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Interactive Teaching

Instructional |
media/ Interactive

Learning learning
tools

- Student-Content

- Student-Teacher
- Student-Student



Steinbronn, P. E. & Merideth, E. M. (2008). Perceived Utility of Methods and Instructional Strategies Used in Online and
Face-to-face Teaching Environments. Innovative in Higher Education. 32: 265-278.

Instructional strategies and methods In
Very useful and/or useful

* student presentations,

» student collaborative projects,

« oames and simulations,

-
» hands-on practicum or lab work,

» individual portfolio project,

* Interactive tutorials and tests.

* | questioning and fecdback to students
* | c-mail communication with mstructor

* and lecture (direct instruction).




Steinbronn, P. E. & Merideth, E. M. (2008). Perceived Utility of Methods and Instructional Strategies Used in Online and
Face-to-face Teaching Environments. Innovative in Higher Education. 32: 265-278.

Instructional strategies and methods In
Very useful and/or useful

* | student presentations
student collaborative projects,

* games and simulations,
* student to student electronic discussions.

.
» individual portfolio project,

* Interactive tutorials and tests.

« and
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http://www.cognitivedesignsolutions.com/Instruction/BlendedLearning.htm



http://www.cognitivedesignsolutions.com/Instruction/BlendedLearning.htm

Proportion
of Content
Delivered Online

Type of Course

Typical Description

0%

1to 29%

30 to 79%

80+%

Traditional

Web Facilitated

Blended/Hybrid

Online

Course with no online technology used —
content is delivered in writing or orally.

Course which uses web-based technology to
facilitate what is essentially a face-to-face
course. Uses a course management system
(CMS) or web pages to post the syllabus and
assignments, for example.

Course that blends online and face-to-face
delivery. Substantial proportion of the content
is delivered online, typically uses online
discussions, and typically has some face-to-
face meetings.

A course where most or all of the content is
delivered online. Typically have no
face-to-face meetings.



Live (synchronous) (asynchronous) On Demand

Face to Face Live Collaboration Web-Based Performance
Classroom Online Coaching & Community Multimedia Leaming Support
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BPhysical ®Virtual mCoaching ®Portal Site ®Video @ internet/ ®Knowledge
Classroom Classroom mMentoring ®m Blog Streaming Intranet Management
mField Trips @ Webinar ® Wik WPodcasts ® Self-paced @ \Workflow
@lab @ Chat mDistance  'utorials  Automation
m M Leaming mSimulation m Performance
BThreaded WCD-ROM/ ® Games Support
Discussion DVD = Mobile &
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http://www.cognitivedesignsolutions.com/ELearning/BlendedLearning.htm
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Traditional Model Flipped Model

Students are Students and
responsible for ﬂreatiﬂg ~y teacherswork
homework in together
theszelevelsof E : during the
valuatin
understanding ? school dayon
o, these levels of
Analyzing \Y learning,

Teachers New material
introduce is infroduced
new to students
material to outside of
students. class as their
homework

Blooms Taxonomy

Image: Williams, Beth (2013). How I flipped my classroom. NNNC Conference, Norfolk, NE.
http://nextgenerationextension.org/2013/10/01/blooms-and-the-flipped-classroom/
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The flipped classroom inverts traditional teaching methods, delivering instruction online

outside of class and moving “homework” into the classroom.
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http://www.livescribe.com/blog/education/files/2012/07/flipped-classroom-shortl.png



FLIPPED CLASSROOM MODEL

0ut5|d'_z_-nf-cla_55 BENEFIT _ !n-class
Components traditionally delivered : : In-class time is used for deeper
in-class—such as lectures—are Provides faculty with more engagement with content, while the
delivered outside-of-class via time in-class to work with instructor provides guidance, through:
web-based materials like: individual students and » Collaborative projects
* \ideos allows students to master * Individual and group problem-

+ [Demonstrations and tutonals

- - content at their own pace solving
» Simulations and games

* Peer-based leaming activities

FLIPPED CLASS DESIGN PROCESS

Remember N S
Understand .. Outside-

Apply

Analyze
Evaluate
Create

In-class

Learning Outcomes

http://wallacecenter.rit.edul/tls/sites/wallacecenter.rit.edu.tls/files/uploads/flipped_model_design_v5A.gif



Flipped VS Traditional

Flipped  Traditional
Teacher instructs lesson at home

(video / podcast / book/ website) Studentstake notes

Students work in class.

