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CHRIS WATSON:  With that, I would like to move things over to the PowerPoint and introduce our moderator today.  Our moderator is Cheryl Martin.  She is the TAACCCT program manager here at the U.S. Department of Labor.

Cheryl, why don't you take it away?

CHERYL MARTIN:  Good afternoon in our case and morning to some of you.  This is Cheryl Martin.  

Thank you for that introduction, Chris. 

And I'm happy to be here today.  

I wanted to just start out by introducing or talking a little bit about the TAACCCT learning network as a whole and then placing what we're doing today in that larger context.

So if you're not familiar with this, there are a number of pieces of what we're calling the TAACCCT learning network which is a relatively new, since last fall anyway, cluster of technical assistance resources that DOL has been able to offer.  And it includes three basic parts, which is comprehensive technical assistance that's offered through Jobs for the Future and their partners, the skillscommons.org website which is the place where you upload your deliverables from you TAACCCT grant, and that is offered through a cooperative agreement with Cal State MERLOT, and then all of that is done in collaboration with Creative Commons who help with the sharing and licensing of the CC BY license and that kind of thing.  

And then CAST, which is our featured speaker today -- our speakers today are from CAST, talking about universal design for learning.  So we're really excited to have them. 

The third piece of that TAACCCT learning network is the National Science Foundation, a federal partner of ours, and they are providing some targeted and topical technical assistance. 

All of that takes a lot of different forms, a lot of virtual events, like today's webinar, some in-person events, peer-mentoring tools and resources.  If you have any questions about any of that technical assistance and you'd like to access it, you can just contact DOL and JFF at that TAACCCT@dol.gov email address that you see at the bottom there.

The website where all of our materials are, including things like today's webinar if you want to go back and look at it or download materials, can be found on that ETA grantees hyperlink there. 

And the support for the Skills Commons is available through the email address that you see there, support@skillscommons.org. 

There are a lot of moving parts here, so just one more, which is if there is a question that you have about your evaluation, third-party evaluation or the national evaluation that we're doing, you can contact TAACCTeval@urban.org.

So anyway, that's just sort of a big-picture overview.  As I said, today's piece of what we're going to do is hear from representatives of CAST about universal design for learning. 

And I'm really excited to introduce our two speakers for today who are Sam Johnston and Christina Bosch.  Both of them are with CAST and have been there for a little while and both of them have extensive background in this very specific area of instructional design and distance and blended education and how do you do peer-based learning models and how you do all of that in such a way that it is highly inclusive for perhaps people with disabilities, but also for people with different learning approaches and that kind of thing.

So Sam Johnston brings expertise in all of those things.  She has particularly focused her research on the use of networked technology to support peer-to-peer knowledge transfer. 

Let me just re-say that:  Networked technology to support peer-to-peer knowledge transfer, so using all this, you know, technology that we've got out there to help people learn from each other.  So that's a pretty exciting aspect of all of this.  

And of course, she's done all kinds of other things with distance and blended education and so forth.  She recently led the development of universal design UDL on campus, which is a collection of online resources to aid your colleagues perhaps at your community colleges in implementing universal design. 

Christina Bosch is also with CAST as an instructional designer and research associate.  And she has an interesting degree from the Harvard Graduate School of Education in mind, brain and education.  So I think we'll be hearing some of that today.

And with that, I'm going to turn it over to Dr. Sam Johnson.  

Thank you for being with us today. 

SAM JOHNSTON:  Great.  Thank you, Cheryl, very much for the introduction.

And thank you everybody for taking the time out of what I'm sure is a busy Monday to spend the hour with us.  We'll be very respectful of your time and we'll end right at 2:00 Eastern and whatever that hits on in the time zone you're in if you're not in Eastern which is where we are.  We're located in Wakefield, Mass, just outside Boston. 

And I noticed in the polling that it looks like we've got a nice mix of folks.  We've got probably the largest number who are project managers, a few project directors, some instructional designers, curriculum developers, grant administrators, and then we've got some other people who answered other.  If you feel like it -- if you don't, absolutely no worries -- but if you feel like putting what your role is in the chat box so others can know, that would be fabulous.  

