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Abstract

Residency Portfolio Reflection Paper 

Robin A. Lewis

The purpose of this brief paper is to discuss and demonstrate connections of my student experiences in the doctoral program at Marshall University using the portfolio process. I demonstrate growth as a professional nurse educator, by discussing my movement from a novice to expert level educator by identifying the expert skills and action competencies such as 1) handling theory to guide my practice and teaching philosophy, as well as in developing, changing, implementing and evaluating curriculum, and 2) engaging in research, publication, course development, innovative teaching, and multimedia presentations. Conclusions are that through the residency portfolio process I have become an empowered educator who can perform independently and at an expert level in theory based practice, innovative technology use, and scholarly work of presentation, publication, and research.
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Residency Portfolio Reflection Paper

Introduction

Competence encompasses a combination of the knowledge, skills, and behavior that a professional needs to have the ability to perform a specific role (Competence, 2008). In the field of nursing, a framework of practice introduced by Benner (1984), proposes competency in the profession as a process of lifelong learning, doing, and reflecting. Specifically, Benner (1984) suggests that nurses grow competently by moving through five hierarchical levels of development. The levels are: novice (acts by rules), advanced beginner (acts by guidelines), competent (acts by long-term goals), proficient (acts by holistic thinking), and expert (acts by intuitive understanding and innovation) (Atherton, 2003; Benner, 1984). 

Similar to the work by Benner (1984), Dreyfus and Dreyfus (1986) introduced a language of the levels of competence demonstrating that “the process of competence development is a life long series of doing and reflecting” (Competence, 2008, ¶ 9). The levels are novice (acts by rules), experienced beginner (acts by situation), practitioner (acts by long term goals and plans), knowledgeable practitioner (acts by personal conviction), expert (acts by intuitive understanding), virtuoso (acts by creativity to advance standards), and maestro (acts by invention and innovation to change history in a field) (Competence, 2008; Dreyfus & Dreyfus, 1986). 

Since the work of Benner (1984) and Dreyfus and Dreyfus (1986) educational institutions have used competency frameworks, emerging from experiential leaning theory, that employ action competencies or experiences that graduates must show to determine that they are competent for a profession (Evans, 1987; Hendry, Lauder, & Roxburgh, 2007; Jarvis, Holford, & Griffin, 2003). The most common approach to assess experiential learning in education can be referred to as the portfolio method (Jarvis, Holford, & Griffin, 2003). This process requires students to engage in reflection to identify actions, experiences, or skills that demonstrate learning, to provide evidence in a portfolio format, and then to engage in self and staff assessment of the information (Evans, 1987; Jarvis, Holford, & Griffin, 2003). In education, reflection is more than thoughtful and inventive thinking. It encompasses reflective practice or the act of teachers engaging in reflection on their teaching to analyze what they did and why to consider how they may improve learning for students (Woolfolk, 2004). The purpose of this brief paper is to discuss and demonstrate connections between student experiences in the doctoral program at Marshall University and my growth as a professional nurse educator, by discussing the experiences and action competencies in teaching and scholarly work that I have employed as a graduate student.      

Experiences


I began doctoral studies in the Curriculum and Instruction major with the overall personal and professional goal to better serve students by becoming more knowledgeable as an educator. I set this goal after reflecting on my teaching practice from teaching two years in higher education. Through my reflection, I discovered that though I had expert knowledge in nursing, I was a novice as an educator. When I compared myself to colleagues in my field with doctoral degrees, I lacked educational theory based practice related to curriculum and instruction, and scholarly work in the discipline. Moreover, I determined that in order for me to move my competence level as a nurse educator toward an expert level, I needed to seek doctoral education that would require my participation in scholarly endeavors and increase my knowledge in curriculum and instruction strategies, especially, innovative tactics that incorporated and integrated technology into instruction. This paper demonstrates how I have grown, through my experiences and actions as a doctoral student at Marshall University, and how I have met my personal and professional goals to become a nurse educator empowered with curriculum and instruction strategies as well as active in scholarly accomplishments.

