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MODULE 1: Introduction to VET distance learning

Introduction

The COVID-19 pandemic has forced many educational institutions, including VET (Vocational
Education and Training), to switch to online learning. As a result, educators have had to adopt new
teaching methods and digital resources to ensure that learners can access educational materials and
participate in online classes effectively. It is essential for learners to know about the different
digital resources used by VET educators during the pandemic for several reasons. Firstly, it can
help learners access educational materials and find the resources that work best for them. Secondly,
it can expose them to innovative and effective teaching methods that they may not have
encountered before. Thirdly, it can help them develop digital literacy skills that are crucial for
success in the workforce. Lastly, it can promote a mindset of lifelong learning and adaptability to
new technologies. Overall, being aware of the digital resources used by VET educators during the
pandemic is crucial for learners to succeed in their education and future careers.

The purpose of Module 1 is to introduce the importance of digital resources in VET education and
provide an overview of different types of digital resources used by VET educators during the
pandemic. It also highlights the concept of digital literacy and the importance of developing digital
skills for VET learners. Additionally, the module covers the advantages and limitations of VET
distance learning, as well as the pedagogical principles necessary for effective remote education
and training. According to the above, there are four chapters:

e Overview of VET Distance Learning.

e Types of Digital Resources for VET Distance Learning.

e Advantages and Limitations of VET Distance Learning.

e Pedagogical Principles of Effective VET Distance Learning.

Content

Chapter 1. Overview of VET Distance Learning

Vocational Education and Training (VET) is a key area of education and training that provides
individuals with the skills and knowledge necessary for successful employment and career
development. In recent years, the field of VET has undergone significant transformation, with the
advent of digital technologies and online learning environments. VET Distance Learning is a form
of remote education and training that allows individuals to access learning materials and resources
from anywhere in the world, at any time. This chapter provides an overview of the definition and
characteristics of VET Distance Learning, as well as its history and evolution. Additionally, the
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chapter contextualizes VET Distance Learning in the COVID-19 pandemic, examining the ways
in which remote education and training has become essential for individuals and organizations
around the world.

1.1. A Definition and Characteristics of VET Distance Learning

VET Distance Learning is a form of remote education and training that allows learners
to access learning materials and resources through digital technologies, without the
need for face-to-face interactions with educators or trainers. This mode of learning is
often characterized by its flexibility, accessibility, and convenience, as learners can
access learning materials and resources from anywhere in the world, at any time.
Additionally, VET Distance Learning often incorporates multimedia tools, online
platforms, and communication technologies to facilitate learning and collaboration.

1.2. The History and Evolution of VET Distance Learning

The history of VET Distance Learning can be traced back to the early 20th century,
when correspondence courses were first introduced as a means of delivering education
and training remotely. Since then, VET Distance Learning has evolved significantly,
with the development of digital technologies and online learning environments.
Today, VET Distance Learning is a dynamic and rapidly expanding field, with a
growing number of organizations and institutions offering remote education and
training programs.

1.3. Contextualizing VET Distance Learning in the COVID-19 Pandemic

The COVID-19 pandemic has had a profound impact on the field of education and
training, with widespread school and workplace closures leading to a shift towards
remote learning and working environments. In the context of VET, the pandemic has
highlighted the need for flexible and accessible modes of education and training, with
VET Distance Learning emerging as a key solution for organizations and individuals
alike. As a result, there has been a rapid expansion of VET Distance Learning programs
and initiatives in response to the pandemic.

Chapter 2: Digital Resources for VET Distance Learning

In the current digital era, the utilization of digital resources has significantly transformed the
landscape of Vocational Education and Training (VET) Distance Learning. This chapter provides
an overview of the diverse range of digital resources available for VET Distance Learning,
including multimedia tools and resources, online platforms and learning management systems, as
well as communication technologies. Understanding and effectively utilizing these resources is
essential for both VET educators and learners to engage in meaningful and interactive distance
learning experiences.

2.1. Overview of Digital Resources for VET Distance Learning
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2.2.

23

VET Distance Learning relies heavily on various digital resources that facilitate
learning and enhance engagement. These resources encompass a wide array of
formats, including text, images, audio, video, and interactive elements. They enable
learners to access educational content remotely, collaborate with peers and educators,
and engage in interactive learning activities. The effective use of digital resources in
VET Distance Learning enhances the learning experience, fosters learner engagement,
and promotes the acquisition of vocational skills.

Multimedia Tools and Resources for VET Distance Learning

Multimedia tools and resources play a vital role in VET Distance Learning by
providing dynamic and interactive learning experiences. These tools encompass a
variety of applications, software, and platforms that facilitate the creation,
manipulation, and dissemination of multimedia content. One prominent example of
multimedia tools for VET Distance Learning is video creation and editing software.
Applications like Adobe Premiere Pro and Camtasia allow educators to create
engaging video lectures, tutorials, and demonstrations that can be easily shared with
learners. These tools offer features such as video editing, screen recording, and special
effects, enabling educators to deliver visually appealing and informative content.

Graphic design tools are another valuable resource for VET Distance Learning.
Software like Canva and Adobe Photoshop allows educators to design visually
compelling infographics, presentations, and learning materials. With pre-designed
templates and intuitive interfaces, these tools empower educators to create
professional-looking visuals that enhance the understanding and retention of VET
concepts.

Virtual reality (VR) applications have gained significant popularity in VET Distance
Learning due to their immersive nature. Platforms like Engage and Mozilla Hubs
enable educators to create virtual learning environments where learners can explore
realistic simulations and scenarios. VR technology provides hands-on experiences,
allowing learners to practice skills, such as equipment operation or safety protocols,
in a safe and controlled virtual setting. This experiential learning approach enhances
engagement and retention of knowledge in vocational training.

Simulation software is yet another valuable resource for VET Distance Learning.
Tools like SimScale and Labster enable educators to simulate real-world scenarios and
experiments that are difficult to replicate in traditional learning settings. Learners can
interact with these simulations, make decisions, and observe the consequences,
thereby developing critical thinking and problem-solving skills. Simulation-based
learning is particularly effective in vocational training areas such as engineering,
healthcare, and technical trades.

. Online Platforms and Learning Management Systems for VET Distance Learning
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Online platforms and learning management systems (LMS) serve as centralized hubs
for organizing and delivering VET Distance Learning courses. These platforms
provide a wide range of functionalities that support the management and delivery of
educational content. Moodle, for instance, is a popular open-source LMS that offers a
comprehensive suite of tools for educators. It allows for content creation, assessment
management, progress tracking, and collaborative activities, promoting a structured
and interactive learning experience. Moodle also offers a range of plugins and
extensions, enabling customization and integration of additional features as per the
specific needs of VET educators.

Canva, another widely used platform, offers a user-friendly interface and intuitive
course design tools. Educators can easily create and organize course content,
assignments, and discussions within a visually appealing and accessible interface.
Canvas also provides features like real-time collaboration, multimedia integration, and
robust assessment options, enabling educators to deliver engaging and interactive VET
Distance Learning courses.

