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Why iOS?
You’re likely reading this because you’re interested to know why we are in the midst of deploying mobile devices in our schools. We began looking at mobile devices when Apple’s iPhone was released. Since that time, the iPod Touch and the iPad have used the same platform—what Apple calls iOS. This operating system powers mobile devices by Apple using a paradigm of “apps.” Applications are mobile programs that the school division manages on each device. Consumers find these through iTunes and the “AppStore.” 
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Apple’s ecosystem for software development is ahead of the competition—based both on the quality of apps and the diversity of apps. A number of these can be used by students in the classroom to offer teachers another tool to engage learners with innovative practices. In the 2010-11 SY, we ran trials of Apple iPod Touch devices in elementary classrooms. Participating teachers and students reported engaged learning opportunities, through reading, recording video and audio, skills practice through games, and using the devices for instant research. Grade 1-5 teachers indicated they were excited about this touch-powered technology and for SY 2011-12, we purchased our first set of iPads and additional iPod Touch devices for use throughout all grade levels.
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In SY 2011-12, we are running another trial of what we’re calling a 21st century classroom. One each in GHS and GMS, we are blending the use of 15 iPads and 15 MacBook laptops. We’re combining this approach with always-available technology with cloud based services, new classroom arrangements, and instructional and pedagogical support.
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Since the advent of the iPad, we’ve yet to see any real competition in the tablet or mobile environment that offers the same ease-of-use and catalog of apps offered by Apple. The Apple mobile ecosystem blends seamlessly with our investment in other Apple hardware and software (Mac OS X).
 

Initial Deployment
For the 2011-12 SY, we are deploying devices in the following configurations.
 
•K-1 classroom iPod Touch devices (3 per classroom)
•iPad Cart at each elementary school (30 devices) for K-5
•iPod Touch cases at each elementary school (20 devices) K-5
•iPad Cart shared between GHS and GMS (30 devices) 6-12
•21st Century Classrooms (1 each GHS, GMS) (15 iPads, 15 MacBooks) Social Studies, English
•iPod Touch and iPad for SPED 
•iPad cart for Elementary Title I Services, Byrd Elementary
 
At the time of this writing (November, 2011), we have already deployed the secondary iPad cart at GHS/GMS, plus SPED devices and Title I iPads.
 
We have provided iPad devices to our three elementary media specialists so they can support the integration of these devices into various instructional scenarios in their school and help support teachers with technical questions and software updates.
 
In SY 2010-11, all five GCPS principals purchased iPads to begin to learn the iOS ecosystem and to facilitate communication and classroom observations. The division is using FileMaker Server and FileMaker Go to record and share classroom observations and G21 plans.
 

How the Devices Can Be Used
Since both iPad and iPod Touch devices run the same operating system (iOS), many apps are cross-compatible. If you learn how to use one device, you know how the other works.
 
We frame four methods for using the devices. Some require Internet access. Wireless connectivity is available at all of our school locations (802.11n).
 
•Skills Building and Review (Apps)
•Reading (iBooks, Web)
•Multimedia Capture (pictures, video, sound)
•Media Playback (video)
 
Almost anything you can do on the Web you can do with these devices—Apple’s Safari browser is built-in to iOS. In the following section, we detail how we envision the four methods.
 
Skills Building and Review
Apps are the rage! You may have heard the phrase “There’s an app for that,” and perusing the AppStore reveals an app for everything imaginable. Apps come in two flavors: free and paid. The following apps come pre-installed by Apple:
 
•Notes - note pad for jotting down ideas
•Maps - touch-based interface to Google’s map engine. Includes directions to items identified on the map; satellite view available.
•Videos - Plays Quicktime-compatible videos. (See Media Playback, below)
•Camera - video and still picture camera (See Multimedia Capture, below)
•Photo Booth - Visual Effects with camera (See Multimedia Capture, below)
•iBooks - Apple’s reading/book app, with an attached book store.
•Photos - Collects your camera shots, pictures from the Web, and shares them among other apps
•Safari - Modern web browser. Does not support Flash or Shockwave plugins.
•Settings - “System Preferences” - make accessibility changes here.
 
For each deployment (K-1, elementary iPod Touch, secondary iPad, etc.), we are installing a core set of apps of interest across the grade and ability levels of the targeted students. The majority of these apps are focused on building skills, creating content, or reviewing content. Examples we like include:
 
•Rocket Math
•Roller Coaster Physics
•Keynote
•Qwiki
•Flipboard
•Professor Garfield Fact or Opinion
•ABC Phonics
[image: droppedImage-1.png]
 
These “third party” apps come from thousands of independent and well-known developers through Apple’s AppStore. We purchase these through the Apple Volume Purchasing Store for Education and manage the devices and apps using Casper from JAMF Software.
 
The best apps get us to think and create; others are effective review tools.
 
Reading
iOS devices are also marketed as “readers,” and central among the apps supporting reading are Safari and iBooks. This ePub document is an example of an iBook. Both Pages on the Macintosh and Book Creator on iPad enable students to create their own eBooks.
 
