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The 8th Annual WPU Educational Technology Conference 
 

Designing for 21st century learning:  
The exploration of coding and virtual reality in P-12 classrooms  

 
 

Friday, November 3rd, 2017 
8:30 AM - 3:55 PM 

William Paterson University 
1600 Valley Road. Wayne, NJ 07470 

 
This year's conference focuses on two emerging topics, coding and augmented/virtual reality in P-12 
school environments.  Computer Science (CS) for All, a recent U.S. Department of Education initiative, 
has sparked the development of various of types of computer coding activities and coding tools geared 
for children. This conference will assist teachers in developing concepts and skills to implement 
developmentally appropriate coding activities. Additionally, we will also introduce the application of 
augmented reality (AR) and virtual reality (VR) in education. 
 

Program Chairs: Dr. Pei-Lin Weng & Dr. Heejung An  
----------------------------------------------------------------------------------------------------------------------------- 

8:30 am – 9:00 am:  Registration, Breakfast  
----------------------------------------------------------------------------------------------------------------------------- 

9:00 am – 10:30 am: Concurrent Session I 
 

 No Computer … No Problem (Grade Level: Pre-K through Grade 3) 
By Terri Hughes, Bloomfield Middle School, Bloomfield, NJ 
Explore the principles of coding without a computer by using unplugged activities to introduce 
computer science concepts.  Use physical manipulatives and kinesthetic activities before 
students write any computer code.  Plant a seed to understand the concept of algorithms. 
Introduce the concept of loops by doing a dance of repeated movements, or make a paper 
airplane.  Construct a tower that is strong enough to hold a textbook and discover that 
persistence means trying again and again, even when something is hard. Introduce variables by 
building a sun catcher out of string, beads, and a special charm. It’s never too early to begin 
learning computer science concepts using fun unplugged activities. 
 

 Coding through Robotics 
By Dr. Amy Eguchi, Bloomfield College 
Coding has been a buzz word in education for several years. Coding usually happens on 
computer screen to create a code that makes graphic move, play music, solve problems etc. On 
computer, every time a code is run, the same result – the consistency/automation is expected. 
However, it is not always the case with physical computing where many factors contribute to 
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the results. Physical computing involves building physical systems by creating a code which 
makes hardware that can sense to interact with the analog world and humans. Through the 
workshop, you will experience a kind of learning that students go through with physical 
computing with robots though hands-on activities. 
 

 Using a QR Code to Make Computer Projects Across the Curriculum Come Alive! 
By Janette Selino, New Roberto Clemente School (NRC), Paterson, NJ  
In this workshop, we will learn how to implement QR Codes on student projects to create 
interactive bulletin boards. During the workshop, each participant will create their own 
interactive poster that will come alive through the use of QR codes. Each participant who has a 
smart phone will be able to download a free QR reader for interactive reality fun! 

 
 Hour of Code 

By Laurence Gander, Woodcliff Lake Schools, NJ 
Participating in “Hour of Code” is easier than you think. Learn how to integrate a valuable tool 
for students of all technical abilities and open their eyes to the opportunities which await them. 
This course will provide you with several websites and practice so that you can look like a pro. 
Programs examples will include “drag & drop” as well as “block-based”. 

 
 Augmented Reality (AR) for Students with Disabilities 

By Dr. Pei-Lin Weng, William Paterson University 
By integrating virtual information with reality, augmented reality (AR) 
can provide multimodality capacity (e.g., visual, audio, and tactile information) to meet the 
needs of students with disabilities. In this session, we will first briefly discuss different types of 
augmented reality, such as marker-based AR, marker-less AR, projection-based AR, outlining 
AR, and superimposition-based AR, and how they can benefit students with disabilities. We will 
then show how to use the most recent commercially available, hand-held or eyesight-based, 
AR apps for students with disabilities. 