And please feel free as we move along to ask questions in the chat.  We'll try to answer them as we go.  And then we'll have a question period at the end.  And Chris is very kindly organizing those for us, so we'll be able to answer those questions that don't get answered in the chat in the (INAUDIBLE) question space as they come.

So as Cheryl mentioned, we are from CAST.  We are the organization that pioneered universal design for learning and that's what we'll be focused on today.

What we will do really is cover a couple of goals here.  The first is really to outline universal design for learning and provide some support to integrate it into post secondary education and into digital resource development and to OER and just to know that this is just an introduction.  We plan to have follow-up webinars on more specific areas that we think are relevant to you as TAACCCT grantees, and we will also be wanting your feedback about what's relevant.

So for example, we could have a follow-up webinar more focused on how do we provide more options in the area of assessments and the area of how we assess student learning or around accessibility because we know that's a very big concern in the development of web-based resources.  Or as Cheryl just mentioned earlier, my background and work is really around peer-to-peer learning and the full area of social learning.  We could always do something targeted around how do you help your students learn from one another, recognizing that they're highly variable.

So just to say you won't get everything here today, you won't walk away from here knowing how to implement UDL exactly, but there are lots of help and resources, and we'll also go over some follow-up resources afterwards and also ways of working with us today and beyond today so that we can deepen our work with you around helping you implement UDL.

And the other goal is really toward that end, to introduce UDL on campus, which is a collection of web-based resources geared towards post secondary stakeholders, and those are designed to help TAACCCT grantees and others really think about implementing UDL, taking some steps there.

So CAST is an education research and development nonprofit and we work to expand learning opportunities for all individuals through universal design for learning.  You're seeing our newly rolled out tag line -- CAST:  Until learning has no limits -- and we take that very much to heart.  We really believe that all learning environments, be they learning environments for community college students, be they learning environments for students in the K12 space, be they workplaces, really need to count for all learners from the outset in the design as opposed to just a subset of them.

We do this, we do our work in universal design through learning by leveraging the learning sciences, so that's many areas including neuroscience, the educational sciences, social psychology, and we combine that with technology to create products, promote classroom practices and inform policy so that learning environments are conceived and carried out in ways that expand opportunities for all learners without lowering standards.

And another really important sort of basic underlying premise of CAST is that we actually design for students at the margins, from the outset because we believe that innovations that are essential to some end up being beneficial to many.  So if you think of something like closed-captioning, it was something that initially was developed for individuals for whom auditory information was inaccessible -- for example, individuals who are hearing impaired or deaf -- but many, many people use it.  People use it at the gym, people use it when they're at the airport, and for many, many reasons the base of who uses that feature that was initially developed for a subset of learners has expanded much more broadly.

And so we design for all learners from the outset, with a specific focus on those who are in the margins, who do not often sometimes achieve in systems that have been developed really not with their strengths, weaknesses, learning needs in mind.  That includes historically those students with disabilities.  And we find that what the UDL framework throws into relief is again and again that what works for specific groups tends to be effective throughout the entire learner population.

And we believe that learners and barriers to learning -- barriers to learning really occur in the inner section with curriculum.  They're not inherent solely in the capacities of the learner, so they're always about the learner and their interaction with the environment.  And for that reason, we try to bring universal design for learning in to support both lowering barriers in the environment and giving learners the sort of strength, support, scaffold they need to perform to high standards in environments that have been well-designed for them.

So other than generally why we hope you're interested in UDL, there's also a very specific reason, which is that in your SGA requirements, UDL is a part of that.  So this is from the round three and round four SGA.  The round one and two SGAs have slightly different language, so I encourage you to go and look at the language in round one and two if that's where you are as a grantee. 

But it says all online and technology-enabled content and courses developed under this SGA must incorporate the principles of universal design in order to ensure that they are readily accessible to qualified individuals with disabilities.  The content and courses must be in full compliance with the Americans with Disabilities Act and Sections 504 and 508 of the Rehabilitation Act of 1973 as amended, and the Web Content Accessibility Guidelines (INAUDIBLE) level AA. 

And so again, you know, don't panic.  I feel like people sometimes panic when they see this, and I don't blame them because there's so many things that are part of what you're trying to accomplish and that's really excellent, but I know it's challenging. 

We do hope to offer some additional follow-up webinars and assume that people will probably like one on accessibility.  And there are also many other resources we can point you towards to help with that.

