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ABSTRACT

The Digital Resource Exchange About Music (DREAM) is an online tool for exchanging information about digital
learning tools for music education. DREAM was designed by our team to encourage music teachers to learn about digital
resources related to learning to play a musical instrument, both in classroom and independent music studio settings. In
addition to enabling music teachers to learn about resources, DREAM allows music teachers to evaluate the resources
based on their own experiences using the resources, to read about other teachers’ views of the resources, and to add
resources to the learning objects repository. During the demonstration of DREAM, we will showcase some of the
resources and discuss the evolution of the design of DREAM. We will encourage participants to explore DREAM on the
devices we provide and/or on their own laptops, tablets, or smartphones.
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1. SESSION DESCRIPTION

Digital applications for music education have been growing at an astonishing rate, and these resources are
changing the ways people teach, learn, and make music (Burnard, 2007; Partti, 2012; Rainie & Wellman,
2012; Waldron, 2013). The Digital Resource Exchange About Music (DREAM) is an online tool especially
designed for music teachers to help them access the best of the many digital applications that are currently
available (www.dreammusictool.ca). DREAM is one of a suite of digital tools for music learning designed by
a research and development team comprised of members from two Canadian universities, Queen’s University
and Concordia University, and The Royal Conservatory (RCM), a national conservatory teaching and
examination system. The first tool in the suite, iISCORE, supports students in their path to becoming self-
regulated musicians. Two tools that are presently under development include an iOS mobile app for
annotating music videos called Notemaker, and another web-based tool called Cadenza, which, like iISCORE,
also was designed to support student self-regulation.

DREAM allows users to explore digital learning tools in music education, and to add their own tools to
the digital repository. DREAM provides a forum for teachers to keep informed about the latest websites,
apps, and recordings that apply to music learning, as well as to exchange their own evaluations of the
resources. DREAM enables users to download the resources they would like to use directly on their laptops,
tablets, or smartphones. For example, DREAM can be used to locate games that support sight-reading—a
perennially difficult area for most music students to master—and to learn about drills to support ear training
and theory. Users can also listen to excellent recordings of repertoire, and explore professional resources.
DREAM currently contains over 3,500 high quality resources, all of which have been vetted by professional
musicians and educators.

DREAM was designed by our team to encourage music teachers to become familiar with digital resources
related to learning to play a musical instrument, both in classroom and independent music studio settings. In
accordance with the other digital tools we have designed, DREAM is an evidence-based tool, created on the
basis of research that shows how students can become self-regulated learners when their music learning is
scaffolded appropriately. We have secured funding from the Social Sciences and Humanities Research
Council of Canada, under the Partnership Grants program, to design and develop tools and to conduct
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research on the effectiveness of the digital tools in The Suite, and to share those findings with the academic
community, musicians, teachers, and the general public. Our work is also supported by a Leadership
Opportunity Grant from the Canadian Foundation for Innovation. While DREAM was designed by Canadian
developers and researchers, the tool has international reach, especially in English and French speaking
countries where there is a conservatory system or some other music pedagogy and examination process in
place.

In addition to enabling music teachers to learn about resources, DREAM allows music teachers to
evaluate the resources based on their own experiences using the resources, to read about other teachers’
views of the resources, and to add resources to the digital repository. In the release version (DREAM, v. 1.4),
resources were organized into six categories: (a) musical repertoire, (b) ear training and sight-reading, (c)
practising, (d) history and theory, (e) creating and composition, and (f) professional resources. All of the
entries in DREAM are searchable by title and key words, and users can also filter the resources by
instrument, ability level, or platform (e.g., by type of tablet or smartphone). The resources—whether they are
recordings, apps, websites, or software programs—are described in the language of origin (English or
French).

We characterize DREAM as a Trip Advisor™ for music teachers—but instead of choosing, for example,
a hotel based on such filters as free parking and internet, the teachers might select musical repertoire, filtering
for instrument (e.g., violin) and difficulty level (e.g., intermediate). Once the teacher has selected a resource,
DREAM recommends resources to users based on their prior choices. Again, this has parallels to travel sites,
for once the user browses through some hotel choices, the user is shown other hotels that might be of interest,
based on the user’s choice as well as the selections of users with similar profiles.