 
------------------------------------------------------------------------------------------------------------------------------ 

10:30 am – 10:40 am: Break 
------------------------------------------------------------------------------------------------------------------------------ 

10:40 am – 10:45 am: Introductory Remarks  
 

Dr. Candace Burns, Dean, College of Education, William Paterson University 
------------------------------------------------------------------------------------------------------------------------------- 

10:45 am – 12:00 pm: Keynote Address 
 

Daryl Detrick 
 
Computer Science Education Revolution in K-12:  What do you need to know? 
 

 Through the work of various organizations, such as Code.org and CSTA, computer science 
education has achieved mainstream status.  But this raise in notoriety also brings with it a 
number of important questions: Why is computer science education so important?   What is 
computational thinking?   How can we integrate these skills into the K-12 curriculum?   As a 
leading advocate for computer science education on the local, state and national levels, Daryl 
Detrick will discuss these concerns.  He will also discuss the advocacy efforts in New Jersey and 
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across the nation, including the proposed NJ computer science teaching endorsement and the 
newly-released K12 computer science standards.  He will share ways that these standards can 
be integrated into the curriculum at all levels. 

 
 

 

 
Biography:  
 
Daryl Detrick is a computer science teacher at Warren Hills Regional 
High School in Washington, NJ. Daryl has achieved phenomenal 
growth in his CS program, with students studying STEM at top-
notch colleges and working for companies such as Google, 
Microsoft, Lockheed Martin, Boeing and many more.  Daryl is also 
an advocate for CS education at the local, state, and national 
levels.  He is the past president of the Computer Science Teachers 
Association (CSTA) of Central NJ, NJ representative to the CSTA 
Advocacy Leadership Team (CSALT), member of the CSTA National 
Advocacy Committee and a Google CS4HS Ambassador.  He is the 
recipient of the NCWIT NJ Educator Award and the CSTA National 
Advocate of the Year.  Daryl believes that computer science 
education can positively change the lives of our students, 
particularly those in low income situations, by opening doors of 
opportunity in all fields.  He graduated from Cornell University with 
a degree in Civil and Environmental Engineering and Fairleigh 
Dickinson University with a Masters in Educational Leadership. 
 

 
------------------------------------------------------------------------------------------------------------------------------- 

12:00 pm – 12:45 pm: Lunch 
------------------------------------------------------------------------------------------------------------------------------ 

12:45 pm – 2:15 pm: Concurrent Session II 
 

 Augmented Reality in the Classroom 
By Steven Lahullier, Roselle Park School District 
This workshop will introduce the concept of augmented reality in a classroom 
setting.  Examples and demonstrations will be shown using a variety of technology.  Free and 
low-cost augmented reality options will be exhibited.  Participants are encouraged to bring 
their own tablets and mobile devices to this interactive workshop.  This workshop is ideal for 
teachers looking to begin incorporating augmented reality in their classes and will cover 
material appropriate for elementary through high school.   
 

 Using a QR Code to Make Computer Projects Across the Curriculum Come Alive! 
By Janette Selino, New Roberto Clemente School (NRC), Paterson, NJ  
In this workshop, we will learn how to implement QR Codes on student projects to create 
interactive bulletin boards. During the workshop, each participant will create their own 
interactive poster that will come alive through the use of QR codes. Each participant who has a 
smart phone will be able to download a free QR reader for interactive reality fun! 
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 Practical VR for Educators 

By Hugh Seaton, Aquinas Training 
Join us for a hands-on session to experience Virtual Reality, learn about this exciting new 
medium, and learn about how it promises to add an important new tool to the teachers’ 
toolbox. You’ll learn what “presence” means, how it is created, and why real outcomes don’t 
always require the best equipment. We’ll spend some time thinking about learning theories and 
what they have to say about Virtual Reality, giving attendees a solid framework for assessing 
new VR offerings as they come up. Participants should bring a smartphone and their curiosity. 
 

