooperative learning groups they learn to assist each other with given tasks, while learning a great deal about themselves.  Students learn important skills while working in their team, skills that would not be acquired if they were working on their own.  Bransford strengthens this thought by stating, “especially important are the norms for people learning from one another and continually attempting to improve” (1999).  Two important aspects of educational communities include the fact that students assist each other in the learning thereby ensuring that all students have the opportunity to learn and the fact that students are also responsible for their own learning.  The cooperative learning groups that I use in accounting allow the students to share their thoughts and opinions on everyday financial issues.  After reading the class material, I realized that creating a group atmosphere in the classroom is very beneficial for both students and teachers!  Teachers in my school can improve the community atmosphere by implementing team teaching with a few lessons and by displaying support for responsible students motivated to take on-line AP and college level courses.
Learning Content
Learning content typically refers to the subjects taught in school. There is, however, much more depth to the description.  Learning content is connecting material and knowledge gained in school to learning in other activities. Bransford tells us that “children participate in many other institutions outside their homes that can foster learning.  Some of these institutions have learning as part of their goals, including many after-school programs, organizations such as Boy and Girl Scouts and 4-H Clubs, museums, and religious groups” (1999).  The connection becomes teaching student’s lifelong skills through content that can ultimately be transferred to other learning environments.
Learning Skills and Context

As our world changes at a lightning fast pace, so does the students’ skill list necessary to function in a global society.  Outside of the classroom individuals must be able to identify, analyze, and decipher problems.  To function in today’s world individuals must be able accomplish tasks far beyond merely regurgitating memorized facts.  As Jukes and McCain (2007) point out the top 10 in demand jobs for 2010 do not exist.  They also tell us that students can expect to have 10-14 distinct careers throughout their life.  That is an amazing and challenging statistic to ponder!  With students potentially changing careers that many times, they need an educational background that prepares them for anything.  Skills that students are taught through content will assist them in succeeding in the 21st century workforce.  Since 21st century skills are being emphasized in schools, I need to take a more active approach to develop and incorporate projects that connect the classroom to the real world.  It’s no longer enough to just prepare students for ‘the test’.
In order for students to learn the necessary skills, they need to be taught in context to the real world.  Being able to learn in context allows students to transfer their knowledge to real-life situations.  According to Jukes and McCain (2007), “It’s about learning that is any time, any place, any time, any pace.”  Daniel Pink states in his interview, “Employers demand new skills” (Pink, 2008).  Jukes and McCain tell us “business today wants independent problem solvers with good interpersonal skills who can function well in a team” (2007).  Since learning is continually happening, teachers need to teach students the 21st century skills and then demonstrate and provide opportunities for students to incorporate their skills into real-life situations. 
Information and Communication Literacy
A main point stressed in our readings is that students are expected to learn more than just facts.  I can relate with Bruinsma’s definition of “information literacy, know when and why you need information, where to find it, and how to evaluate, use, and communicate it in an ethical manner” (2010, p. 168).    My AP students practice these very skills.  When the AP English teacher provides my students with a topic, it is up to them to find the information, evaluate whether the information will support and provide validity to their argument, and then compile and present the information in a well written paper.  These skills allow my AP students to teach themselves and be responsible for their own learning.

One of the most important skills that teachers and students can possess is the ability to effectively communicate.  “Communication includes interaction, meaning give-and-take between participants.  Interaction can be cooperative or collaborative…” (Bruinsma, 2010, p.73).  Students need to be able to work in cooperative learning groups, complete a task, and learn from each other.  These groups can be right in the classroom where face-to-face communication takes place or they can be groups online.  When students collaborate on-line they have various mediums available to use such as; email, chat, blogs, wikis, or web sites.  For effective communication to take place “the technology must be appropriate for the goal, support the intended communication, and be accessible to all participants” (Bruinsma, 2010 p. 74).  I use cooperative learning groups in accounting.  When the students begin working on T accounts, small groups encourage the students to think ‘out loud’ to reinforce the concept of debit and credit transactions.  By utilizing small groups I am promoting real world learning.
Technology
With so many functional technology tools available today teachers are able to bring their classrooms to life and create excitement for student learning.  I agree with Bruinsma’s statement, “technology creates multiple opportunities for engagement and collaboration” (2010, p.237).   The automated accounting software that I integrate into the class allows students to learn independently while they maintain and balance financial statements for their business.  Chat rooms and discussion boards provide my AP students with the opportunity to collaborate with students from other schools.  Instructors are able to easily monitor the learning process.  Students, who find answering questions orally uncomfortable, usually enjoy sharing their thoughts on the discussion board.  This is a unique way for students to learn from each other.  I have had to remind my students that whatever they post on the discussion boards needs to be something they would say to another student or teacher face to face.
Multimedia tools such as video and audio has the amazing capability of connecting students to their material.  Bransford (2007) says, “…many students spend more hours watching television than attending school.”  Television is a major part of their life.  By utilizing this educational tool in the classroom teachers have the distinct ability to engage their students in the topic being discussed.  These tools are used to stimulate the visual and audio learners.
Another learning tool being utilized in classrooms are games.  The topic of games in the classrooms has generated some heated discussions at our school.  Mainly because some teachers use the games as ‘filler time’ and they often times fail to monitor the sites their students are viewing.  I take issue, as the technology person, with students that search the Internet and save every motorcycle racing game they can find; our school cannot function as an arcade or as an unlimited saving source.  Furthermore, I question where the teacher is and why he/she allows unmonitored surfing. There are, however, very educational games available.  Van Eck (2006) states, “games embody well-established principles and models of learning because the learning takes place in meaningful context.”  I remember getting to play “Oregon Trail”, “Where in the World is Carmen San Diego?” and “Sim City.”  All of these games required thought process and information from the real world.  Van Eck shares that “interacting with a game can require hypothesis formulation, testing and revision.  This process happens rapidly and often while the game is played, with immediate feedback” (2006).  Students often can learn more quickly with an educational game than when they are in a classroom due to the immediate feedback received.  I am always searching for pertinent games for teacher implementation that will enhance the topics they are discussing.
There are so many amazing technology tools available.  The unfortunate reality is that many schools lack the financial resources to make them accessible and many schools are unable to provide adequate time for skill level training to their teachers.  Beyond that, teachers are challenged with having or making the time to become competent users of the tools.  Because schools are being forced to teach to the standards as well as to ‘the test,’ teachers find it impossible to teach to the real world.  I believe technology and 21st century skills are the future of teaching, while standardized tests teach regurgitation of facts.  My question is this: how do we make this change in teaching methods and theories? 
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