Blackboard is a comprehensive LMS that provides a rich set of features for VET
Distance Learning. It offers tools for content management, communication,
assessment, and learner analytics. Educators can create and organize course content,
facilitate discussions, conduct assessments, and track learner progress using
Blackboard's user-friendly interface. The system also supports integration with
external tools and platforms, allowing for seamless incorporation of multimedia
resources and other digital tools into the learning experience.

Google Classroom, a widely adopted platform, leverages the power of Google's suite
of tools for VET Distance Learning. With Google Classroom, educators can easily
create and distribute assignments, share resources, and provide timely feedback to
learners. It integrates seamlessly with Google Drive, allowing for collaborative
document editing and storage. The platform also supports communication features,
enabling educators and learners to interact through announcements, comments, and
private messages.

2.4. Communication Technologies for VET Distance Learning

Effective communication plays a crucial role in VET Distance Learning, fostering
interaction and collaboration between learners and educators. Communication
technologies provide avenues for synchronous and asynchronous communication,
enabling learners and educators to connect and engage in meaningful interactions.
Examples of communication technologies for VET Distance Learning include video
conferencing tools (e.g., Zoom, Microsoft Teams), discussion forums, instant
messaging platforms, and collaborative document editing tools. These technologies
facilitate real-time communication, group discussions, peer feedback, and
collaborative project work, promoting an interactive and social learning environment
in VET Distance Learning.
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Digital resources form the backbone of VET Distance Learning, enabling educators to
create engaging and interactive learning experiences for learners. In this chapter, we
explored the diverse range of digital resources available, including multimedia tools
and resources, online platforms and learning management systems, as well as
communication technologies. Familiarity with these resources empowers both
educators and learners to effectively navigate the world of VET Distance Learning,
maximizing engagement and learning outcomes.

Chapter 3: Advantages and Limitations of VET Distance Learning

Vocational education and training (VET) distance learning has become increasingly popular in
recent years, especially during the COVID-19 pandemic, due to its flexibility and accessibility.
However, despite its advantages, VET distance learning also presents some limitations and
challenges that need to be addressed to ensure its effectiveness. This chapter will discuss the
advantages and limitations of VET distance learning, as well as strategies to overcome the barriers
and enhance its effectiveness.

3.1. Advantages of VET Distance Learning: Flexibility and Access
Distance learning has several advantages over traditional classroom-based education. One
of the most significant benefits is the flexibility it offers, allowing learners to fit their
studies around other commitments. Instead of planning their day around classes, students
can decide when, where, and how long they want to study.

Another advantage of distance learning is the comfort it provides. Learners can create a
homely and peaceful environment that helps them focus on their studies, rather than
struggling to cope with a busy and overwhelming classroom.

Online education is also advantageous because updates and support are instant. Tutors can
easily create and communicate changes to courses, while students can receive and respond
to these updates quickly. Support is usually available via instant messaging or video calls,
making it easy to get help when needed.

Cost is another advantage of online learning. It is much cheaper to implement than
traditional education, with fewer overheads like classroom hire and printing costs. This
means that students can save money, and more of the money they do spend is invested in
improving and researching courses.

Finally, distance learning is eco-friendly. It reduces CO2 emissions as students don't have
to travel to and from lectures, and energy is saved on lighting and heating large lecture
halls. Overall, distance learning provides a flexible, comfortable, cost-effective, and eco-
friendly alternative to traditional education.
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3.2. Limitations of VET Distance Learning: Technical and Pedagogical Challenges

3.3.

Distance learning has its downsides and may not be suitable for everyone. Even though
there are several advantages to online learning, there are also some drawbacks to consider.

One of the main disadvantages is the need for discipline. Distance learners must be
responsible for their own organization and must ensure they adhere to schedules and
deadlines. They have to check their emails regularly and ensure they don't fall behind in
their studies.

Another disadvantage is the potential feeling of isolation. Distance learners may not have
the same social interaction as they would in a traditional classroom environment, which
may lead to frustration or lack of motivation. Though social network groups are an option,
learners may feel more comfortable discussing course content if they had met their peers
face-to-face.

Additionally, online learning may not cater to all learning styles, and some students may
find it frustrating if they are suited to practical, hands-on learning or small group settings.

Technical issues can also be a major drawback for distance learners. They need reliable
internet connections and functioning devices to access online courses and complete
assignments.

Finally, there may be a diminished social life as distance learning requires a significant
amount of time and effort. Students may need to sacrifice some of their social activities to
succeed in their studies. However, the long-term benefits of distance learning can make it
worthwhile.

Overcoming Barriers and Enhancing the Effectiveness of VET Distance Learning
Despite the challenges that come with VET distance learning, there are various ways to
overcome the barriers and enhance its effectiveness. One of the key ways is to provide
support to learners through various channels, such as virtual tutoring and mentorship, to
ensure they have access to the resources and guidance they need. Educators can also
develop and implement effective assessment strategies that take into account the unique
challenges of distance learning, such as project-based assessments or using virtual
simulations to measure skills.

Another important consideration is the need to provide adequate training and professional
development to educators themselves, to ensure they are well-equipped to design and
deliver effective VET distance learning programs. This training can include technical
skills for using various digital tools and platforms, as well as pedagogical strategies for
engaging learners and promoting effective learning outcomes.
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Furthermore, collaboration between educators and other stakeholders in the VET sector,
including industry professionals and employers, can also help to enhance the effectiveness
of VET distance learning. By working together, stakeholders can identify areas for
improvement and design programs that meet the evolving needs of learners and the labour
market.

Overall, while there are certainly challenges associated with VET distance learning, it
remains an important and valuable option for learners seeking to acquire new skills and
advance their careers. By adopting strategies that address the limitations and enhance the
advantages of this mode of learning, educators and stakeholders can help to ensure that
VET distance learning remains a relevant and effective approach to education and training.

Chapter 4: Pedagogical Principles of Effective VET Distance Learning

Adult learning theory and andragogy emphasize that adult learners have unique characteristics and
motivations that affect how they learn. According to Tough (1984), adults are self-directed, have
accumulated life experiences, and prefer problem-centered approaches to learning. As a result,
VET educators need to design and facilitate learning experiences that are relevant, practical, and
learner-centered.

4.1.

4.2.

Instructional Design and Strategies for VET Distance Learning

Effective instructional design and strategies are crucial for promoting engagement,
motivation, and learning outcomes in VET distance learning. In VET distance learning,
the design and delivery of instruction must be adapted to meet the diverse needs and
learning preferences of adult learners. Instructional strategies such as online discussions,
case studies, simulations, and collaborative projects can enhance learner engagement and
promote active learning. Furthermore, the use of multimedia resources, such as videos,

podcasts, and interactive modules, can provide varied and flexible learning experiences
for VET learners.

Assessment and Evaluation Methods for VET Distance Learning

Assessment and evaluation are essential components of VET distance learning to ensure
that learners have achieved the intended learning outcomes. Various assessment methods,
such as quizzes, exams, assignments, and project-based assessments, can be used to
evaluate learners' knowledge and skills. Evaluation methods, such as surveys and feedback
forms, can also be used to collect learners' feedback on their learning experiences and
identify areas for improvement.