The experiences I have had as a doctoral student that facilitated the process of becoming more knowledgeable as an educator include my coursework and collaborative endeavors. The coursework included completion of 30 hours in Curriculum and Instruction (C&I), 9 hours in an area of emphasis on adults and educational computing, and 24 hours in research and support courses. Beginning the doctoral program I was a novice on educational theory, but, through my encounters handling theory, I learned to identify, analyze, and apply curriculum and learning theory to teaching practice. As a result, I demonstrated action competence and expert level innovation in this area, synthesizing my personal theory of teaching as a dynamic model. Within the model, I propose teachers as facilitators of student achievement using student-centered methods. Furthermore, I suggest that these strategies are aimed at encouraging inquiry for projects and problem-solving individually, and collaboratively, similar to the beliefs of constructivists (Bruner, 1990; Huitt, 2003). 

Additionally, from using curriculum theory, I clarified my beliefs and demonstrated positive attributes of teaching. Reflecting on my actions, I realize I developed teaching plans that included student engagement, teaching for meaning and understanding, and immersing students in complex learning experiences similar to the perspectives held by Bruner (1990) and Huitt (2003). Furthermore, I changed my assignments and professional teaching practice by developing, evaluating, changing, and implementing curriculum similar to the innovative strategies used by Walker (1971), Hewitt (2006), Collins (1996), and Rodgers (2003). For instance, I used a descriptive model similar to Walker’s Deliberative Model (1971), to evaluate the old nursing curriculum and gain support to develop a new technology integrated curriculum for the baccalaureate program at the University of Charleston (UC). Additionally, similar to Hewitt (2006), the process employed to develop a technology-integrated curriculum included an analysis phase, conceptual phase, design phase, and implementation phase. Moreover, a bottom up change paradigm was used as suggested by Collins (1996). Lastly, the group was assembled to include innovators, early adopters, and majority adopters of educational technology like those proposed by Rodgers (2003) in the book Diffusion of Innovations, to facilitate the implementation of the innovative, integrated, technology curriculum. 

In addition, from the knowledge I obtained from my coursework and handling theory on learning I demonstrate action competencies within my teaching practice that employ teaching models and innovative instructional strategies, such as gaming and simulation, similar to those found in the work by Joyce, Weil, and Calhoun (2004). Through reflection on handling learning theory, I determined that gaming is a teaching method that uses simulation or reenactment of “real life” activities (Tashiro, 2006). Furthermore, I determined that educators conceptualize educational gaming resources as board, video, or personal computer (PC) games that use technology or digital media to teach people about subjects or skills (Educational game, 2007). Simulation is also considered, “a training and feedback method in which learners practice tasks and processes in lifelike circumstances using models or virtual reality, with feedback from observers…to improve skills” (Eder-Van Hook, 2004, p. 4). Before I started as a doctoral student, I was a novice educator with no formal training on teaching models, and only limited experience on varied methods of instruction. For example, when I started at UC as a nurse educator, I knew only how to teach from my experiences as a student on how I was taught, mainly from the traditional lecture and behavioral traditions of see then do a skill. Now, as a result of my experiences as a doctoral student engaging in learning activities and observing faculty using technology, I am empowered with knowing and expert skills in innovative tactics such as gaming/simulation strategies that incorporate and integrate technology into instruction. Currently, I demonstrate expert level action competencies in teaching by using innovative technology integrated in education that infuses educational gaming, wiki’s, blogs, instructional videos, multimedia presentations, social networking, online discussions, research, reflection, and online community building. 

Reflecting on experiences in scholarly endeavors includes collaborative experiences with faculty. In the CI 677 Writing for Publication course, I collaborated with Dr. Fran Simone to coauthor a paper entitled, Using web-based instruction to increase student access and teaching effectiveness in undergraduate nutrition. The expert level action competencies that I demonstrated during this process included research utilization, editing, and formal writing. The paper was formatted and submitted to the Online Journal of Nursing Education, but was not accepted because the journal informed us after the submission that it was no longer going to publish due to budget constraints. Before this experience as a doctoral student, I was a novice in the process on how to prepare and submit a publication to a peer-reviewed journal. Now, after this experience, I am empowered with the skills of publication and research at an expert level as evidenced throughout my portfolio work in coauthoring papers for submission, acceptance, and publication in conference proceedings books for national and regional conferences.

