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BIRTH OF AN IDEA…. “SOOC”

• ISTE Professional colleagues: Perez, Grant, and Dalton

• Frustrated by MOOCs

• Low completion rates

• Re-hash of traditional courses

• Lack of interaction or motivation

• Not leveraging capacity of technology



GOAL: USE UDL           SOOC

• Small, Short, Supported, and Social

• Open

• Online

• Course

https://www.youtube.com/watch?v=nVIHRzkD5YQ&t=1s

https://www.youtube.com/watch?v=nVIHRzkD5YQ&t=1s


SOOC Purpose:

To introduce and model UDL

To connect use of Apps
with 3 UDL Principles

To support a UDL Community
of Practice (CoP)



Universal Design for Learning has 

three core principles: 

• Multiple Means of Engagement with the goal 

of creating purposeful, motivated learners

• Multiple Means of Representation with the 

goal of developing resourceful, motivated 

learners

• Multiple Means of Action and Expression with 

the goal of supporting strategic, goal-directed 

learners

Meyer, A., Rose, D. & Gordon, D. (2013). Universal Design 

for Learning: Theory and Practice. Wakefield, MA: Center 

for  Applied Special Technology, Inc.



“The intent of the [SOOC] model is to deliver 

instruction in a manner that teaches content 

about UDL and at the same time models the use 

of UDL in teaching and learning, using a 

constructivist pedagogy.”

Online Teaching Methods: The Essential Handbook for K-12 Teacher.

Bryans-Bongey, S. & Graziano, K., Eds. 

http://books.infotoday.com/books/Online-Teaching-in-K-12.shtml

http://books.infotoday.com/books/Online-Teaching-in-K-12.shtml


WHO PARTICIPATED?

SOOC PARTICIPANTS

• Wide variety of participants across the K-20 

spectrum 

• Classroom teachers, administrators, instructional 

and assistive technology specialists, instructional 

designers, college professors, district level support 

staff

• Around the world participation

• Why? to learn about…

• the SOOC model (50.9%)  

• Communities of Practice (45.5%) 

• UDL (81.8%)

• Apps (67.3%)



SOOC COURSE DESIGN AND DELIVERY

COURSE WEBSITE – Wordpress (Accessible)

VIDEO WEBINARS – PowToon/YouTube

WEEKLY TASKS – Website/Google+

COMMUNITY OF PRACTICE – Google+

SYNCHRONOUS SESSIONS – G-Hangouts

REFLECTION, FEEDBACK AND 

ASSESSMENT – Google+/Achievery



DIGITAL BADGES

• Weekly Reinforcement & Final Course Completion
• Linked with Common Core Standards
• Evidence-based, with choice of products.  

Connected back to Google+ Community
• Connected to Mozilla Open Badges system



KEY SOOC FINDINGS

A. Completion rates for full (free) course:

• Section 1 = 32%

• Section 2 = 58% (with some U. of Houston students)

WHY?

Word-of-mouth Tangible connections Instructor interaction

“Timely, supportive feedback is critical in any class--the instructors took it 

seriously which improved my experience in this class compared to others.”



KEY SOOC FINDINGS

B. Participant Knowledge and Application of UDL



KEY SOOC FINDINGS

C. Change Impact of SOOC:

“What has or will change for your practice after taking the SOOC?” 
• They now use UDL as a lens to reexamine their current practice

• They have increased awareness of and clarity of UDL principles

• They apply UDL intentionally. They’ve gone from theory to practice in its 

application

• They will include more apps, explore more apps and share more apps with 

fellow teachers.

• They will advocate for the use of and share their knowledge of UDL with others

(SOOC) “A model of UDL and accessibility, and how to create engaging online learning spaces.”



KEY SOOC FINDINGS

D. Building a Community of Practice

“I love the collaborative environment. In every sense of the word, 

this class was full of energy and dynamism. I'm actually doing my 

MA in Ed Tech right now and I can say that this class was definitely 

more interactive with the hangouts, twitter chat, feedback from 

participants and the Google+!” (SOOC participant)



KEY SOOC FINDINGS

E. Participant Competence in UDL

“I thought I knew a lot already about UDL, but I haven't been 

practicing it to the fullest. Not even 50%. I've already started 

making changes in my practices and have been more reflective 

when developing materials. I took a 45 hour online course about 

UDL and technology last spring and didn't get as much out of that 

one as I did with this course.” (SOOC participant)



WHAT MADE THE DIFFERENCE?

1. Instructors as designers, facilitators, and LEAD LEARNERS

2. Multiple pathways to learn content

3. Choice and flexibility for goal completion

4. Shared learning - shared knowledge – shared feedback

5. “Modeling UDL”    “Modeling accessibility”    

“Modeling, Modeling, Modeling!”



WE NEED TO DO UDL, NOT 
JUST TALK ABOUT IT.

Thank you!