CHERYL MARTIN:  And we can see from this polling question that's up right now that we have a nice range of a couple of people who are really familiar with UDL and a lot of people who are coming at it from a newer angle.  So please feel free to ask questions and help us orient what we share to what you want to know. 

SAM JOHNSTON:  Great. 

And so a little bit of background about CAST TAACCCT work, why are we involved with you at TAACCCT other than the fact that there's something that has to do with UDL in the SGA. 

What happened when the TAACCCT program came out and the Department of Labor's investment of $2 billion into the TAACCCT program is that the Bill and Melinda Gates Foundation funded a group of organizations of which CAST was a part to provide freely available services to those colleges that had received a TAACCCT grant.  So we're not funded through the Department of Labor, we are funded through the Gates Foundation that has supported a number of organizations to help specifically TAACCCT grantees to develop high-quality, open education resources.  

Creative Commons and CAST are the two organizations that are continuing to work 

with TAACCCT grantees now.  As you probably know, Creative Commons helps with open licensing and high-quality open practices in general, and CAST is there to work with you around the universal design for learning pieces and help you bring that into your open education resources, but also into your grant more broadly.

So that is how we fit into this work. 

And now I'm going to tell you a little bit about some of the services that we can offer to you. 

So Christina will talk a little bit later about the online resources and tools on UDL and higher education that we have on UDLoncampus.CAST.org and also about ways that we're really trying to make sure that those resources meet your needs.  So we're really looking for people to also talk to us and give us feedback and ideas about what they need to address the -- you know, what we love to much about TAACCCT is its ambition in really reaching such a broad base of learners and bringing people into the higher-education system that maybe have never had a shot at it before. 

And we know that that's challenging.  And so what we would really like to do is make sure that we're not just giving you a theoretical framework of universal design for learning, we're giving you very practical resources to address the opportunities and challenges that exist in your setting.  And the only way we're going to get to those practical resources is in partnership with you.

So we will, like, want to be getting feedback on UDLoncampus.CAST.org, and we can follow up with you more about that.

We also offer targeted webcasts and webinars on UDL and accessibility, much like what we're doing today.  And if you reach out to us, we can arrange one of those for you.  And again, because we're funded by the Gates Foundation that comes at no cost to you.

And other opportunities to collaborate with us around email, phone, specific webcasts.  You know, maybe -- we've had people do webcasts about when they want to pull up something and they want us to look at it with them and think about it in broad terms around implementing UDL in their context.  And then the opportunity to present a grantee event by invitation.  For example, we're going to present in Colorado in May to do a UDL workshop because we were invited by the CHEO grant program.

And then we are also working closely with MERLOT and Skills Commons to integrate support for accessibility requirements and trying to make sure that as people are uploading the resources they understand what their requirements are around accessibility and they have models of what different elements look like, that they're not told, hey, this is the requirement, without some support or some models of that.

So that's a lot of sort of what we do broadly. 

But the other thing, you know, beyond the SGA and UDL requirements is we really see this opportunity to bring UDL into your OER work is really critical for this incredible investment that TAACCCT is making and that you are making in open educational resources.  This is an unprecedented level of digital, open resources that can be shared across colleges, that can be leveraged, remixed and re-purposed by different community colleges nationwide. 

And we think OER adoption will really rest on quality, not quantity.  So OERs that are designed with a broad base of learners in mind are ones that are easier for another institution or another teacher in the same college even to pick up and to use and to remix, not only because they don't create barriers around accessibility, but more broadly than that they're high quality.  And the things that, as we were saying earlier, were designed for some people who really needed them, they were essential, and that benefiting a larger number of people because, you know, we can't anticipate every way that a good design feature will be helpful to broad base, but we can try to design for everyone from the start.

So basic, underlying value and, you know, evidence-based belief, I will say -- you can (INAUDIBLE) that if you want -- that we have at CAST is that when it comes to learning natural variability is the rule it's not the exception.  And research into learning environments -- I'm sure you know this from your own context -- but this shows up again and again and again. 

And because variability is the rule, you know, not only from one student to the next, but in different students over time, we need to design for that, we need to design for that and plan for that from the outset.