In this chapter, we have discussed the pedagogical principles of effective VET distance
learning, including adult learning theory and andragogy, instructional design and
strategies, as well as assessment and evaluation methods. By applying these principles in
VET distance learning, educators can create engaging, learner-centered, and effective
learning experiences for VET learners.
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Cutting-edge methodologies

A gamified asynchronous eLearning methodology can incorporate a range of innovative and
cutting-edge pedagogical approaches, methodologies, teaching, and learning practices, such as:

Personalized Learning: Personalized learning involves tailoring learning experiences to the
needs and interests of individual learners. In a gamified asynchronous eLearning
methodology, this can be achieved through adaptive learning technologies, personalized
feedback, and individualized learning paths.

Microlearning: Microlearning involves breaking down learning materials into small, bite-
sized chunks that can be completed in a short amount of time. This approach is well-suited
to gamified eLearning, as learners can complete short challenges or mini-games that
reinforce learning concepts.

Game-Based Learning: Game-based learning involves using game elements, such as
points, levels, and leaderboards, to create a more engaging and motivating learning
experience. This approach is ideal for a gamified eLearning methodology, where learners
can earn rewards and recognition for completing learning activities.

Social Learning: Social learning involves learning from others, either through
collaboration or observation. In a gamified eLearning methodology, this can be achieved
through social features, such as discussion forums, peer feedback, and social recognition.

Experiential Learning: Experiential learning involves learning by doing and reflecting on
the experience. In a gamified eLearning methodology, this can be achieved through
simulations, case studies, and interactive scenarios.

Augmented and Virtual Reality: Augmented and virtual reality technologies can provide
learners with immersive and interactive learning experiences. In a gamified eLearning
methodology, these technologies can be used to create virtual worlds or simulations that
enhance the learning experience.

Mobile Learning: Mobile learning involves using mobile devices, such as smartphones and
tablets, to access learning materials. In a gamified eLearning methodology, mobile learning
can be used to provide learners with on-the-go access to learning activities and challenges.

Gamification of Assessment: Gamification can also be applied to the assessment process,
with learners earning points, badges, or other rewards for completing assessments or
demonstrating mastery of learning concepts.

Incorporating these innovative and cutting-edge pedagogical approaches, methodologies,
teaching, and learning practices into a gamified asynchronous eLearning methodology can create
a more engaging, motivating, and effective learning experience for VET learners.
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Case Studies

S. is a professional adult educator who specializes in digital marketing. She teaches both online
and face-to-face courses to young adult students who are interested in building a career in the field.
S. is always looking for new and innovative ways to engage her learners and help them develop
the skills they need to succeed in the industry.

To make her distance learning courses more interactive and engaging, S. decides to incorporate a
gamified asynchronous eLearning methodology. She believes that this approach will help her
learners stay motivated and engaged, while also providing them with the opportunity to develop
their skills in a fun and engaging way.

To achieve this, S. uses a learning management system (LMS) that is specifically designed for
gamified eLearning. She selects a range of gamification elements, including points, levels, badges,
and leaderboards, to motivate and reward her learners. She also incorporates personalized learning
pathways, microlearning modules, and social learning features into the course structure.

For example, S. designs a microlearning module that challenges learners to create a social media
marketing campaign in just 10 minutes. The module is broken down into small, bite-sized chunks,
each of which focuses on a different aspect of the campaign. Learners earn points and badges for
completing each chunk and are rewarded with recognition on a leaderboard for completing the
entire module.

S. also incorporates game-based learning into the course structure. She designs mini-games that
reinforce learning concepts, such as a quiz game that tests learners' knowledge of digital marketing
terminology. The game is designed to be both fun and educational, with learners earning points
and rewards for answering questions correctly.

To encourage social learning, S. creates discussion forums where learners can collaborate and
share ideas with one another. She also uses peer feedback and social recognition to encourage
learners to support one another and celebrate each other's successes.

S. also uses augmented and virtual reality technologies to create immersive and interactive learning
experiences. For example, she creates a virtual reality simulation that allows learners to practice
creating and implementing a Google Ads campaign in a realistic and engaging way.

Finally, S. gamifies the assessment process, with learners earning points, badges, and other
rewards for completing assessments and demonstrating mastery of learning concepts. This
approach provides learners with a sense of accomplishment and recognition for their hard work.

Overall, S.’s gamified asynchronous eLearning methodology has proven to be a highly effective
way to engage and motivate her learners. By incorporating a range of innovative and cutting-edge
pedagogical approaches, methodologies, teaching, and learning practices, S. has created a fun and
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engaging learning experience that has helped her learners develop the skills they need to succeed
in the digital marketing industry.

Task: Reflective Analysis

Upon reviewing the provided case study, attempt to respond to address the subsequent reflection
questions:
o Identify the key gamification elements used by S. in her distance learning courses. How do
these elements contribute to learner engagement and motivation?

e Discuss the benefits and potential challenges of incorporating gamification in online
learning environments based on S.'s experience.

e Imagine you are an vocational trainer/ educator in a different field (e.g. language learning,
healthcare education, environmental science, sales training, financial literacy etc.). How
could you adapt S.'s gamified eLearning methodology to suit your subject area? Outline
specific gamification elements and strategies you would incorporate.

The aim of this reflective analysis is to engage in critical thinking and examine personal
experiences in order for the participants to gain new perspectives and insights. Reflective analysis
allows individuals to understand their successes and shortcomings, identify areas for improvement,
and develop action plans for future situations.

Quiz
Examples:

1) True or False: Distance learning is a form of education that only takes place in a traditional
classroom setting.
a) False
b) True

2) Which of the following is an advantage of VET distance learning?
a) Reduced costs.
b) Greater flexibility.
¢) Increased social interaction.
d) All of the above.

3) Which of the following is a limitation of VET distance learning?
a) Technical challenges.
b) Limited access to resources.
¢) Reduced flexibility.
d) All of the above.
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4)

5)

6)

7)

8)

9)

Discuss briefly the importance of instructional design in VET distance learning. (approx. 50
words)

Answer: Instructional design involves creating learning experiences that are effective,
efficient, and engaging. In VET distance learning, instructional design is crucial to ensuring
that learning outcomes are met and that learners are engaged and motivated throughout the
learning process. Effective instructional design involves understanding the needs of the
learners, creating clear learning objectives, selecting appropriate content and delivery methods,
and designing assessments that measure learning outcomes.

True or False: Personalized learning involves tailoring learning experiences to the needs and
interests of individual learners.

a) True

b) False

Which of the following is a pedagogical principle of VET distance learning?
a) Personalized learning.

b) Social learning.

c) Experiential learning.

d) All of the above.