 Coding through Robotics (Grade Level: K-5) 
By Dr. Dina Rosen, Kean University 
Manipulatives are commonly used with young learners to help them explore STEM concepts in 
concrete ways. Robotics can be an important manipulative for K-5 classroom settings. 
Participants will use Lego We Do Robot Kits to explore coding, computational thinking and 
developmental appropriate practice. 
 

 Hour of Code 
By Laurence Gander, Woodcliff Lake Schools, NJ 
Participating in “Hour of Code” is easier than you think. Learn how to integrate a valuable tool 
for students of all technical abilities and open their eyes to the opportunities which await them. 
This course will provide you with several websites and practice so that you can look like a pro. 
Programs examples will include “drag & drop” as well as “block-based”. 

  
 
 

------------------------------------------------------------------------------------------------------------------------------- 
2:15 pm – 2:25 pm:  Break 

------------------------------------------------------------------------------------------------------------------------------- 
2:25 pm – 3:55 pm: Concurrent Session III 

 
 No Computer … No Problem (Grade Level: Pre-K through Grade 3) 

By Terri Hughes, Bloomfield Middle School, Bloomfield, NJ 
Explore the principles of coding without a computer by using unplugged activities to introduce 
computer science concepts.  Use physical manipulatives and kinesthetic activities before 
students write any computer code.  Plant a seed to understand the concept of algorithms. 
Introduce the concept of loops by doing a dance of repeated movements, or make a paper 
airplane.  Construct a tower that is strong enough to hold a textbook and discover that 
persistence means trying again and again, even when something is hard. Introduce variables by 
building a sun catcher out of string, beads, and a special charm. It’s never too early to begin 
learning computer science concepts using fun unplugged activities. 
 

 Augmented Reality in the Classroom 
By Steven Lahullier, Roselle Park School District 
This workshop will introduce the concept of augmented reality in a classroom 
setting.  Examples and demonstrations will be shown using a variety of technology.  Free and 
low-cost augmented reality options will be exhibited.  Participants are encouraged to bring 
their own tablets and mobile devices to this interactive workshop.  This workshop is ideal for 
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teachers looking to begin incorporating augmented reality in their classes and will cover 
material appropriate for elementary through high school.   
 
 

 Practical VR for Educators 
By Hugh Seaton, Aquinas Training 
Join us for a hands-on session to experience Virtual Reality, learn about this exciting new 
medium, and learn about how it promises to add an important new tool to the teachers’ 
toolbox. You’ll learn what “presence” means, how it is created, and why real outcomes don’t 
always require the best equipment. We’ll spend some time thinking about learning theories and 
what they have to say about Virtual Reality, giving attendees a solid framework for assessing 
new VR offerings as they come up. Participants should bring a smartphone and their curiosity. 
 
.  

 Coding with Scratch to Spark Creativity for Children’s Writing and Music (Grade 
Level: 3-8) 
By Dr. Heejung An, William Paterson University 
Scratch is a programming environment designed for young children to create 
animations, music, games, stories and other interactive projects. This workshop will 
explore the functions of Scratch to create interactive stories and discuss how coding 
activities can motivate students to participate in creative writing efforts and generate 
music, as they code in the Scratch environment. Participants will have hands-on 
opportunities to code with Scratch. The workshop will conclude with a mini concert 
in which some participants will play the music that they created.  
  

 

- Participants will receive 7.5 Professional Development Hours 
- Fee: $95 
- Contact information: Alma Diaz, diaz6@wpunj.edu 
- Registration: https://wpconnect.wpunj.edu/continuing-education/programs/8th-Annual-
Educational-Technology-Conference-11317/34573/ 
 

 
 

https://wpconnect.wpunj.edu/continuing-education/programs/8th-Annual-Educational-Technology-Conference-11317/34573/
https://wpconnect.wpunj.edu/continuing-education/programs/8th-Annual-Educational-Technology-Conference-11317/34573/