And the UDL approach is really quite different than some approaches that get used where we design for kind of what we call a mythical average learner, a learner that has the same basic skills around understanding information, around acting on it, around how they're motivated. 

But when we design just for a mythical average, what happens is that our efforts to support students for whom that mythical average curriculum is not effective end up really falling in the bucket of remediation.  And that, you know, many, many of you are doing an enormous amount of work around engaging learners that have not been in the system before and you probably know from your experience that someone coming into the college setting with an experience of being remediated right away and having, you know, that be the first, it's very demotivating and it's not always necessary if we design for a broader base from the outset.

So there may be things that if they were presented in a different way or if they broaden UDL that actually potentially would not need to be remediated.  And we think that's a really critical contribution of UDL to the community and technical college base.

So let's look at this because this is the upside.  So it is obviously very daunting to think that there's so much learner variability and people often think oh, my gosh, how am I going to design a different, you know, curriculum for each student?  And that's not what universal design for learning is about.

But what it really is about is knowing that because there's so much variability, some of it's actually systematic and we can predict it and design for it in advance.  And so we know from learning sciences that people differ in three broad ways.  So they differ in what we call sort of the recognition network and how they perceive information.  So just imagine someone who has low vision is going to perceive visually represented information very, very differently than someone who's not low vision.  So you need to have an alternative, you need to plan for that variability and you need to present information and content in different ways to account for the variability that exists across learners.

People will also differ not only in the what of information, what they see, but in how they act on that information.  And we think that it's, you know, so critical in the kind of work that you do because so much of it is about students demonstrating knowledge and it's applied and you're creating programs that are very much linked to the workforce.

And so because people demonstrate how they understand what they're learning in different ways, we need to differentiate the ways that students can express what they know.

And finally, students differ very much affectively.  So they differ very much in how they're engaged or motivated by tasks.  So we need to account for that and we need to think about what's really motivating for one student may be different for another and not motivating.  So we need to provide some options there.

But I did want to say a word or two about options, because there are some common misconceptions that UDL is the same thing as differentiated instruction and it means that you're going to have to create one thing for, you know, this set of students and another thing for this set of students, and people sometimes get turned off before they even get turned on.  And that really has to do with people thinking they have to create, you know, many, many, many different options for every single task.  And that's actually not the case.

Options are really meant to be carefully applied to support productive challenges that are tied to the learning goals and to eliminate unnecessary barriers.  So options, for example, around assessment are always tied to the learning goals.  You need to assess.  You need to have options that are both adequately assessing what an individual knows, but if the only option you have is multiple choice to assess how a student's understood the supply chain in a, you know, logistics course, you may get a better read on their capacity for recall than whether or not they understand the supply chain.

So for example, if you had a multiple choice option and you also had an option where they could put things in a different order and reflect on it or have some sort of open response, you may actually get a more accurate read on what they know because you've given them more than one way to demonstrate their knowledge. 

But we really do think that options are really tied to what the goal is for learning.  And the goal of options is really to be able to eliminate unnecessary barriers, so barriers that are present that actually take you away from being able to measure what students are learning in the ways that you want to know.

So if we look at the guidelines -- and again, you could download the guidelines from the site here, you have access to them, and they're also on Workforce3One available to you, and you can always reach out to us and get some specific information, and we'll give you resources that go into much more detail about the guidelines at the end of the webcast.

But what these guidelines are is based on more than 800 peer-reviewed articles as well as our research and the research of many people across the country and beyond into universal design for learning, these three ideas of presenting multiple means of representation, multiple means of action and expression so people can show the how of learning, and multiple means of engagement.

And what they are is a way of helping people put that into practice at the level of learning goals, learning materials, learning methods, so your teaching strategies, and assessments.  And we do not expect people at all to go and take every single one of these guidelines and apply all of them and not only, you know, only then are they doing UDL.  

People take small steps and they do a few things and they find, wow, that moved the needle a little bit.  My students who were English language learners all of a sudden have a little bit better access to my course than they did before I did these things.  But the expectation is not that you look at these elements and implement all of them all at once. 

But an important way to look at the guidelines, you can look at it in the way of there's things around multiple means of representation, multiple means of action and expression and multiple means of engagement if you look at it going down or vertically.