Which software allows educators to design visually compelling infographics, presentations,
and learning materials?

a) Adobe Premiere Pro

b) Camtasia

¢) Canva

d) Engage

True or False: Simulation software is not effective in vocational training areas such as
engineering, healthcare, and technical trades.

a) False

b) True

Which online platform offers a comprehensive suite of tools for educators, including content
creation, assessment management, progress tracking, and collaborative activities?

a) Moodle

b) Canvas

¢) Blackboard

d) Google Classroom

10) What is one way to enhance the effectiveness of VET distance learning?

a) Reducing the number of virtual tutoring and mentorship channels.
b) Providing no training or professional development to educators.
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c) Collaborating with industry professionals and employers.
d) Developing ineffective assessment strategies.
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MODULE 2: Digital skills in VET distance learning

Introduction

The crisis caused by COVID 19 has prompted millions of trainers to adapt their courses and
training. In a very short time, they had to find solutions to deliver material, carry out exercises and
support their trainers remotely, whatever the type of training and the level of the trainers. Although
some of them have been involved in the use of digital objects for a long time, it is not always
obvious to identify the skills associated with these practices.

Training is evolving with digital technology, as are skills. Educators not only need to implement
existing practices, but also construct and develop specific skills for distance learning. The objective
of this module is simple: it invites you to identify and integrate the digital skills that characterize
distance learning, as well as their strengths and weaknesses. You will also get access to useful and
relevant theoretical resources for information and training. It is divided into four thematic chapters:

1. Skills of online active pedagogy

2. Creating interactive content and searching for information

3. Security and digital identity

4. Digital Skills Self-Assessment and Online Learners Assessment.
Content

Chapter 1. The skills of online active pedagogy

1.1. Definition of techno-pedagogy
It is obvious and easy to understand that the term techno-pedagogy comes from the fusion
of two key concepts: technology and pedagogy. Techno-pedagogy, as theorized by the
Quebec Study and development centre for techno-pedagogical innovation (Center d'étude
et de développement pour l'innovation technopédagogique - CEDIT), is defined as the
science that studies teaching methods that integrate new information and communication
technologies.
“Techno-pedagogy implies reflection and a sensible fusion of pedagogy and technology.
This term refers to practices that combine both pedagogical aspects (e.g. teaching and
learning methods, motivation, skills to be developed in trainers, etc.) and technological
aspects (e.g.e.g. use of computers, the web, interactive whiteboards, etc.)."
This definition is based on two important insights to take a rational and sustainable e-
learning position:
e The technological means managed and used by the online trainers support the
pedagogy.
e The technologies are then considered as a means at the service of active pedagogy
and not as an end in itself. The common goal of these innovations is to improve the
quality of trainer learning.
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1.2.

1.3.

1.4.

Develop coaching skills

The role of the trainer in distance learning is bound to change. The trainer no longer only
has to develop the course content, but his activity is geared towards support. As a result,
they no longer have the sole responsibility for imparting knowledge, but accompany the
trainees in learning: to bring them the greatest possible autonomy, to avoid the feeling of
isolation and to support their motivation. It is clear that the trainer is no longer the only
possessor of knowledge nor the only transmitter of knowledge.

What is active pedagogy?

Pedagogy is a concept that focuses on the participation and involvement of learners in
their own learning process. In a paperless work environment, it is essential to find ways
to engage learners in an effective and interactive way. This practice combines pedagogical
strategies with modern technologies. Active pedagogy is about engaging learners in a
variety of ways rather than keeping them busy. It is mobilizing skills rather than going
into exercise. This means that learners are encouraged to take an active role in their own
learning journey, rather than being passive receivers of information. All means are
deployed to obtain the most active participation of learners: they are actors of their
learning.

Neuroscience is constantly enriching active learning methods. Active learning can be
defined as a process where learners engage in activities that require them to reflect,
analyze, synthesize and evaluate the knowledge acquired, rather than simply receiving
information. Neuroscience has shown that active learning is more effective than traditional
learning methods in the age of distance learning. Studies by Steve Masson and Stanislas
Dehaene, both neuroeducation professors in Queber, have shown that active learning
stimulates the brain and promotes information retention. Provoking direct interaction with
information in a way that involves the learner in learning allows data to be stored more
effectively in long-term memory. Active learning also stimulates brain regions associated
with decision-making, problem-solving and creativity, skills that are essential in
professional and personal life.

Bringing active, authentic, and interactive learning to life
Active learning can take many forms and offer different production choices online to
learners. Here are some ideas for productions, to stimulate curiosity, motivation,
collaboration and autonomy of learners:

e Group discussions

e Research projects

e Role-playing games

e Debates

e Collaborative challenges

e Digital portfolios

e Problem solving
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Learning becomes active when the content of learning is:
e Related to current events.
Example: gaining knowledge by talking about the politics of your country.
e Related to everyday life.
Example: Teaching geometry from a case of construction of an urban vegetable
garden.Useful to the world. Example: Integrate impacts of the current crisis on
climate change into your course

Chapter 2. Creating interactive content and searching for information

2.1.

2.2.

Producing multimedia learning

The physical absence of a trainer characterizes distance learning. On the other hand, the
trainer's knowledge is present in various and multiple forms (video, audio, texts,
presentations, photo galleries, bibliographic references, etc.). This learning material must
be designed in such a way as to encourage as much autonomous and stimulating learning
as possible. In distance learning, we speak of technological mediation, because the
instructions and content of the training are "mediated" via technological supports. When
teaching at a distance, the trainer must therefore create a "user-oriented" teaching aid. The
introduction of anecdotes, visuals and video tutorials make the courses more interactive.
The content must be scripted and must be as close as possible to the current social practices
in order to engage the learners.

Mayer’s Twelve Principles

If you are creating a training video, PowerPoint presentation, or eLearning course, how
do you ensure that your final product will be an effective learning resource and how do
you select the essential information?

The 12 principles of multimedia learning theory, which focuses on how our brains select
information and our attention spans, outlined by Richard Mayer, an American educational
psychologist at the University of California, will give you some guidance.
1. The principle of coherence
Sound, images, or words: everything that is useless and risks overloading the
learners' attentional load must disappear. Simplify as much as possible.

2. The principle of signaling
Humans learn best when functions or items are used to signal important points.

3. The redundancy principle
Learners learn best via a combination of animation and narration. This approach
allows learners to better understand and not overload their information load.
Example: a powerpoint or a live animation (synchronous teaching) can be
accompanied by a PDF version that can be consulted by the learners.
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4. The principle of spatial continuity
Trainers learn best when words and corresponding images are presented near each
other.

5. The principle of temporal continuity
The voice-over should be well synchronized to a video.

6. The principle of segmentation
Dividing a lesson into small pieces, segmenting it allows for better online learning.
Learners memorize better a content well segmented in small sequences.
Example: it’s better to have three 2 minute videos than one 6 minute video.

7. The training principle
Provide learners with key information prior to the main learning sequence.
Example: Brainstorming, creating an introductory lesson or a memory aid to be
used throughout the training

8. Principle of modality
The modality principle, closely related to the multimedia principle, goes further
and postulates that visual animations will work better in conjunction with oral than
text.

22

9. Principle of multimedia
Illustrate texts with speaking visuals rather than using text alone.

10. Principle of personalization
We learn better in a conversational style than in a formal style, it allows for better
recall. Narratives should therefore use verbal language.

