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Presentation Summary
Professor Roger Schank said “There are only two things wrong with the education system: 1. What
we teach and 2. How we teach it.

1. What we teach
Most schools are still teaching skills
that were important for students who
graduated a generation ago; skills at
the bottom of Blooms Taxonomy.
The reason we do this, is largely
because HSC and VCE examinations
largely test these skills. Many of the
questions on examinations require
the kind of information that outside
the exam hall could be Googled.
Yet employers are demanding a
different set of skills. According to
the Foundation for Young
Australians, there is increasing
demand from employers, for ‘soft
skills’ such as presentation skills,
digital literacy and creativity.
Moreover they are prepared to pay
for these skills. Knowledge is of
course still an asset, but in the
modern world, it is less
economically valuable than it was.
This creates a dilemma for the contemporary teacher which teachers of past generations did not
face. Then, preparing students for their exams was also preparing them for their working future. But
the aptitudes employers seek in 2018 and beyond are difficult to measure on an exam. How then,
should a teacher spend his or her precious face-to-face class time with students? Should it be spent
preparing students for their future beyond school, or for their exam in November?
Clearly we cannot justify neglect of either. Yet we have no more class time than before.
There are three principal reasons why this shift in the relative value of soft skills and knowledge is
happening.

© Andrew Douch 2018

4

Automation
The steady march of automation is
nothing new, but its pace is
accelerating. Many skills that once had
to be done by people who had been
trained to do them, are now being done
by automatons, even apps, which can
do the same work faster, cheaper and in
many cases, better.

Globalisation
The internet has made it possible for
more people to work from home. But
if a job can be done from home,
remotely, then it can probably also be
done overseas. As a result, more and
more jobs that had to be done in
Australia by Australians, can now be
done, overseas, by people who are just
as qualified but more competitive on
price.

Digitisation
Increasingly, information and content
have been commoditised and are more
and more difficult to sell. This is
reflected in falling newspaper
circulations, encyclopaedias
announcing that they are no longer
printing books and video stores closing
their doors.

How we teach
Not only do we need to revise what we teach in order to
prepare our students for their future, but in order to win their
attention we need to revise how we teach.
Many teachers complain that some students lack focus, give
up when the work is hard, and do not ask for help when they
need it - yet those same students do all those things when
they are playing computer games. The gaming industry is not
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struggling at all to hold the attention of young people! It generates more income than the motion
picture industry! What can we learn from computer games that we can use in the classroom to win
the attention of students in a world with mixed reality, immersive graphics and collaboration?
There are many lessons we can learn from the gaming industry. Let’s explore three.

Lesson 1. Stimulation
Teachers have always had a struggle to engage
students in the classroom because home life was
always more enjoyable. But the home lives of our
students in 2018 are not just enjoyable but
downright exciting. We need to capitalise on some
of the fantastic, engaging mixed-reality educational
experiences that are becoming available to teachers.
In addition, and more importantly, we need to
identify things that we can do in the classroom that will engage young people, not by competing
with technology, but by creating experiences that students can’t get digitally.
Example tools: Insight heart (p 9), Virtuali-Tee (p10).

Lesson 2. Participation
Games are participatory. Yet many classes are not.
We need to find ways of making sure that students
are actively participating in lessons. There is of
course, still a need for expert teachers to teach a
lesson, but that does not mean that it cannot be
more participatory for students. If they participate
in the lesson, they will be more invested in the
lesson.
Example tools: Mentimeter (p11), WooClap (p 12).

Lesson 3. Feedback
When adolescents play computer games, they get
instant, appropriate feedback at every point of the
game. There is never any doubt about how they are
going! Yet very often in class we do a poor job
when it comes to feedback. Pedagogues like John
Hattie and Dylan William leave no doubt that
feedback is one of the most important functions of
a teacher in the classroom. We must find ways of
giving feedback that is more timely, individual, actionable, and encouraging.
Example tool : Plickers (page 13)
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An obstacle to improving what and how we teach: time
When I ask teachers why they do not give more timely feedback, or why they are not crafting
lessons that are more participatory, not to mention why they are not teaching the soft skills that
employers are increasingly demanding, the most common response is ‘lack of time’. It’s no secret
that teachers are time-poor.
We must find ways of being more efficient, if we are going to do more, with the time we have
available.