But you can also look at it horizontally.  And we really look at this sort of first layer, the most important layer as really being about access.  So that's where the accessibility piece really comes in, making sure that many, many of these things align, you know, very directly with WCAG 2.0, Web Content and Accessibility Guidelines, with the 508 guidelines.  And we really think that's foundational.

But access is not the same thing as learning, right?  It's progressing in a learning environment, it's being able to demonstrate your knowledge.  It's making sure that you can be involved in learning, but it's not the same thing as progressing through.

So the next level of the guidelines is really about making information meaningful.  How do we sustain efforts for persistence?  How do we support that in different ways?  How do we provide options for expression in communication so that we're not expecting all students to express themselves and communicate in the same exact ways at all times?

And the third level is really about helping people to be independent, self-directed learners.  So how do we help support self-regulation knowing that students probably have different starting points?  How do we help with comprehension, right, which is very different from just seeing information?  How do we help people understand information and make it meaningful?

For example, if they're in a mechatronics program, how do we help them comprehend the math skills they're learning in relation to what they will mean for the jobs that they're planning to go into?

So you know, accessibility is the first layer and it's really critical.  That lays the foundation for making information meaningful.  And that then helps us focus on aspects of making learners independent and self-directed so that they can function effectively across learning environments, not just in your specific course or program.

So another word on sort of accessibility and UDL.  And we get a lot, you know, isn't UDL accessibility?  And imagine what we went through with the guidelines shows a little bit that some of the differences.  But increasingly, what we find in good education technology providers and generally is that accessibility is built in, it's thought about from the very outset, it's not added on, it doesn't come after the fact.  And I think this is really critical as you're investing so much of your time, resources, money in building new courses and programs.  And you don't want to be in a situation where you're retrofitting after the fact because it's very expensive.

And if you look at this slide, what you see on the left is -- this is the arts building at the University of Saskatchewan in Canada.  And in the place of stairs, there's a ramp and everybody uses that ramp, all students can use it together to get to class, whether they're in a power chair or whether they're not, whether they're, you know, requiring it or whether it's just an option that they choose.  But what it means is that all students can walk with a professor to class or take a guest speaker into the classroom.  All students can leave the classroom together and can continue a conversation or check with one another whether they understood what the professor was saying, or walk down to lunch together.

That's our goal with UDL is that we've designed for everybody from the start so that people of widely different experiences can use the same affordances.  

On the right, in terms of accessibility, what you see is a retrofit.  So this is a not-very-attractive entrance to a building in place of stairs.  It's off to the side.  And this is really conveying a message to individuals who require this entrance, so for example, individuals in power chairs, that your experience is separate from the experience of everyone else and here's the separate experience for you.

And that's why, you know, good education technology providers, a lot of the learning management system providers you're working with, now they think about accessibility from the very start.  It's front and center when they're coming up with product requirements. 

And the reason for that is really thinking about everybody from the outset benefits everyone.  And it's just ensuring that accessibility is thought about up front.  Also, greatly, greatly reduces costs around retrofitting later on.

So just to kind of reinforce this notion, take just a minute to consider the design of the current webcast environment you're in, because there really is support for variable-learner needs, the design is for everyone and there's some flexible tools.  And you know, one feature we can point at right away is the presence and the centrality of captioning.

Webcasts are very often a medium that's not accessible for individuals for whom auditory information, like me talking away today, is very good.  And the fact is is when you look at this webcast there's no need to check who needs captioning, there's no need to check, OK, well, you're the four people for whom this is essential; it's there for everyone.

And I can guarantee you that there are people using the captioning right now for whom it's essential and there's people who are using it for whom it's just helpful.  Some of you are probably multitasking and being able to read, you know, glance back at this information as opposed to listen to me is much more pleasurable.  So I don't appreciate that so much, but I understand it. 

So that's, you know, just one of the features that have been thought about in terms of universal design for learning in this webcast, but there's many others as well.  You know, we've tried actively to describe any visual information, like I just did on the slide before.  I don't assume that everybody can look at those pictures.

But I do assume that everybody who's here wants to participate in understanding what those pictures are about, and so I described them. 

So we're going to just break it up with a little poll for you to answer.  And it really says, which technologies in your environment are most helpful for supporting learner diversity?