11. Voice principle
We learn better with a human voice than with a synthetic voice.

12. Image or human principle
The presence of the interlocutor on the screen is not mandatory.

Note: It’s of course utopian to imagine a systematic application of these twelve principles

that you have certainly applied intuitively. Instead, we recommend that you apply those
that seem to make sense in relation to the specificities of your training courses.

Chapter 3. Security/Safety and digital footprint
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This theme encompasses the notions of privacy, identity management and cybersecurity that online
trainers must master. Any user and especially the online trainer must master his digital identity
and have knowledge about it.

Managing your digital identity is about keeping control of your online image; staying within the
limits of security, being aware of the risks that our actions and behaviors online can have on
ourselves and others.

3.1. What is a digital footprint?

A digital footprint — sometimes called a digital shadow or electronic fingerprint — refers
to the trail of data you leave behind when you use the internet. This includes the websites
you visit, the emails you send, and the information you submit online. A digital fingerprint
can be used to track a person's online activities and devices.

Every time you use the internet, you leave behind a trail of information known as a digital
fingerprint. A digital footprint grows in many ways — for example, by posting on social
media, subscribing to a newsletter, leaving a review online, or buying online.

Sometimes it's not always obvious that you're contributing to your digital footprint. For
example, websites can track your activity by setting cookies on your device, and apps can
gather your data without you knowing. Once you allow an organization to access your
information, it may sell or share your data with third parties. Even worse, your personal
information could be compromised in a data breach. You often hear the terms "active" and
"passive" in relation to digital fingerprints:
e Active digital footprint:
An active digital fingerprint is where the user has deliberately shared information
about themselves — for example, by posting or participating in social networking
sites or online forums. If a user is logged into a website with a registered username
or profile, all posts they post are part of their active digital fingerprint. Other
activities that contribute to the active digital footprint include filling out an online
form — such as subscribing to a newsletter — or agreeing to accept cookies on your
browser.
e Passive digital footprint:
A passive digital fingerprint is created when information is collected about the user
without the user realizing it. For example, this happens when websites collect
information about the number of user visits, their origin, and their IP address. This
is a hidden process, which users may not realize. Other examples of passive
fingerprinting include social networking sites and advertisers using your likes,
shares, and comments to profile and target you with specific content.

3.2. Why are digital footprints important?
Digital fingerprints are important for the following reasons:

T —— The European Commission’s support for the production of this publication does not constitute
o-funae y y of the contents, which reflect the views only of the authors, and the Commission cannot be
the European Union held responsible for any use which may be made of the information contained therein.

23



<& BlEREI a2

3.3.

e They are relatively permanent, and once the data is public — or even semi-public,
as can be the case with Facebook posts — the owner has little control over how
others will use it.

e A digital footprint can determine a person's digital reputation, which is now
considered as important as their offline reputation.

e Employers can check the digital footprint of their potential employees, especially
their social media, before making hiring decisions.

e The words and photos you post online can be misinterpreted or altered, causing
unintentional offence.

e (Content intended for a private group can spread to a wider circle, which can harm
relationships and friendships.

e (Cybercriminals can exploit your digital footprint by using it for purposes such as
phishing to gain access to an account or create fake identities based on your data.

For these reasons, it's worth considering what your digital footprint says about you. Many
people try to manage their digital footprint by being careful about their online activities to
control what data can be collected in the first place.

Examples of digital footprint
A user could have hundreds of articles that are part of their digital footprint. Here are some
of the ways users add to their digital footprint:

Online shopping
e Make purchases on e-commerce sites.
e Sign up for coupons or create an account.
e Downloading and using shopping apps.
e Subscribe to brand newsletters.

Online Banking
e Using a mobile banking app.
e Buying or selling shares.
e Subscribe to financial publications and blogs.
e Opening a credit card account.

Social Media
e Use of social media on your computer or devices.
e Logging in to other websites using your social media credentials.
e Connecting with friends and contacts.
e Share information, data, and photos with your connections.
e Join a dating site or app.

Read the news
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e Subscribe to an online news source.

e Viewing articles on a news app.

e Subscription to the newsletter of a publication.
e Republish articles and information you read.

Chapter 4. Online learner assessment and digital skills

A trainer must be able to assess his or her learners by adapting to the learning process that
characterizes distance learning. Assessment helps learners understand their learning and provide
feedback on their progress. Whether conducted face-to-face or at a distance, the purpose of
assessment is to inform learners about their learning.

4.1. Evaluation of learning: criteria to be respected
For evaluation to promote learning, certain criteria must be respected:

e [t is necessary for the trainer and the trainer(s) to define explicit expectations that
are understood by all.

e [tis necessary to specify the assessment criteria. The criteria must be measurable
and relevant to the learning objectives.

e Everyone must be allowed to learn over a sufficient period of time. This is because
trainers learn at different rates and it is important for them to have enough time to
practice.

e Trainers need to encourage their trainers to take ownership of their learning
process and understand the benefits of self-assessment. Trainers need to be able to
provide individualized correction. They should be able to provide individualized
feedback that will help the learner improve their skills and abilities.

e They should allow room for error by offering a second chance. If they do not,
learners will not be able to learn from their mistakes and will be less likely to
improve.

4.2. How to Assess Learners at a Distance
Assessing learners at a distance is a complex process and can be difficult to do. There are
many factors to consider, such as the technology used, the type of assessment, the number
of trainers involved, etc. Here are some golden rules for assessing distance learners.
o Assessing the Needed:
A trainer must assess what is needed during the remote assessment. He or she must
be able to assess a learner's skills and provide feedback accordingly.

o Assessing skills by levels of mastery
Assessing competencies by level of mastery is a common practice in distance
assessment. It is intended to ensure that trainers who are more self-directed and
with whom feedback is no longer face-to-face that they are on track with their
development and progress in school.
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Teaching learners to self-assess themselves

Self-assessment is one of the most important skills that learners need to develop.
Learners should be trusted. This helps them understand what they are good at and
what they need to improve. In fact, this process helps learners assess their
strengths, weaknesses, and areas for improvement.

Use quizzes and short MCQs with automatic feedback.

Assessing learners remotely via quizzes and MCQs provides feedback on their
progress and allows trainers to use these assessments to improve their grades. The
trainer can ask learners to take quizzes. Moreover, learners who pass the exercise
must explain the expected answer or self-correct. In this case, the learner can then
send the result of his or her self-correction to get personalized feedback. This
feedback is essential for the learners, it will reassure them. The trainer can present
a selection of self-correcting tests with instructions on how to use each quiz.

Assessing learners orally

This type of assessment requires more effort than other types of assessments
because it is not as quantitative as the others. The trainer must be able to identify
whether or not a learner has mastered a particular skill by listening to their
responses and scoring accordingly. The advantages of this type of assessment are
that it allows greater flexibility in terms of when, where and how it can be used in
instruction. It may also be necessary for individualized follow-up of learners who
are in difficulty.