Reading on iOS is enhanced with voice-over “sound” when needed, and students can tap words to get definitions, or use digital highlighter tools. For our Title I program, we have purchased specific apps for reading which are called interactive books, where characters come to life through the touch interface with sound and music.
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Flipboard, iBooks, Safari, Qwiki, ComicLife, and more support reading across different grade levels. 
 
Multimedia Capture
The camera and microphone in iOS devices, combined with high quality (HD) resolution, make these devices ideal for making movies and capturing pictures. 
 
Apps such as StoryRobe, SonicPics, and iMovie can help students make media productions right on the device. iOS devices can also be connected to Macs, and using iPhoto, the images and movies can be edited on a traditional laptop. Multimedia production is a higher-level way to engage students through critical thinking and creativity.
 
Media Playback
Some teachers may elect to use these devices as media playback mechanisms, to show a video, utilize apps that play video (BrainPop, PBS Kids), or to show a slideshow.
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The photos app, video app, and some specialized third-party apps promote media playback.
 
Teachers may request videos and multimedia to be loaded on devices through their media center. Once loaded, Internet access is not required for the device to playback video. The Virginia Department of Education sponsors a trove of digital content for playback through its iTunes U portal for K-12.
 

A Short Introduction
In the following video, John introduces iOS mobile devices with an iPad 2. Some devices in Goochland are iPad 1s, first generation, which do not include a camera. All devices on carts are the later model which include a camera like the iPod Touch.
intro_ipad-2.mov
 

Pedagogy
Different Tiers
The inevitable question should be asked: which of the four ways iOS devices are used is best? All four are valid reasons for using the devices, but if we had to rank these in a “best bang for your buck” type of list, we’d frame it like this.
 
	iOS Use Scenario
	Benefit
	Rationale

	Multimedia Capture	Create, critical thinking, communications, managing time & resources	When well-designed, the creation of media (including eBooks and comics, movies, etc.) aims towards higher Blooms levels.
	Reading	Interactive, engaging, flexible	Reading PDFs is boring. But newer, interactive books come alive with feature supports like dictionary lookup, and sound.
	Media Playback	Individualized experience, not everyone has to experience the same clips	Device can be configured with age- and subject-appropriate content
	Skills Building and Review	Game-like play is engaging; some experiences are innovative	Have to be careful to balance “drill” time; give preference to more innovative approaches. Smartest apps adjust challenge based on student progress.

 
Laptop or iOS Device?
Another question is: which is the better choice for your lesson? We’re still exploring this question as part of our 21st Century Classroom project. Our initial findings in our elementary trial with iPod Touch devices centered around the personal nature of the devices. When students were independently working on an app like Math Bingo, the room fell silent. Each student was engaged in the task at hand, practicing their mathematics skills. Here is where choosing really well-designed apps is important. You want to spend your instructional time using devices with skills-building apps that cater to a variety of challenge levels, have a proper mix of fun and skill development, and support our own curriculum standards. Since Math Bingo doesn’t exist on the MacBook, it’s an easy choice when you want to practice math skills like addition and subtraction.
 
But let’s say we want students to produce a video about a new topic they don’t yet know a lot about. The project-based approach is a strong one, pedagogically speaking. But a laptop makes a poor video camera, unless you’re intending only to film the student talking through a Facetime camera. So in this scenario, we’d use a blended approach, or possibly, a complete iOS device approach. Images and video can be captured on the mobile devices and edited using best-in-class iMovie software. The objectives for the sophistication of the video may dictate which platform is best for editing. In an elementary scenario, individual editing on iPod Touch would work great. But if collaboration or special effects are required, students can collaboratively edit on MacBook.
 
In other scenarios, the MacBook clearly wins. If students are going to author a large paper, they are going to want to use the traditional keyboard on MacBook. Multi-student collaboration works best on a laptop (or desktop) computer. But when we want to individualize the student’s exposure to the tool, the mobile iOS platform shines. Let’s take a look at the video we produced to entice teachers to explore what’s available with iPad at the secondary level.
 
ipads_cart-2.mov
 

The Apps
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K-1 iPod Touch Devices (Third Party)
•ABC Pocket Phonics
•Beginning Sounds Interactive Game
•Brain Pop - animated videos
•Caboose - Patterns
•Chicktionary Lite - word game
•Clifford’s BE BIG with Words
•Coins Genius
•Counting Caterpillar
•Doodle Buddy - drawing app
•Dragon Dictation
•Freefall Spelling
•iBooks - ePub book environment
•Word Wizard - Talking Movable Alphabet
•iWrite Words
•Learn Sight Words
•Lego Photo - camera app
•Letter of the Day Interactive Activities
•Math Bingo
•Phonics Genius
•Phonics Tic-Tac-Toe by Lakeshore
•Plain Text - simple text editor
•Puppet Pals
•QR Scanner  - scans quick response codes
•Singin Fingers - interactive sound and drawing
•Sonic Pics - creates slide shows with narration
•StoryKit - build a story
•StoryRobe - build a book with photos
•TeachMe Kindergarten
•Textropolis - word game
•Weatherbug Free
•Your ABCs
 