So if you think about this example we're looking at right now, I like that response, a learning management system, jumping in right away, because I think it's true, the good learning management systems out there are there, accessibility is job one, they are hiring people who are going to know things about accessibility, they're hiring people that one of the strengths they bring to the company is that they may be low vision or blind and they want them to be at the forefront of ensuring accessibility. 

So some of the options are webcast and web conferencing software, hardware and digital tools such as polling devices, interactive projection boards, learning management systems and other options, specific apps and other. 

So we'll give you some time to answer this, but it does look like people really feel that the technologies that are the most helpful for learners with variability are some of the learning management systems. 

And then there's another question that we want to ask you to sort of follow up on, and that's, how well do these technologies use good accessibility practices and/or UDL?  So if you can think about that one as well, that would be great.

Great.  So somewhat, that's interesting.  So a lot of you feel that they're doing pretty well, which is great, which is great.  And that's -- you know, a lot of what we found when we work with grantees more directly is that a lot of people are doing a lot of really, really good things and they're not, you know, they don't call it UDL, but they're doing really good things.

What I'll talk about next I think is important because it's, I think, where we, I hope, add some value.  And this is the idea thinking about all of these things.  So sometimes what we find in our work is this idea of this is back to sort of the three networks that UDL is trying to address, so on the left you see a picture of a brain pointing to the recognition network, which is at the back of the brain, which is how we perceive information and is the reason why we have multiple means of representation of information in UDL. 

The second picture in the middle is the strategic network, our kind of executive functioning, our planning, our how, how we act on information and at the front part of the brain.  And that's really about, from a UDL perspective, providing options around action and expression.  So options around how people express what they know.

And the third picture is really of the center of the brain, the affective network, and that's really about engagement and motivation.  And we try to provide multiple means of engagement because that differs across students and that's so important.

But what we have found is that one of the areas that ends up being really the focus is this area of the recognition network.  And people often and good education technology providers, good LMSs, allow for multiple means of representation.  And that's fabulous and wonderful, but you need to be thinking about all of these areas.  Even if you think about all of these areas in some small way, you don't need to think about everything you can possibly do around engagement, but you need to be thinking about how people perceive information, how they act on it and how they're engaged because those three things together create learning.  Any of those things in isolation don't create good learning environments. 

So if people can't recognize information, how can they act on it, right?  But if people recognize information, they don't have any choices around how they act on it, we may not really capture what they know.  And if they're not engaged, well, we might not get them there in the first place.

So we really hope that in working with us and thinking about UDL, even if you take it on in a small way, you'll commit to trying to address these three areas.

And we think this is sort of especially important in your TAACCCT settings because of the focus on competency-based education models.  In technical education environments, they really require operating tasks, you know, taking technical education as an example, they require operating tasks where learners must use tools and demonstrate techniques.  So providing options for physical action, keyboarding versus mouse, for example, or so people can have common assistive technologies becomes really important for capturing what people know.

And providing options for how people express themselves and communicate so that, you know, the only way to communicate is not, you know, telling people what a process is, but there's options to show them.  There's options to sketch out a diagram or a visual.

Again, these are all tied to the learning goals, so only you will know what the right options are, but that you provide them so that you capture more accurate read in both the design of instruction and assessment.  You can minimize barriers for certain groups of individuals, of course, by doing this and you provide a richer and more accurate method of knowing -- of assessing knowledge for all learners so that they can move on to the next competency, so that you get an accurate understanding of whether the way you design the instruction for competency they're trying to get was something they actually understood or not.

And then just to show you one other example, this is from some of our work.  We did do some co-development work with some round one and round two TAACCCT grantees.  We don't have funding to do that work anymore, unfortunately, but there are OERs you can re-use.  So this is from the National STEM Consortium. 

And one of the things we did in this area to help comprehension is we provided options for comprehension.  We activated and supplied, you know, to activate or supply background knowledge, helped highlight patterns, critical features, big ideas and relationships.  These are all really important options to build in to help students understand information.

And this was a STEM bridge program, so this was people coming into the program who probably came from the workforce or had workforce experience previously and were coming into college probably with some pretty rusty math skills and maybe some anxiety about practicing math.