4.3. Communication skills: Feedback
Feedback is a conscious and reflective response to someone's actions, results, methods,
attitudes, or behaviors. Broadly speaking, feedback in teaching is defined as information
that the trainer provides to the trainer about the completion of learning tasks (Rossier &
Daele, 2009). This feedback can be given in a formal or informal context and at different
times during the learning process. Feedback becomes a support for learning and allows
the trainer to progress or move forward (feedforward), when it:

Provides an opportunity for the trainer to step back from an assignment and aims
to improve it.

Helps prepare for a final or summative assessment.

Provides the trainer with the keys to further progress in a more independent manner
Five reasons to care about feedback

Primarily an act of communication, feedback can also be an opportunity for
dialogue between trainer and trainer.

Good feedback supports learning, improves subsequent performance, and
develops learner autonomy.

It can contribute to the development of a positive perception of one's skills or sense
of self-efficacy, as well as to academic motivation.

It improves the match between the trainer's expectations and the trainer's output.
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5. Ttallows the trainer to regulate and adjust his or her teaching based on the feedback
given to trainers.

Why is it so important remotely?

Feedback is extremely important in distance learning. Trainers can reinvest
feedback from trainers and see it as a motivator where face-to-face contact is
reduced. This relationship between feedback and trainer motivation is more
intrinsic in distance learning than in face-to-face teaching: it is a driver of
concentration. The trainer will therefore have to focus on the qualitative rather than
the quantitative.

Possible types of online feedback and some tools:

Written: Review tools (Word), Comment bubbles (Google Doc), annotate PDFs
(PDF annotator, Acrobat DC, tablet, Notability+ iAnnotate)

Audio/video: On the work itself, annotate the pDF + audio (Acrobat DC), Trainer
takes selfie (Flipgrid), Screen capture of computer sound: the trainer films his
screen during the correction of the work: (Flipgrid, Camstudio, Jing).

Cutting-edge methodologies

The flipped classroom

Online and hybrid teaching allows the use of the flipped classroom as a learning method. In its
basic definition, the flipped classroom or "flipped learning" consists, as its name indicates, in
reversing the traditional concept of the classroom. It is a way of organizing the working time at
school differently: the lecture part of the course is given using digital tools (video capsules,
personal readings, virtual visits, podcasts ...). The discovery and learning of knowledge is done
outside the classroom, at the trainer's pace, while class time is devoted to active learning activities,
debates and discussions.

The advantages of this model are many, but the main one is the freedom it provides. It is liberating
for the trainers because they are no longer forced to sit in silence for hours on end; they can now
"live" in the classroom and have rich exchanges with the trainer and other trainers.

Differentiation

Pedagogical differentiation" or "differentiated pedagogy" is a tool to manage and reduce the
differences between trainers and to manage heterogeneity in groups of learners.

By practicing distance learning, the trainer uses digital tools to assess the achievements and
difficulties of each trainer independently of the others. The trainer can propose additional activities
or reinforcement exercises or even advance more quickly in the subject. He can also adapt the
ways of learning, the specific tools to each trainer and allow him to progress at his own pace.
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Digital tools allow the trainer to individualize learning and to practice a real differentiated teaching
according to the needs of each learner. Without forgetting the trainers with specific needs, the
trainer can use digital or non-digital tools that can individually support the learning of ALL
trainers. Thus, a trainer can use learning materials specific to his difficulties. As for the weakest
trainers, they can benefit from personalized support, each one progressing at his own pace and
according to his abilities.

Case Studies

Theme: Assessing learners on an online mock trial

Location: The Law School of the University of Lausanne, Switzerland

Context:

In 2020, at the University of Lausanne's Faculty of Law, the physical distance created by Covid
has prompted several faculty members to adopt teaching models that are new to them. Each year,
international law trainers are evaluated on an experiment called a Mood Court. This is a role-
playing moot court simulation that re-enacts a court trial based on a fictional but credible case
involving the international protection of human rights. The trainers, who are destined to become
lawyers, must plead face to face as a team, either on the side of the victim or on the side of the
State. Due to the pandemic and the impossibility of carrying out this exercise in person, the trainers
had to carry out this exercise remotely.

The challenge:

Evaluate learners remotely on a trial simulation that should normally take place in person.

Solution/skills:

In 2020, Evelyne Schmidt, professor of international law, set up an online Mood Court with her
class of trainers. She first proceeded with an introductory phase online, via Zoom, explaining all
the expectations and learning objectives of this exercise. The trainers then had a plea-writing phase
(over several weeks) that resulted in a lot of personalized feedback online and orally from the
trainer with all the teams. The pleadings then took place entirely on Zoom, under the conditions
of areal trial, over two-hour sessions, with careful prior testing of the microphones and equipment.

The Zoom trials were conducted in the following manner:
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e The professor and her assistants played the role of judge to the trainer teams conducting
the oral argument.

The trainers who were not arguing could follow the mock trial on Zoom and evaluate the
arguments of their classmates (positive and negative points) via a form. This gamification
process made the evaluation participatory and collectively challenging. The evaluation of
the non-participants was not considered in the trainers' final grade, but was the subject of
feedback from the trainer and a collective discussion.

Trainers who argue in teams are evaluated only on the quality of the argument; no trial
judgment is made.

Quiz

Examples:

1)

2)

3)

4)

5)

6)

What is the founding principle of techno pedagogy?

b) Pedagogy is secondary: getting to grips with the digital tools and using them takes
precedence over learning.

Which of the following proposals correspond to the active pedagogy method?

c) Set up an online role-playing day.
d) Giving an online lecture.

Cognitive neuroscience allows us to identify and understand learning methods that promote
memory, attention, and assimilation of knowledge.

b) False

When an instructor designs a digital learning aid and presents something orally with a visual
illustration (image) on that aid, what Meyer principle has the instructor implemented?
a) The principle of training

c) The segmentation principle

In an online course, feedback with learners is less important than in a classroom setting.
a) True

A passive digital footprint is created when information about the user is collected without the
user being aware of it.
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a) True
b) False

7) Which tools would you use to make feedback online with your trainer?
a) Review tools (Word)
b) Canvas
c) Flipgrid
d) Comment Bubble (Google drive)
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Daphne Koller: What we learn from online education.

Koller encourages top universities to put their most fascinating courses online for free -- not just as a
service, but as a way to research how people learn.

https://www.ted.com/talks/daphne_koller_what_we_re_learning_from_online_education
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MODULE 3: Methodologies and tools to enhance learner-s interaction
and teamwork in VET distance

Introduction

This module introduces the benefits of collaborative learning, highlights some strategies for
designing and implementing effective online collaborative learning practices, and overviews some
useful digital tools and platforms teachers can use in their lessons.

Chapter 1 (Collaborative and cooperative learning in distance learning) outlines the most important
theoretical frameworks that promote the role of collaboration and cooperation in teaching and
learning.

Chapter 2 (Strategies for engaging students in online cooperation and collaboration) provides an
overview of strategies and methodologies teachers can use to engage students in online cooperation
and collaboration.

Chapter 3 (Useful digital tools to foster interaction and collaboration) - outlines the main online
digital tools teachers can use to engage students in online cooperation and collaboration.

Chapter 4 (How to design and prepare online collaborative learning experiences) offers some tips
to keep in mind when designing an online collaborative learning experience.