K-5 iPod Touch Devices (Third Party)
•3D Brain
•AB Math - math drills
•Adobe Ideas - vector based drawing
•Bills and Coins
•Brain Pop
•Britannica Kids Ancient Egypt
•Britannica Kids Ancient Rome
•Britannica Kids Volcanoes
•Chicktionary Lite - word game
•Comic Touch - comics builder
•Cosmic
•Doodle Buddy
•Dragon Dictation
•eClicker - student response system
•Flip Cards - flash card builder
•GeoMaster Free
•Google Search
•Google Earth
•Grammar Jammers Elementary
•HappiSpells HD - crosswords and vocabulary
•iBooks - ePub book environment
•iMovie
•iPro Recorder - sound recorder
•Khan Academy: Classroom in your pocket
•Lego Photo - camera app
•Math Bingo
•Math Drills
•Merriam Webster
•Miss Spell
•Moon Globe
•Moon.
•Motion Math
•MyWordBook  - vocabulary, glossary
•NASA
•NASA LERS  - Mars rover
•Orbits HD
•pCalc Lite - calculator
•Phonics Genius
•Plain Text - simple text editor
•Puppet Pals
•QR Scanner  - scans quick response codes
•QuickGraph - graph in 2D and 3D
•Rhymo - vocabulary development
•Rocket Math
•Sentence Builder
•Shake-a-Phrase - language arts
•Singin Fingers - interactive sound and drawing
•SiteWords List
•Sonic Pics - creates slide shows with narration
•Spel it Rite
•Stack the States Lite
•StoryBuilder - language arts
•StoryKit - build a story
•StoryRobe - build a book with photos
•Textropolis - word game
•Virginia is for Lovers - tourism information for Virginia
•Weatherbug Free
•Wikipanion - portal for Wikipedia
•Word Scramble CE
 
 
Elementary iPads (Third Party)
•Adobe Ideas - vector-based drawing
•Book Creator - create ePub books
•Brain Pop
•Chicktionary - word game
•Comic Life
•Dragon Dictation
•eClicker - student response system
•European Exploration
•Faces iMake - creative face maker (art)
•Garage Band
•Google Earth
•GraphBook
•HappiSpells HD
•Hudson Alpha iCell
•iBooks - ePub book environment
•iBrainstorm - drawing, planning app
•iMovie
•Jungle Coins
•Jungle Fractions
•Keynote
•Leafsnap - identifies leaves based on captured photos
•Little Speller
•Master the Math
•Moon Globe
•Motion Math Zoom
•Number Line
•PBS Kids  - PBS videos/shows
•Phonics Genius
•Plain Text - simple text editor
•Professor Garfield Cyberbullying
•Professor Garfield Fact or Opinion
•Professor Garfield Online Safety
•QR Scanner - scans quick response codes
•Question Builder - language arts
•Rocket Math
•Same Sound Spellbound
•Sentence Builder - language arts
•Sonic Pics - creates slide shows with narration
•Stack the States
•Story Builder - language arts
•StoryLines - language arts
•Wikipanion
•WunderMap - weather maps
 
Secondary iPads
•3D Brain
•Adobe Ideas - vector-based drawing
•Algebra Touch
•Camera Protractor Lite
•Coaster Physics
•Comic Life
•Contig - math game
•Data Analysis
•Diigo - social bookmarking
•Doodle Buddy
•Dragon Dictation
•Dropbox
•eClicker - student response system
•Equation - Algebra
•Professor Garfield Fact or Opinion
•Flipboard - RSS-based content reader
•Professor Garfield Forms of Media
•Garage Band
•GeoMaster Plus - world geography game
•Google Earth
•Google Search
•History: Maps of the World
•iCatch Squares - math game
•iBooks - ePub book environment
•iMovie
•K-12 Periodic Table
•Keynote
•Logo Draw
•Master the Math
•Molecules
•Motion Math HD
•NASA App
•Pages
•Plain Text - simple text editor
•Professor Garfield Cyberbullying
•Professor Garfield Online Safety
•QR Scanner - scans quick response codes
•Quick Graph
•Qwiki - automated multimedia presentation creator
•Science 360 - videos
•SketchBook
•Stats of the Union - interactive data for USA
•Virtual Cell
•Wikipanion
•Wolfram Algebra Assistant
•Wolfram Alpha - computational search engine
•Wolfram Pre Algebra Assistant
 

Where can I learn more?
We will be offering iOS classes starting soon and into the spring. These will be less about specific apps, and more about how to structure projects that use the mobile devices alone and in conjunction with laptops in what’s called a blended learning environment. We will also be making 2 iPads available for checkout in December from each school library. Teachers may check these out to acclimate themselves with apps, or to use during a lesson. iPads can be coupled with a video dongle to project what’s on the teacher’s iPad to model for students with Promethean board or an LCD projector.
•iPad User Guide (iOS 5)
•iPod Touch User Guide (iOS 5)
 

About This Book
This ePub book was created to demonstrate the possibilities of publishing electronic books. It was created in Pages 4.1 on Macintosh and exported as an ePub file. We purposefully added graphics and a video to demonstrate the potential of ePub. This ePub was produced by John Hendron.
 
We plan to expand this publication with more instructional videos on our favorite apps.
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