In the CIEC 620 Software Evaluation course, Dr. Lisa Heaton introduced a virtual reality software product, Virtual Clinical Excursions 3.0 (VCE 3.0), for nursing education, and facilitated the opportunity for exploration and evaluation of the product. Through use and evaluation of the product I discovered that VCE 3.0 is an educational gaming software package by Elsevier that provides 24 simulated patient care situations. Furthermore, VCE 3.0 prompts students to learn through virtual or simulated clinical experiences (Tashiro, et al, 2001; Tashiro, 2006). Additionally, VCE facilitates students in determining and applying the nursing process of assessment, diagnosis, outcome identification, planning, implementation, and evaluation recommended as the model of professional nursing practice (American Nurses Association, 2004). Moreover, VCE aids students in developing critical thinking skills and clinical judgment through realistic problem solving during clinical simulations (Tashiro, 2006). Before my software evaluation experiences in CIEC 620, I was a novice to educational software evaluation and its use for nursing education. Consequently, from the experience I determined the products educational value (i.e. appropriate in content, cost-effective, user friendly, interactive and fun), developed a teaching plan for its use, and implemented its use into my current teaching practice. The expert level educator action competencies that I exhibited with this project were educational software evaluation, developing an educational software tool, and implementing innovative educational software into teaching practice. 

Reflecting on the implementation of VCE 3.0 I determined it was both challenging and rewarding. During implementation, I knew I was using an innovative strategy because I had not seen or heard of its use by any of my regional peers’. As a result, I searched the literature to determine if there was any evidence measuring its effectiveness on student learning and if there were best practices for its use. I could find none. Next, I reflected on my personal knowing about the product and determined the only perspective I had was mine as a user and evaluator. From there, I determined that what I needed most was what students thought about the product and its impact on their learning. The subsequent semester I evaluated the use of VCE 3.0 software by engaging in a qualitative inquiry as a classroom experience in my EDF 625 Qualitative Research course, under the direction of Dr. Eric Lassiter. The qualitative examination included a case study method, participant observation, and participant interview. From the preliminary investigation, I gained information on the practical use of VCE 3.0 as an instructional strategy in nursing education and found that students perceive it as a fun interactive way to learn medical surgical content. Before my qualitative coursework, I was a novice in qualitative inquiry. After the experience, I determined that I demonstrated expert level action competencies in participatory ethnography by employing participant interview techniques, case study methodology, research utilization, participant observations, reflective practice, digital audio recording, and transcription. 

Reflecting on the experience in the CIEC 630 Authoring Systems and Multimedia course, with Dr. Heaton, I realized the opportunity to expand my knowledge on VCE 3.0 software through the learning activity of creating an informational and instructional video for nurse educators on the practical use of VCE 3.0. Before this course, I had novice level experiences on how to create presentations using Microsoft Power Point and afterwards I demonstrated expert level action competencies by mastering the use of Microsoft Windows Movie Maker, Microsoft Sound Recorder, Adobe Photoshop 7.0, and Snag It 6.0 to create and implement multimedia presentations and products for use in my current teaching practice and scholarly endeavors. 

In addition, while I was a student in the CIEC 630 course, Dr. Heaton offered a collaborative presentation opportunity as one of seven members of a symposium panel for the Society for Information Technology & Teacher Education (SITE) 2007 conference in San Antonio, Texas. I agreed. With Dr. Heaton as the facilitator, along with six fellow doctoral students, we created, submitted, and co-presented a multimedia presentation of scholarly work demonstrating how scholarly work can lead to the residency portfolio process in graduate education. The experience was transformative. During the presentation I encountered a national audience who shared enthusiasm and curiosity in my presentation topic, highlighting the practical use of virtual reality software in teaching. Furthermore, I observed audience awe and interest in the innovative technology integration and multimedia uses demonstrated by myself, and my peers within each of our symposium presentations. 