And so what we said is let's do two things.  One, let's put this in a multimedia format so they're not coming in to an online, open education resource and just feeling like they've got to do a ton of reading and drills in math exercises.  We thought that that wouldn't help with their own background knowledge and it wouldn't help them think about the big ideas.  And it also might just provoke some of the anxiety that existed.

And then that, of course, is captioning and transcripts available, so we thought about accessibility in all of this.

And then we set that in the context of a workplace.  So this is Jay and he works in an electric vehicle -- as an intern in an electric vehicle organization.  And he is learning algebra in the context of electric vehicle technology.  And I could talk about this for a long time; I won't. 

But I will say that it's been pretty widely used, broadly used by a whole range of learners.  And we felt that people really did feel like it connected to their own background knowledge and maybe made the gap between their own background knowledge and learning algebra a little smaller.

And the other really interesting thing about using this approach is that it brought industry partners in.  They could all of a sudden be partners, not just in validating curriculum, but in the design.  

So that's, you know, just one idea around supporting comprehension and providing options.

And I'm going to turn it over to Christina to tell you a little bit about UDL On Campus and also just say, you know, we really open this up to hearing your thoughts and ideas about how we can support you further, and just remind you that this is the first of a few webcasts so we can support you more broadly.

CHRISTINA BOSCH:  So as Sam just mentioned, the STEM course and several other examples that would be relevant for you as grantees are embedded in this resource that we just recently launched called UDL On Campus.  The URL is UDLoncampus.CAST.org. 

And we've created this site to support effective learning environments and materials from multiple angles.  So we believe that to effectively meet the needs of all the learners that you'll be working with, you really need to take an approach that, as Sam mentioned, is going to address those three neurological networks, strategic, affective and recognition.

So we've created five sort of target areas of focus within which you’ll find various resources.  And we're hoping that we've designed these with you in mind as instructional designers, as institutional faculty and administrators and as subject matter experts.

But as Sam mentioned, your feedback is really key in what we design and include.  So we're currently focusing on five areas being assessment, institutional policies and practices, media and technology, course planning and teaching approaches.  But we're currently working on making targeted improvements and revisions to this site with the goal being to maximize the usefulness of our materials to people like you.

So we're going to have at the end a couple of ways to get in touch with us and provide feedback.  But feel free to jump on the site now if you are multitasking and that works for you.  And if not, just know that it's there and that we're anxious to hear back from you about how you use it and what more we could do to make it helpful.

And so rather than walking you through, you know, each page of the website or a site map, I'm going to just sort of quickly show some resources that might help illustrate the three UDL principles that we've just sort of introduced and make them a little bit more concrete.

So the first being multiple means of representation.  We know that learners differ in the ways that they gather facts and categorize what they hear, see and read.  And so we've chosen to highlight these three resources here to really drive that point home.

So in order to present information in ways that allow users to customize based on their needs, one of our resources is a guide to looking at completing and understanding voluntary product accessibility templates, or VPATs.

So VPATs were created as part of the Section 508 which is an accessibility mandate and related to your SGA.  And VPATs assists vendors as well as consumers, and anyone involved in technology procurement can sort of look at these to make decisions about software, hardware, et cetera that you'll want to use in your environment to work with variable learners.  It's also a good way, even if that's not your direct area, to just sort of familiarize yourself with accessibility and how it plays out in the selection of instructional materials.

Another resource we have would help you work with text, one of the more primary modalities that we use in education, to be sure that you're able to make it accessible and present it in a way that supports learners to guide and understand information.

The presentation of text affects how people process it, everything from how you structure it like headings, to things like sizing to contrast with a background, to any kind of audio-supported text, all of that's going to affect how everyone reads, regardless of whether or not they have any kind of a specific need for reading support.

So this refers -- helps you just sort of think about the design of your learning materials when it comes to this really basic sort of component.

And then finally we have a lot of rich resources on how to illustrate concepts through flexible multimedia.  And these categories I just want to mention to someone who just put it in the chat.  These categories are really clear.  If you go to the actual site, you'll easily be able to sort of pull down and see where it is that I'm referencing. 

But as, you know, designers, creators of OERs, staffs that are using OERs to train or teach, flexible multimedia is going to be key because you're going to find resources here on things like how to caption, how to include transcripts, cover those sort of basic areas of accessibility, but then also push your materials further and make use of multiple modalities, multiple ways of presenting information to help learners stay engaged with your content, get up to speed maybe on background knowledge that they might need, et cetera.