A solution to the ‘time problem’: recording lessons
The lowest hanging fruit here is automation and digitisation. We need to identify the parts of our
teaching that lend themselves to being recorded and record them. This allows a teacher to reclaim
precious class time for all the things we have spoken about:
Giving more individual, actionable, timely feedback
Creating classes that are more participatory
Finding resources that are highly stimulating (rather than more book work).
Nurturing soft skills - such as presentation skills, critical thinking, creativity, problemsolving.
Preparing our students, even more thoroughly, with the knowledge they need to
flourish in VCE and Naplan exams.
There are many advantages in all teachers recording (some) of their lessons. I have counted 12
separate and significant advantages. In this presentation, I want to highlight just three: multiplicity,
differentiation and time savings.

Advantage 1: Multiplicity
This is a term that I’ve used to describe the way
recording one’s lessons is like cloning oneself.
Within the one classroom, the teacher can be
teaching different things to different students at the
same time. If as teacher needs to spend time with a
particular student or group of students, the rest of the
class can continue listening to the teacher’s
instructions. ON the other hand in most traditional
classes, if the teachers stops to address one student’s behaviour (for example) the entire class is on
pause while that takes place.

Advantage 2: Differentiation
Generally teachers teach to the middle of the
spectrum of abilities within the room. Recording
lessons, means that every student can progress
through the lessons at a pace that suits them. They
can pause at any time to take notes, listen to a lesson
a second or third time if needed, or skip lessons and
progress through the material faster. It is by far the
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best way I have found to differentiate instruction.

Advantage 3: Time savings
One of the greatest advantages of recording lessons
is that it saves time, both in the classroom, because it
is so much more efficient, and for the teacher out of
the classroom. Obviously creating videos or podcasts
requires an investment of time initially, but once a
recording is made, it can be used over and over,
eventually saving considerable time which teachers
can then reinvest in giving better feedback, creating
stimulating lessons and nurturing soft skills.
Example tools: Soundcloud (p 14), AudioCopy (p 15), Screencast-O-Matic (p16).
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Mixed Reality

Insight Heart
Insight Heart is an augmented and virtual reality heart app. Look at your
iPhone screen and you see a floating 4D heart hovering and beating in mid
air above the floor. You can zoom in and out, look from different angles,
turn layers of the anatomical structure on and off, etc. It’s extremely cool.
You can even watch a playback of your most
recent workout from the perspective of your
heart.
If you place your iPhone in a VR headset like
Google Cardboard, you can see the heart in
amazing 3D.
Insight Heart | App Store | $2.99
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Augmented Reality

Virtuali-Tee
Virtuali-Tee by Curiscope is a free app that you can use if you purchase a Virtuali-Tee shirt.
Pointing the phone or tablet camera at someone wearing the T shirt allows you to see their (virtual)
innards!
It’s very cool.
Virtuali-Tee | App Store | $free
T Shirt from curiscope.com | AU$38
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Safe Participation

Mentimeter
Mentimeter is a freemium tool that allows live polling, prioritisation, word clouds and other
engaging participatory classroom activities.

Mentimeter | mentimeter.com | $freemium
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Post-topic interactivity

WooClap
WooClap is an app that allows teachers to display questions of various kinds to a class. The class
can respond from any internet-enabled device in a like way to other, similar services such as
Mentimeter.
The question types in WooClap are different to those in Mentimeter (though there is some overlap).
WooClap allows you to make as many questions as you want to in lesson (for a free account, but it
limits you to 15 participants, so you will want your students to partner-up if you want to use the
platform for free (Unless you are lucky enough to have fewer than 16 students in your class!).
Paid accounts are relatively expensive at $40 per month.
You could use WooClap in a number of ways, but I think it really shines for revision activities. I
really like how fast and clean it is.
WooClap | www.wooclap.com | $free or $40 per month
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Spot Check