Deeper understanding of concepts,
applications, and connections to content
are made.

» Students receive support as needed.

http://www-static.dreambox.com/wp-content/uploads/2014/03/flipped-classroom-comparison.jpg



http://www.cit.nus.edu.sg/images/flipped-classroom-diagram.jpg
2. Build rich repository
of concepts

Breeze

- Video

- Podcast

- Screen recording
- Others

1. Create <10 minutes chunks

4. Use Class time for activity

3. Repurpose, Réinfon:e
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“Nice to meet you.”

Before Class

“Let’s Do Something Together”

“Will you be my...?"

Watching videos and
reading

Getting familiar with
terms and phrases
Introduction to
concepts

During Class

Projects, problems,
small groups,
discussions, labs,
creating things,

analyzing things

Formative
assessment
Check for

understanding

Formative
assessment
Check for

understanding

After Class

Projects, papers,
creating things,
reviewing key
concepts

Formative

assessment
Check for
understanding

http://i2.wp.com/etale.org/main/wp-content/uploads/2013/02/beforeduringafter-flip.png
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Copyright 2005 by Randy Glasbergen. www.glasbergen.com
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“You have to solve this problem by yourself. You can’t call tech support.”



Student Response Systems
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Blasco-Arcas, L., Buil,l., Hernandez-Ortega, B., & Sese, F. J. (2013).Using clickers in class.

The role of interactivity, active collaborative learning and engagement in learning performance.
Computer & Education. 62, p.102-110.

0.203 .
Interactivity with  —>% 3]  Active Collaborative 0.517
Peers Learning
0.673"" L G
(8.11) PERFORMANCE
4
Interactivity with
Teacher Engagement

Mote: Standardized beta coefficients are in bold; t-value in brackets.
Levels of significance: ***p<.01; **p<.05; *p<.1

Fig. 2. Results for the proposed model.
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a5 Echo 360
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Student Response Systems
Or

Classroom Response Systems
Or
Audience Polling Systems

A type of toy for students
or
An enhancement tool to student learning



Student Response Systems

* The clicker technique is an effective method of

compressing teaching time (Anderson, Healy,
Kole, and Bourne, 2011).

e Clarify critical information by quizzes or
exams.

 Provide immediate feedback.



Questioning as an instructional strategy

‘ Activate prior knowledge
‘ Probe students’ conceptual understanding
‘ Lead to deeper understanding




DeBourgh, G.A. (2008). Use of classroom "clickers" to promote acquisition of advanced
reasoning skills. Nurse Education in Practice. 8, p.76-87.

Student ratings of clicker use for understanding

- Confirming my understanding of a concept
being discussed in class

- Providing feedback about my decision-making
about case studies

- Correcting a misconception or misunderstanding
of a concept being discussed in class

- Testing my pre-requisite knowledge



A | B & D E F G H | J K L M N (0]

1 !
2 Flow
3 .8/20/2013 13:41
4 !
5 |
6 !
7 Total students: 8
& Total questions: 10
3 Max score: 10
10 Average score: 5.875
11

: Student Id Firstname Last nQues Ques Ques Ques Ques Ques Ques Ques Ques Ques Score Grade
13 5683314727 Participant 1 1 1 1 1 0 1 1 0 : | 1 8 80
14 "5683408027 Participant 2 1 0 1 0 0 1 0 1 0 1 S5 50
15 '5683377227 Participant 3 1 1 1 | 1 1 0 1 1 1 9 90
16 "5683335927 Participant 4 0 0 1 1 0 1 0 0 | 1 5 50
17 '5683423427 Participant 5 1 0 1 1 1 1 0 0 & 1 7 70
18 5683392627 Participant 6 0 0 1 1 1 0 1 0 | 1 6 60
19 '5683329127 Participant 7 0 0 1 0 0 1 0 0 0 1 3 30
20 :'5683360527 Participant 8 1 0 1 0 0 0 1 0 0 i | 4 40

21
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Best Practices for Implementing
Clickers in the Classroom

Keep slides short to optimize legibility.
Keep the number of answer options to five.
Do not make the questions overly complex.