Content

Theoretical content related to the e-book module. Use a maximum of 4 Chapters.

Chapter 1. Collaborative and cooperative learning in distance learning

Digital technologies can be used to foster interaction, collaboration and cooperation in teaching
practices and to strengthen the ability to work in teams.
In this chapter we will outline the most important theoretical frameworks that promote the role of
collaboration and cooperation in teaching and learning.

1.1. Collaborative learning

We learn better together. This is the simple idea the collaborative learning framework
is based on. Some studies show that there is a positive correlation between effective
teaching practices and collaborative learning. For example, Barkley, Major and Cross
(2014) have shown how collaborative learning has a positive impact on:

e student involvement in the learning process

e persistence

e personal development

e improved outcomes achieved in a broad range of students.
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1.2.

1.3.

In collaborative learning students work together “sharing the workload equitably as
they progress toward intended learning outcomes” (Barkley et al., 2014, p. 4). This
collaboration and equitable division of work “engages students actively in their own
learning [...] in a supportive and challenging social context” (Barkley et al., 2014, p.
13).
Further, collaborative activities:
e help foster community and counter potential feelings of disconnection or
1solation;
e help students take shared ownership and responsibility for their learning;
e develop positive group dynamics by engaging students with team building
approaches.

Collaborative learning activities can be designed synchronously, during class, using
group work and collaborative digital tools; asynchronously between classes, using
something like a CourseWorks discussion board.

Cooperative learning

Cooperative learning is a teaching methodology and a pedagogical approach focused
on cooperation between students, aimed at achieving a common goal. By cooperation
we mean something different from collaboration: in collaboration, each member of a
group works on each part of the task to be performed, while cooperation provides for
a more structured division of roles, in which each member contributes according to
their skills and inclinations. As in many other new teaching approaches, cooperative
learning is an alternative to traditional frontal lessons, leveraging students' relational,
cognitive and emotional skills.

The cooperative learning methodology encourages:

e group work and horizontal relationships: the idea that the common goal can
only be reached through teamwork will allow the student to develop a positive
idea of relational dependence.

e peer tutoring: rather than referring to authorities external to the group, students
will self-evaluate and correct their work independently, learning to see their
own values and personal attitudes.

Cooperative learning represents an important training ground for students, as it helps
them develop skills that are more and more useful in the world of work: competencies
in teamwork and positive interdependence, egalitarian participation, constructive
interaction, social skills, the ability to self-assess/self-correct, and metacognitive
reflections.

Online collaborative learning

Online Collaborative Learning is closely related to the theoretical framework of the
originally called computer-mediated communication (CMC), or networked learning.
Harasim (2012) describes online collaborative learning (OCL) as follows (p. 90):
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1.4.

“OCL theory provides a model of learning in which students are encouraged and
supported to work together to create knowledge: to invent, to explore ways to innovate,
and, by so doing, to seek the conceptual knowledge needed to solve problems rather
than recite what they think is the right answer (...) In the OCL theory, the teacher plays
a key role not as a fellow-learner, but as the link to the knowledge community, or state
of the art in that discipline. Learning is defined as conceptual change and is key to
building knowledge”.

Online collaborative learning is the basis of some typical digital learning practices
such as those of communities of practice and learning. Communities of practice are
groups of people who share a concern or a passion for something they do and learn
how to do it better as they interact regularly (Wenger - Trayner).

Cohort Based Learning

Cohort Based Learning (CBL) is a collaborative learning approach - that is becoming
mainstream in online learning - where students foster a community within the group
and learn together, provide social support, and collaborate. In Cohort-based learning
students advance together throughout the duration of a course and their instructors or
“mentors” lead them to complete given milestones. Students, either in-person or
online, foster a community within the group by learning together, providing social
support, and collaborating. Depending on the course design, there may be an
overarching goal for the entire cohort or individual goals for each student set by the
instructor.

Differently from other previous online learning methodology (like MOOCs and
asynchronous courses) which offered a passive learning experience and have a low
completion and engagement rate, CBL offers a new active and interactive learning
experience with a high level of student engagement rate.

In CBL learners takes a series of courses together, have the same schedule and must
follow the same deadline. This grouping and synchronizing of learning activities make
them feel connected and keep them motivated to complete the learning in a scheduled
time and not lag, being also motivated to do so by peers.

Chapter 2 - Strategies for engage students in online cooperation and collaboration

In this chapter you can find some strategies and methodologies you can use to engage students in
online cooperation and collaboration

Peer Review: it is a process of sharing knowledge and experience among peers by taking
constructive critique and feedback from peers / colleagues / classmates.

It helps students develop lifelong skills in assessing and providing feedback to others, and also
equips them with skills to self-assess and improve their own work.

Flipped Classroom: it reverses the teacher-learner role: the teacher provides materials, tutorials,
links and digital learning materials to the students who will create the lesson on the basis of what
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they had received Using the potential of new digital devices, the lesson is broken down into several
moments, inside and outside the classroom (Mary Beth et al. 2015). Students first explore the
content provided outside of class (by viewing, for example, a pre-recorded lecture video or digital
module or completing a reading or preparatory assignment). In-class time is organized around
student engagement, inquiry, and assessment, allowing students to grapple with, apply and
elaborate on course concepts.

Project-Based Learning: In this method, a group of students are assigned a project work on which
they have to work independently or in groups. It demands the students to utilize all their learning
and come up with a project. Such a strategy is great for young professionals who are learning as it
allows them to contribute to their portfolios.

Digital Storytelling: It is based on group of students organizing learning content through a
narrative structure supported by various types of digital contents and elements such as video,
audio, images, texts, maps, etc.

Online Discussion Board: An online discussion board is like a chat thread focusing on a specific
learning topic. Participants come together and leave their comments underneath and give feedback.
The discussion board has proved to be effective especially for shy and quiet students who
reportedly perform better during online chat discussions. Teachers can use online discussion
boards to make learning both interactive and fun. They can turn it up by adding twists like in a
scavenger hunt, leaving clues that students have to investigate or puzzle to solve using the learning
material to find the answer.

Online Debate: It is an informed online live discussion, in which two teams support and counter a
given statement, placing themselves in one field (PRO) or in the other (AGAINST). This
methodology can be preceded by a preparatory phase of Cooperative Learning and Peer review.

Online Think-Pair-Share: It is the traditional work in pairs, only online. This method provides a
mate to every student and makes them work alongside. Not only do they support each other through
the way, but this tactic also teaches students to co-exist with others. Unlike bigger group exercises,
it is more intimate and hence more effective in building student bonds.

Online Quick Writes: It is the practice of encouraging students to quickly note down their thoughts,
comments, questions, key words, as they go through the session and then ask them at the end. This
exercise demands that students pay attention to the details so they may be able to make notes on
them. It is a perfect quick strategy for improving critical thinking.

Affinity Mapping: Affinity mapping is perfect for fostering collaborative learning. Students are
posed a situation and then asked to write on them. For example, a situation can be 'how different
would our lives be if the computer was never invented?' and then they would try to answer the
scenario in a series. Then students will group together with their similar ideas into categories and
discuss why the particular idea fits into its category. They will also compare and contrast their
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points and come up with supporting claims. This tactic will help improve students' critical thinking
skills and help them master the art of organizing their thoughts.