During this event Dr. Heaton informed me that based on my inquiry and integration experiences with virtual reality software, I serendipitously found the topic of my dissertation, gaming/simulation software use in nursing education. I was and continue to be thrilled at the prospect of exploring this venue. Before this experience, I had presented nursing content at local and regional conferences collaboratively but was novice at presentation. Following this presentation experience, I demonstrated expert level actions in scholarly work through collaboration, research, innovative technology use, and reflective practice. Additional expert level action competencies demonstrated were creating and submitting a conference abstract, coauthoring a scholarly paper using published literature and practical teaching experience, entitled, Virtual Clinical Excursions: Gaming and Simulation for Application and Analysis, that was published in the conference proceeding book, and co-creating and co-presenting a multimedia presentation at an international conference. 

Further, collaborative experiences resulted while completing my residency portfolio plan with my chair. During this meeting, Dr. Heaton informed me of opportunities of the August 2007 WV Statewide Technology Conference, a collaborative co-development project for the CIEC 600 Computing and Instructional Design course during the summer of 2007, and opportunity to co-teach the CIEC 600 Computing and Instructional Design course during the fall of 2007. I acted on all three recommendations.

With encouragement and mentoring from my chair, for the August 2007 WV Statewide Technology Conference, I demonstrated the scholarly expert level action competencies of creating and submitting a conference abstract, writing a conference paper, developing a multimedia conference presentation, and being a conference presenter. In addition, I demonstrated the expert level action competencies of research utilization, qualitative case study methodology, and reflective practice. 

During the collaborative experience of co-developing CIEC 600 Computing and Instructional Design during the summer of 2007, I demonstrated expert level action competencies in using FrontPage software and course management systems WebCT Vista, and Blackboard Vista for innovative online course development. Moreover, I demonstrated use of an instructional design process, innovative teaching strategies, and technology-enriched instruction during course development. 

The collaborative co-teaching experience of the CIEC 600 Computing and Instructional Design course with Dr. Heaton during the fall 2007 semester provided additional opportunities to demonstrate expert level action competencies on the use of course management software, online course development and delivery, innovative teaching strategies, and reflective practice. Specifically, I used Vista for online grading, facilitated discussions, group work, email communication, announcements, assessments, syllabus posting, and student feedback. 

My final experience for my residency portfolio plan was as a presenter for the regional conference of Associate Deans and Directors of Nursing Education (ADDNE) of West Virginia in Charleston, WV, in October 2007. The expert level action competencies I demonstrated for this project were research, development of an innovative scholarly paper, creation of a multimedia presentation on the use of virtual reality software in nursing education to impact the adoption and use of this strategy by peers, and as a conference presenter.

Conclusions

The purpose of this paper was to discuss and demonstrate connections of my student experiences in the doctoral program at Marshall University to my growth as a professional nurse educator. After reflection on this paper and process I conclude that I met the purpose through disclosure of the expert level action competencies that I have employed as a graduate student in my coursework, collaborative portfolio experiences, and professional teaching practice. Additionally, I deduce I have met my overall professional goal to better serve students by building understanding and skill in curriculum and instruction strategies, especially, innovative techniques that incorporate and integrate technology into instruction as well as through my participation in scholarly endeavors. Before my doctoral studies in curriculum and instruction, I was a novice educator who taught the way I was taught using mainly traditional methods of lecture and see then do demonstrations. Furthermore, I did not participate in scholarly activities as an author or presenter. After my transformative coursework and collaborative experiences as a doctoral student, I realize that I am now an empowered educator who can handle curriculum and learning theory to guide my practice, employ and integrate innovative technology into my teaching, and create and share innovations and knowledge as a scholar using multimedia. Finally, I infer that because of my graduate experiences at Marshall University I am now able to independently and at an expert level 1) develop, change, implement, and evaluate curriculum, 2) identify, create, and innovate technology use in instruction, and 3) engage in scholarly activities of publication, presentation and research.
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