The demonstration of DREAM will showcase some of the resources and discuss the evolution of the
design of DREAM (Upitis, Abrami, Brook, Pickup, & Johnson, 2015). Before releasing DREAM in
September of 2014, an extensive usability testing period took place. During the first usability study, the
design and content evolved, based on the feedback from 12 core test participants and designers, a group of 24
classroom music teachers, as well as nearly 50 studio music teachers from across Canada. The results of this
usability study provided evidence that DREAM could serve as a centralized place for music teachers to keep
abreast about digital technologies, by providing a tool that would be valued in terms of efficiency and
effectiveness.

The demonstration will also detail some of the patterns of use that have been revealed since DREAM was
first launched in September of 2014. These will include site analytics on the number of unique users (close to
5,000), countries of origin, most popular resources, browsers and devices used, and the time spent on the site
and total page views (over 40,000).

In addition to describing the design process, patterns of use, and showcasing some of the resources
contained in DREAM, we will encourage participants to explore DREAM on the devices we provide or on
their own laptops, tablets, or smartphones. Participants will be able to access resources in the learning objects
repository, open their own accounts, and add comments to the resources that are already available in
DREAM.

ACKNOWLEDGEMENTS

The authors thank the music teachers who took part in the design of DREAM, as well as the project leaders,
project managers, and software developers. This work was supported by a partnership grant from the Social
Sciences and Humanities Council of Canada (SSHRC), the Canada Foundation for Innovation (CFI), The
Royal Conservatory (RCM), the Centre for the Study of Learning and Performance at Concordia University,
and Queen’s University.

209



ISBN: 978-989-8533-40-1 © 2015

REFERENCES

Burnard, P., 2007. Reframing creativity and technology: promoting pedagogic change in music education. Journal of
Music Technology and Education, Vol. 1, No. 1, pp. 196-206.

DREAM | Digital Resource Exchange About Music (DREAM) - Music Teaching Resources. 2015. DREAM | Digital
Resource Exchange About Music (DREAM) - Music Teaching Resources. [ONLINE] Available at:
http://www.dreammusictool.ca. [Accessed 18 January 2015].

Partti, H., 2012. Cosmopolitan musicianship under construction. Digital musicians illuminating emerging values in music
education. International Journal of Music Education. doi: 10.1177/0255761411433727.

Rainie, L., & Wellman, B., 2012. Networked: The new social operating system. MIT Press, Cambridge, MA, USA.

Trip Advisor. 2015. Trip Advisor. [ONLINE] Available at: http://www.tripadvisor.ca/. [Accessed 26 January 15].

Upitis, R., Abrami, P. C., Brook, J., Pickup, D., & Johnson, L., 2015. Digital Resource Exchange About Music
(DREAM): Usability testing results. European Journal of Social and Behavioral Sciences (EJSBS), Vol. 8, No. 2,
ISSN 2301-2118.

Waldron, J., 2013. YouTube, fanvids, forums, vlogs and blogs: Informal music learning in a convergent on- and offline
music community. International Journal of Music Education, Vol. 31, No. 1, pp. 91-105. doi:
10.1177/0255761411434861.

210



	PROCEEDINGS OF THE INTERNATIONAL CONFERENCE E-LEARNING 2015
	COPYRIGHT
	TABLE OF CONTENTS
	FOREWORD
	PROGRAM COMMITTEE
	KEYNOTE LECTURES
	FULL PAPERS
	PLAYING MUSIC, PLAYING WITH MUSIC A PROPOSAL FOR MUSIC CODING IN PRIMARY SCHOOL
	LEARNING THROUGH TELEPRESENCE WITH IPADS: PLACING SCHOOLS IN LOCAL/GLOBAL COMMUNITIES
	STRATEGIC DECISION MAKING CYCLE IN HIGHER EDUCATION: CASE STUDY OF E-LEARNING
	PERFORMANCE & EMOTION – A STUDY ON ADAPTIVE E-LEARNING BASED ON VISUAL/VERBAL LEARNING STYLES
	A MOOC AND A PROFESSIONAL SPOC
	INCREASE IN TESTING EFFICIENCY THROUGH THE DEVELOPMENT OF AN IT-BASED ADAPTIVE TESTING TOOL FOR COMPETENCY MEASUREMENT APPLIED TO A HEALTH WORKER TRAINING TEST CASE
	COGNITIVE PRESENCE IN VIRTUAL COLLABORATIVE LEARNING: ASSESSING AND IMPROVING CRITICAL THINKING IN ONLINE DISCUSSION FORUMS
	DEVELOPING A MOBILE LEARNING MANAGEMENT SYSTEM FOR OUTDOORS NATURE SCIENCE ACTIVITIES BASED ON 5E LEARNING CYCLE
	BEHAVIORAL FEATURE EXTRACTION TO DETERMINE LEARNING STYLES IN E-LEARNING ENVIRONMENTS
	MAXIMIZING AND PERSONALIZING E-LEARNING SUPPORT FOR STUDENTS WITH DIFFERENT BACKGROUNDS AND PREFERENCES
	USABILITY OF A WEB-BASED SCHOOL EXPERIENCE SYSTEM: OPINIONS OF IT TEACHERS AND TEACHER CANDIDATES
	METHODOLOGICAL PROPOSAL FOR ELABORATION OF LEARNING MATERIALS IN SIGN LANGUAGE IN UNIVERSITY TEACHING
	MOODLE E-LEARNING SYSTEM AND STUDENTS’ PERFORMANCE IN HIGHER EDUCATION: THE CASE OF PUBLIC ADMINISTRATION PROGRAMMES
	CADA DÍA SPANISH: AN ANALYSIS OF CONFIDENCE AND MOTIVATION IN A SOCIAL LEARNING LANGUAGE MOOC
	CREATING GAMES AS AUTHENTIC LEARNING IN THE INFORMATION TECHNOLOGY CLASSROOM
	ASSISTING TUTORS TO UTILIZE WEB 2.0 TOOLS IN EDUCATION