Keep voting straightforward.

. Allow sufficient time for students to answer
guestions.
- < 30 students: 15-30 seconds per question

- 30 -100 students: 30 seconds per question
- 100 students: 1 minute per question



Clicker

Clicker
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Clicker

EDU, CU (2013)
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A 4 A A

- Individual decision - Learning together
making

: - Group process
- Peer Interaction G PP



An online survey, with responses
collected in an online spreadsheet
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£ Presentation
& Spreadsheet
£l Form

=1 Drawing

‘a Collection

From template...

Daniel needs to multiply 245°445. Which would be the following to best ESTIMATE the product?
200400 19 86%

2007 500(1] 200 " 500 1 5%
300 * 400 [0]
—300 * 500 [2] 300 * 400 0 0%
300 * 500 2 9%
200 * 400 [19]—
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Mrs. Romano corrects between 5 and 10 essay tests every hour for 4 hours. ABOUT how many tests could Mrs. Romano |

15 1 5%
30 [16] — 50 1 5%
45 3 14%

. ‘15[\] 30 16 76%
| 5011]
| Tomwwdd Pocarniincs W Loyt Speon Pt Lgf S

45 [3]
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www.sacrative.com/how-it-works

g Student Log In -

${socrative

Smart Student Response System

Overview
Quick Exercises
Exit Tickets
Quizzes

(Games

Completed Space Race 00
Yellow iEe-

End Activity & Send Mopari

SIMPLE & SMART

Socrative is a smart student response
system that empowers teachers by
engaging their classrooms with a series of
educational exercises and games. Our apps
are super simple and take seconds to login.
on tablets, smartphones,

Student's devi

BROWSERS

GETITON

P> Google play

g Teacher Log In -

Home How it works?

Active users in roon.

Multiple Choice

Ask 3 MC question, dsplay results

True/False

Ask a TIF question, display resulls

Short Answer N

Opan-ended quastion, display responses

Quick Quiz

Run a sell-paced quiz

Exit Ticket

Get an end-ol-class pulse-check

Log in to Socrative on any internet browser.

Space Race

yn @ QuIZ 33 game.
——

APPS

Work with a mix of smartphones, tablets,
and computers. Find our apps in the Google
Play, iTunes, or Windows Store.

& Download on the i1

@A pp Store

Download from

Windows Store

@ Teacher Sign Up
Go to Socrative 2.0

Contact Us

Blog

!ﬁj



Instantly Project the Student Responses

REAL-TIME FORMATIVE ASSESSMENT

Take a snapshot of student thinking through real time formative assessment. It's super easy to gather responses
and get whole class participation. Just choose your question type, ask a question, and wait for responses.

\

+ — s (e esery c
7
socrati

adan1ne Nttp://socrative-t.blogspot.com/



L
Instructional Design

Before Implementing Clicker
in the Classroom

* How will the “Student Response System” aid
your teaching and students’ learning?

* Does the class size matter?

* What pedagogy can be integrated with? How?




Assessment

Formative

providing informal feedback without associating students’
responses to their grades

Summative

Somewhat and always used by linking students’
responses to their grades, such as
attendance/participation bonus for students’ final grades

Han, J. H. & Finkelstein, A. (2013). Understanding the effects of professors’ pedagogical development with Clicker Assessment and
Feedback technologies and the impact on students’ engagement and learning in higher education. Computer & Education. 65, p.64-76.