And I'm going to just quickly run through these since we're almost out of time and we want to have room for questions. 

We also have a lot of resources that will help you think about the multiple ways that learners can act on and express comprehension.  So as Sam mentioned, we want to think about when we do assessment, which is such a key part of something like competency-based education, are we including various ways of measuring how learners demonstrate their comprehension?

We've talked a little bit about a tool like web conferencing, the one that we're in, and how these can support the variable needs of people interacting with learning materials. 

And then there's also a rich piece on the site on executive functioning skills, which actually kind of applies to everyone.  We mentioned jokingly the multitasking element involved in web conferencing, but in digital environments how you allocate attention and move through any kind of a learning experience is something that really requires us as designers to be intentional and think about from the outset.  So resources on that are available as well.

And then finally, multiple means of engagement, which is key.  How do you keep learners' attention and really present information in ways that are going to be memorable for them? 

We have some great examples actually from the STEM course that Sam just showed about case-based learning, which is a really great tool to embed in any OERs, and ways to think about emotion and learning as you're going through the creation of digital materials. 

So it would be great to get people to respond to this polling question, if possible, as we wrap up, because this helps us think about what kinds of resources you'd like to see from us, both on the site and in future webcasts.

So related to UDL, which of these is a priority for you?  Would it be selecting accessible technology, learning about how to create accessible learning materials, providing options for assessment, designing curriculum with UDL, finding ways to vary engagement for learners, or any other ideas that you would throw into the chat box?

Of course, it might be hard to prioritize these, so you can choose more than one.  But if you can do any prioritizing here, that would really help us. 

And yeah, as Sam mentioned, accessibility is definitely going to be an area of focus for us in future webcasts. 

So we're going to throw up one last poll question that you can answer while we try to just answer any remaining questions from you as participants. 

SAM JOHNSTON:  So the first really is around the round two SGA.  There is a link that we can put in that will take you directly to all the SGAs and you will need to look at it, but there is language around this, I think, in all the SGAs.  It's just we presented the language that's there for round three and four, which is the same, and it's different in round two.  I can't remember exactly what's different, but I think maybe the WCAG AA is not there at least. 

So this is a great question.  What resources can you share with us to help persuade faculty members to share content for OER instead of having a scarcity proprietary mind-set?

This is a very tough question.  I think you need to probably chat with one another the most about that.  But I think I would say getting faculty members access to quality OERs that they feel they would use has got to be a good way of incentivizing them to share some content to participate.

There are a few grantees that worked with us that really worked, like the National STEM Consortium, across many, many colleges to build OERs and had to deal with this idea of people sort of, you know, every person being their own, you know, individual expert and sharing and collaborating.  And I think they could probably provide some really good advice about that.

I think that we've put a link to where the STEM bridge can be accessed.  So that's in the chat box.  

I don't know that we can speak to the regional accreditation framework, but if anyone else wants to try and add that into the chat box to the left that would be great.  I don't know that we can speak to that issue. 

And will you be sending out what materials are required to be uploaded to the skillscommons.org?  What we will do is make clear to our colleagues at MERLOT is that that's still an outstanding source of confusion, at least for one person, maybe more who's here, and that we'll convey that information.

CHERYL MARTIN:  And this is Cheryl.  I'll jump in on that one.

Chris Watson just posted in the chat box the link to the skillscommons.org webinar that we did that was similar to this one.  So this webinar introduces you to the whole concept of UDL; that webinar that Chris put in there on skillscommons.org introduces you to how to use that and some of what's required there.

So I'd encourage you to take a look at that resource.

CHRISTINA BOSCH:  So maybe we just want to quickly also look at ways to get in touch with us.

You can send an email to UDLoncampus@CAST.org, connect with us on Twitter, @CAST_UDL or @UDL_oncampus.  We're also in the Google+ community, just search for UDL On Campus.  And a lot of our videos that are on the website are also accessible directly through YouTube.

And then I'm just going to put, to close, this slide has Sam's email, sjohnsonston@cast.org as well as mine, cbosch@cast.org. 

(END)
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