Plickers
Plickers is an app that takes the idea of QR codes and makes them
really useful for teachers. Students each are given a card with a figure
on it which is effectively a QR code. Each Student has a unique card,
and each has four orientations labelled A, B, C and D. In response to a
multiple choice question, each student holds their card up with their
choice of answer (A, B, C or D) facing upward. The teacher is able to
scan the whole class’s responses at the same time using the Plickers app, which gives not only a
graph showing the tally of responses, but also allows the teacher to see how each student responded
(if you take account of which card each student has (they are numbered).
Note: when searching for Plickers on the App store, be aware that it is an iPhone app, not an iPad
app. It works just fine on the iPad, but by default the App Store only searches for apps made for the
device you are using. Just make sure you tap the button that says “iPad Only” and change it to
“iPhone Only” when searching for this app.
Plickers | App Store | $Free
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Recording Audio Podcasts on Android using

SoundCloud
SoundCloud app for Android includes a basic voice recorder, which
is simple to use and has the added advantage, that your recordings
are saved to SoundCloud which provides an RSS feed for your
students so they can subscribe to your podcast. That is a huge
advantage over Clyp, because it allows students to listen in their podcast app of choice.
SoundCloud’s free tier allows a total of 3 hours of recordings. After that, you can either delete old
episodes or upgrade to “Pro” for US$16 per month.
SoundCloud gives some (very) basic editing options, too.
Once you have created a free SoundCloud account, opening the app on your Android device and
starting a recording is straightforward.

SoundCloud | Google Play Store | $free / $16 per month
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Recording Audio Podcasts on iOS using

AudioCopy
SoundCloud also has an app for iOS but unlike its Android cousin there
is no record function in it!
Thankfully the good folk at Retronyms Inc have created an app that fills
this gap for iOS users.
The functionality and feel of AudioCopy is very similar to that of the Android version of
Soundcloud. You simply press record, speak your words and then press stop. Once you have done
that you can send the audio to your Soundcloud account.
The only way in which this is a disadvantage for iOS users, is that it’s an extra step to set it up in
the first place. You have to create a Soundcloud account, and then in AudioCopy, you have to enter
your Soundcloud account details so the app can post to your SoundCloud account. It takes an extra
few minutes to set up - but once that’s done, it’s just as easy and just as good.

AudioCopy | Apple App Store | $free / $16 per month (for Soundcloud subscription)
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Make a screencast on your Mac or PC

Screencast-O-Matic
Screencast-O-Matic (www.screencastomatic.com) is a really great option for making screencasts
using a computer. It allows you to record up to 15 minutes, allows you to record your webcam
video as well as your screen, allows publishing directly to YouTube and allows downloading in
MP4 format. Best of all, it’s free! In addition, if you want more features, a “Pro” account is only
$15 per year. A pro account removes the watermark on your videos, and provides you with a
number of other features such as basic editing, and the ability to draw and zoom while recording.
On a Windows PC it also allows you to record the sytem audio (rather than just the sound coming
into the microphone).
Start by dragging the handles on the marquee to define the area of the screen you want to capture. If
you are recording your webcam, you will see the video window on your screen. It is not necessary
for this to be inside the marquee.

Once your screen is set up and ready to go, check the microphone and webcam settings in the panel
beneath the marquee and then press the red “record” button.
Screencast-O-Matic will give you a 3-second countdown and then start recording.
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While recording, the area of the screen that is being recorded will be framed with a red line. Note
that it is possible to pause the recording to move things into the red box, but anything that happens
outside the red box will not be recorded.
Once you press “Done” a preview/publishing window will open automatically. In here, you can
resize and position the webcam video on the screen. You can also publish the video directly to
Screencast-O-Matic or to YouTube (my preference). Or if you prefer, you can download the MP4
file directly to your computer and upload it to Dropbox, or your school LMS, etc.
While I think Screencast-O-Matic hits the sweet-spot for most teachers in terms of price, simplicity
and features, if you want instructions and details for one of the other tools, you can download them
in PDF format from here: http://bit.ly/28-2-14
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