	SHORT PAPERS
	EVALUATING STUDENTS’ PROGRAMMING SKILL BEHAVIOUR AND PERSONALIZING THEIR COMPUTER LEARNING ENVIRONMENT USING “THE HOUR OF CODE” PARADIGM
	USING IMMERSIVE VIRTUAL REALITY FOR ELECTRICAL SUBSTATION TRAINING
	GOAL SETTING, DECISION-MAKING SKILLS AND ACADEMIC PERFORMANCE OF UNDERGRADUATE DISTANCE LEARNERS: IMPLICATIONS FOR RETENTION AND SUPPORT SERVICES
	TRANSFORMATIONS: MOBILE INTERACTION & LANGUAGE LEARNING
	DIGITAL RESOURCE EXCHANGE ABOUT MUSIC (DREAM): PHASE 2 USABILITY TESTING
	RESEARCH SUGGESTIONS IN THE DESIGN OF A GLOBAL GRADUATE BUSINESS PROGRAM DELIVERED BY ONLINE LEARNING
	ELECTRONIC EDUCATION SYSTEM MODEL-2
	USE OF CLOUD-BASED GRAPHIC NARRATIVE SOFTWARE IN MEDICAL ETHICS TEACHING
	A PROPOSAL TO ENHANCE THE USE OF LEARNING PLATFORMS IN HIGHER EDUCATION
	CLOUD COMPUTING AND VALIDATED LEARNING FOR ACCELERATING INNOVATION IN IOT
	AN OWL ONTOLOGY FOR METADATA OF INTERACTIVE LEARNING OBJECTS
	UTILIZING E-LEARNING SYSTEMS IN THE LIBYAN UNIVERSITIES: CASE STUDY; TRIPOLI UNIVERSITY, FACULTY OF ENGINEERING

	REFLECTION PAPERS
	MAKING SENSE OF GAME-BASED USER DATA: LEARNING ANALYTICS IN APPLIED GAMES
	PRACTICING LOW-CONTEXT COMMUNICATION STRATEGIES IN ONLINE COURSE DESIGN FOR INTERNATIONAL STUDENTS STUDYING IN THE U.S.

	POSTERS
	INNOVATION DIFFUSION MODEL IN HIGHER EDUCATION: CASE STUDY OF E-LEARNING DIFFUSION
	DEMONSTRATING DREAM: A DIGITAL RESOURCE EXCHANGE ABOUT MUSIC
	A STUDY ON TEACHER TRAINING TO INCORPORATE GAMIFICATION IN CLASS DESIGN - PROGRAM DEVELOPMENT AND IMPLEMENTATION IN A TEACHER TRAINING COURSE -
	A CASE STUDY OF THE FEEDBACK DESIGN IN A GAME-BASED LEARNING FOR LOW ACHIEVING STUDENTS
	DEVELOPMENT AND EVALUATION OF AN INFORMATION MORAL LESSON TO PROMOTE AWARENESS IN CHILDREN
	DEVELOPMENT AND DESIGN OF PROBLEM BASED LEARNING GAME-BASED COURSWARE

	AUTHOR INDEX



