Journal #1
August 31, 2010

Communities of Practice

In the Instructional Technology classes that I have taken, I learned that CoP is related to a group of professionals in a certain field whose main role is to contribute to the field they are in. For example, an Engineer can belong to a Community of Practice by finding ways to improve or add up to the field. 
After our class and group discussions today, I noticed that belonging to a CoP does not have to be related to any contribution. A professional belonging to a CoP can benefit from this relationship by developing in his/her own field. Therefore, you can take from a CoP, and you don’t have to give in return. I am depending on this course to give me more insight into the true nature of CoPs.

Journal #2

September 7, 2010

After our group discussion on Tuesday, we came up with some characteristics for Communities of Practice. We discussed that every CoP has a shared relationship where participation plays an important role. We also emphasized the idea of creation, where CoPs create a kind of a repertoire. Knowledge sharing is also central to CoPs who bring their expertise and knowledge into their fields. Finally every CoP establishes its identity through the negotiations that take place in the group and the learning that results from those negotiations. Therefore, now I am going back to my initial thought of the idea of contribution to the field of knowledge. This contribution may be direct or indirect.

The Early Childhood Research group presented a live example of the CoP. They all have nearly the same research interests, they share their knowledge, negotiate their ideas, and create new findings in the field of childhood education. I also learned that each of the group researchers is specialized to do one area of the research that another may not be able to accomplish it although they are all in the same field. I think that the idea of CoPs is becoming clearer to me.
Journal # 3

September 14, 2010 

I enjoyed the presentations of both groups of speakers tonight.

Dr. Lynn Schrum surprised me by her research interests. I liked the idea that people who have a Ph.D. in Education have the flexibility to do research in any education-related discipline. For example, Dr. Schrum’s current research focuses on the use of technology in education and the importance of school leaders’ roles in technology implementation and reform. Of course this is related to her concentration in Elementary and Secondary Education. I liked how she grew her interest in another discipline in education: technology. This proved to me that we can always do research in any field of education even if it’s not our concentration of study; we can still link it to our own interests. I was also interested to know that Communities of Practice helped her a lot to become who she is right now. Her suggestion to join the SIGs of AERA was also really insightful, something we learned about from previous presenters, but she elaborated more on it.
Journal # 4

September 21, 2010 

Tonight’s presenter Dr. Kim Sheridan surprised me by the way she brought together her interest in art and in human’s learning and cognition. She studied art for her undergrad and then shifted interest to how art is learned. The combination of Art and Educational Psychology was striking to me. What was also of interest to me is her group’s finding in Art Education in the Harvard Project Zero. Her group findings pertained not only to arts education but also to other academic areas.
So far, what I had learned from Dr. Shrum was reinforced tonight by Dr. Sheridan. We can choose a concentration for our Ph.D, but we can always conduct research in other fields of education and pertain to other fields. The Ph.D in Education at the CEHD is a great example of Communities of Practice.
Journal # 5

September 28, 2010 

I enjoyed the presentations of Debbie Sprague and Mary Kayler today since their research focuses on one of my interests, virtual gaming. It was not surprising to learn from their study that K-12 teachers are not familiar with the world of their students. Today’s K-12 students are so much involved in technology and gaming is their biggest source of entertainment. I believe that teachers should be familiar with their students’ interests in order to apply them for educational purposes. 
I liked how the presenters linked the study to Communities of practice. Gamers develop sense of community through interactions whereas non-gamers are apprehensive about interacting with people they do not know offline. For non-gamers the vehicle and fear got in the way of developing community. This explains that members of a community should posses the same characteristics.

Journal # 6

October 5, 2010 

I was sick, so I missed class.
