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By the end of this online Workshop, you should be able to:








Learn about some fundamental methods to implement technology to
improve the overall online teaching/learning experience.
Investigate existing online tools that can be used to support online teaching
Understand best practices for delivering effective instruction in a
synchronous/asynchronous online environment
Discover Strategies and applications that encourage engagement and
interactivity in online courses

Graphical Course Map

Active Learning, Interaction
and Engagement

What is Active Learning
The concept of active learning encompasses a wide variety of learning
activities in which students engage with the course content.
Students "must talk about what they are learning, write about it, relate
it to past experiences, apply it to their daily lives. They must make what
they learn part of themselves" (Chickering and Gamson p. 4).
Therefore Structuring hands-on activities that are tied to your learning
outcomes helps to promote student engagement and retention of the
material.

Activities that contribute to Active Learning
Discussion • Writing • Role-Play • Scenarios • Debates • Case studies • Peer review
• Annotation • Games • Graphing • Polling • Quizzing • Puzzles • Drawing • Peer
teaching • Freewriting • Group work • Problem solving • Talking • note taking
•

Case study: Give students a scenario or case study to problem solve in groups. Then
have groups share out and debrief the activity in the course Discussion forum.
Example: Find two authoritative websites on Censorship and Control in the Internet
Age
Learning Outcome: Students will be able to evaluate websites for authority.

How can Interaction support Active Learning
Keeping students actively engaged with you, the content, and each
other promotes student success.
When students are observing, doing, communicating, and reflecting,
they are actively working with concepts and people.
We describe these activities as interactions. Interaction is at the
center of the teaching and learning process.

Three main types of interactions
Teacher
Student

Content

(Anderson, T., 2003)

Student↔teacher interaction can include both formal
direct instruction and more informal mentoring and
support , for example: ( see next 4 slides)

Guidelines for regular effective contact with
students (1/4)
Instructor Initiated Interactions
• Design daily or weekly assignments and projects that promote
collaboration among students.
• Pose questions in the discussion boards which encourage various types of
interaction and critical thinking skills among all course participants.
• Monitor content activity to ensure that students participate fully and
discussions remain on topic.
• Create a specific forum for questions regarding course assignments.
• Ask students for feedback about the course on a regular basis and revise
content as needed.

Guidelines for regular effective contact with
students (2/4)
Frequency & Timeliness of Interactions
• Maintain an active daily presence, particularly during the beginning
weeks of your course.
• Give frequent and substantive feedback throughout the course.
• Let students know what response time they should expect for
questions/inquiries (eg. 24-48 hours).

Guidelines for regular effective contact with
students (3/4)
Expectations for Interactions
• Explain course policy regarding student-initiated contact (where to
post questions, assignments, etc.
• Outline and explain netiquette in initial course documents.
• Clarify important dates, such as assignment and assessment
deadlines not only in the beginning but also throughout the course.

Guidelines for regular effective contact with
students (4/4)
Absences from Interactions
• Inform students immediately of the absence should an illness, family
emergency or other unexpected event prevent continuing regular
effective contact for a prolonged period of time.
• Inform student of whom to contact with course questions during the
absence.
• Let students know when regular effective instructor-initiated contact
will resume.

Student<–>Student Interaction can include formal courserelated collaboration and interaction as well as more informal social
interaction for example:

• group projects
• peer instruction
• role playing
• synchronous or asynchronous discussions or debates
• collaborative brainstorming

Student↔content

interaction includes students' concrete
interactions with the course materials and their more abstract interactions
with the concepts and ideas they present , for example:

• tutorials (using text, images, audio, and/ or video)
• quizzes (with feedback )
• Links to an external site
• reading/video discussion or reflections
• Simulations
• Gamifications

Summary: The keys to developing effective online
learning activities are to make them:
• Include opportunities for active learning
• Allow for different types of interaction
• Sequential so each one builds on the preceding one,
• Include useful feedback on the activities, and
• Include opportunities for students to think and reflect on what they
are learning, how they are learning, and the significance of what they
are learning.

SAMR Technology Model
 Dr. Ruben Puentedura developed the SAMR model as a way for teachers
to evaluate how they are incorporating technology into their
instructional practice.
 Teachers can use SAMR to reflect upon how they are integrating
technology into their classroom. Is it an act of Substitution?
Augmentation? Modification? Or Redefinition?

Padagogy Wheel
• Developed by Allan Carrington, the Pedagogy Wheel is designed to
connect Bloom's Taxonomy with learning outcomes, activities, and
educational apps. Carrington designed the wheel to "remind teachers
to rethink everything they are doing." There are five segments of the
Pedagogy Wheel:

Remember and understand
Apply
Analyze
Evaluate
Create

Tools for Interactive teaching and
learning
• You don’t have to use a lot of complicated online tools to provide
opportunities for meaningful active learning.
• You can provide meaningful interaction with quite basic tools as long
as they are well-structured and clearly support students in reaching
learning outcomes.
• Consider leveraging the tools built into Moodle first.
• Explore third-party Edtech tools.

Edtech tools
H5p is a free, open source and mobile-friendly tool that allows you to quickly and easily create,
share and reuse interactive activities.
LUMI is a desktop app that allows you to create, edit and view interactive content with dozens of
different content types. Work on your activities offline and upload them later in an online H5P
environment.
Wakelet a free app to capture, organize and share online resources with students, teachers, and
learning communities. It is also a great tool for keeping research projects interactive and social.
Hypothesis for Education A collaborative annotation tool that makes reading active, visible, and
social, enabling students to engage with their texts, teachers, ideas, and each other in deeper, more
meaningful ways.
Unpaywall is a browser extension for Chrome and Firefox that points you to legal, author-posted
manuscripts that are hosted on university and government web servers - usually versions that have
been posted with the full and explicit authorization of the publishers themselves.

Edtech tools
Google Jamboard is great for brainstorming -- gathering ideas, sorting them by color,
organizing them on different frames, moving them together, drawing lines to connect
important ideas.
Mentimeter is a free-to-use, interactive presentation platform that allows real-time
interaction between presenters and their audiences: making meetings enjoyable, engaging,
and inclusive.
Flipgrid is a video discussion platform where educators/students can record themselves
and post for others to comment on.
Screencastify is a free Chrome extension that “lives” in your browser. Screencastify makes
it easy to record, edit, and share videos of your computer screen. Recordings can easily be
shared via email, embedding code, YouTube, Google Classroom, and more.
Anchor is a free all-in-one platform, It contains tools that allow users to record and edit
audio, arrange it into podcast episodes, publish podcasts to listening platforms.
Loom a tool to capture your screen, voice and face in one spot, recording your screen or a
specific app and adding in any necessary commentary.

Edtech tools
NO REGISTRATION WEB 2.0 PRODUCTIVITY TOOLS A set of tools that require no
usernames/passwords or email addresses and can be used anytime/anywhere in a
web browser and usually on any device.
EdTech_Hub a database of educational tools curated by EdTech Hub and UNESCO.
EdPuzzle is a teaching tool used to place interactive content into pre-existing videos
from a variety of sources, such as TED or YouTube, or into videos you have made.
Wordwall The easy way to create teaching resources. Make custom activities for
your classroom, Quizzes, match ups, and word games.
Lumosity program consists of science-based games designed to exercise memory,
attention, speed, flexibility and problem-solving.
LiveBinders Organize your resources in an online binder

Thank You!
Twitter: @fbaroud
Email: fbaroud@ndu.edu.lb