Assess-Diagnose-Act: This three-step activity is also a great way of improving critical thinking
and problem-solving skills. Here, the instructor provides the students with a topic of a thought-
provoking scenario and then ask them to a) evaluate the situation i.e. isolate the key issue, b)
diagnose it i.e. find out the main reason behind the issue, c) act i.e. devise a solution or action for
the problem.

Chapter 3 - Useful digital tools to foster interaction and collaboration

In this chapter we will outline the main online digital tools you can use to engage students in online
cooperation and collaboration.

MIRO

https://miro.com

Miro is an online whiteboard platform that is very useful for collaborative learning. It's a free-to-
use platform, with a very intuitive and comprehendible design, excellent for structuring ideas while
encouraging people and teams to collaborate. Teams and groups can use Miro to engage in
brainstorming, plan activities, give/ask for feedback and suggestions, present different concepts,
and many other activities. The platform also provides a live chat, comment, and video section.
Moreover, you can invite people to collaborate with each other on the same board easily.

Miro’s digital whiteboard offers a multitude of learning and collaboration possibilities for online
or blended classes. Here you can find 5 collaborative classroom games based on Miro:
https://miro.com/blog/online-or-blended-classes/

Teachfloor

https://www.teachfloor.com/

Teachfloor is a cohort-based and collaborative learning platform that allows companies and
schools to create and manage online cohort-based courses. Course creators can create their
curriculum while combining synchronous and asynchronous activities. With Teachfloor
organizations can manage their learner's community, create interaction and increase learners'
engagement. You can use Teachfloor to easily create cohort-based learning courses; create a
collaborative environment using peer learning; manage communities to encourage valuable
discussions and connections. You can also integrate Zoom in Techfloor to run, synchronized
classes.

Nearpod

https://nearpod.com

Nearpod is a useful intuitive collaborative tool which allows teachers to create straightforward
lessons, interactive presentations and assessments. With Nearpod teachers can:
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e create multimedia and interactive lessons with quizzes, videos, surveys, drawing tools, etc.
Once the lesson has been completed, it can be shared on the main social networks or via
direct link.

e involve students, who can interact with content whenever the teacher enables their devices.

e assign tasks, see the students’ work in real time and access a detailed report of the activities.
Furthermore, the teacher can monitor the activities carried out by his students, control their
devices (smartphones, tablets) and provide immediate feedback on the implementation of
the activity.

Seesaw

https://web.seesaw.me/

Seesaw enables learners to collaborate on drawings, videos, PDFs, texts, etc. To encourage
collaboration, teachers can include instructions to every lesson, assign tasks to learners, and
evaluate their answers. Each learner can even create their personal, collaborative learning journal.
That way, they can share their content with their teachers and peers. The multi-language translation
is a standout feature, especially with ESL student.

Pear deck

https://www.peardeck.com/

Pear deck allows teachers to create interactive presentations where participants can contribute
using their own device. During the presentation, students can interact with the teacher through
questions, drawings, multiple choices, problems, etc. The various answers can be viewed by the
teacher and can be a starting point for subsequent discussions in the classroom.

Its interactive assessment templates are the central core of its business model. Adding questions in
the templates is as straightforward as answering them in real-time. That way, rapid feedback is
possible, which plays well with all involved parties. Furthermore, teachers and students can import
lessons from Google Slides, PowerPoint, and Keynotes.

Kialo Edu

kialo.com

Kialo is a public discussion platform designed to facilitate reasoned online debates about complex
topics. Kialo Edu is a custom version of Kialo specifically designed for classroom use. Its clear,
visually compelling format makes it easy to follow the logical structure of a discussion and
facilitates thoughtful collaboration. With Kialo, teachers can host classroom debates: they can
create discussions for their students, where they can put their knowledge into practice, develop
their own views on classroom content, and consolidate what they’ve learned. Teacher can also use
Kialo to Assess learning: teachers can Assign students to write a Kialo discussion instead of an
essay - or use Kialo discussions to outline larger writing projects. Kialo’s argument-tree structure
leads students to consider counter-arguments, develop a logical outline of their argument, and
visualize how their ideas fit together.

Edpuzzle
https://edpuzzle.com/
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Edpuzzle is an all-in-one video platform, that enables teachers to create interactive video lessons
and engaging learning experiences for their students. With Edpuzzle teacher can take any video,
embed their own assessment questions and Track your students’ progress. It is a useful to Increase
student engagement by transforming videos into active learning experiences; Increase student
autonomy but also hold students accountable, Save class time for higher-level learning.

Blendspace

www.blendspace.com

Blendspace (now known as TES Teach) is developed by the education curriculum company
TES.com (now known as TES Teach) and offers easy ways for teachers to blend their classroom
with digital content, allowing them to access various resources and forge bundled and interactive
lessons. Its goal is to enable teachers to seamlessly “blend” of into the classroom in an efficient
and effective way. Blendspace can be used to easily create and collect web resources, integrate
online content (such as videos, images, etc.), tracking of student progress, personalize student
learning in real-time. There are several ways to use blendspace in classroom: here you can find
some suggestions:

Gamification

In order to foster a gamification approaches, teachers can use Wordwall and Kahoot!, while for
normal quizzes or surveys Socrative and the classic Google Forms are very functional and also
Mentimer.

Chapter 4 - How to design and prepare online collaborative learning experiences

In this chapter you will find five tips to keep in mind when planning an online collaborative
learning experience.

(Tips below are taken from: “Strategies for Effective Collaborative Learning”, Columbia CTL -
Center for teaching and learning™)

4.1. Foster an inclusive environment & classroom community
Successful collaborative learning is dependent upon an inclusive classroom community,
where students trust and respect each other. Consider using social icebreakers (e.g.,
learning names, finding common interests) to help students warm up to each other before
they begin their collaborative activities. For more strategies on fostering community in
your course, see the CTL’s Community Building in Online and Hybrid (HyFlex) Courses
resource.

4.2. Intentionally design and plan for collaborative learning
Effective collaborative learning requires forethought and planning. While it’s possible to
ask students to quickly form ad-hoc groups during class, you will also want to take time
before class to consider the technological and pedagogical strategies to best support the
activity’s learning goals.
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4.3.

Communicate the purpose and expectations of the activity
When students understand the rationale and the specific action steps of the given activity,
they are more likely to be engaged and committed to their learning.

e Be clear with students about the purpose of the particular activity: What do you
hope they will gain from the collaborative nature of the task? What are your
expectations for students’ engagement, and what should they expect from their
collaborators?

e Be explicit with your expectations: Should each student take notes, or will there
be a single note-taker for the group? Are you expecting groups to share-back to the
whole class?

4.4. Partner with your students

4.5.

As one of the primary goals of collaborative learning should be to actively engage students
in their own learning, helping them take ownership of the process and experience, it’s
important to partner with your students throughout. This partnership can take many forms,
depending on the goals and context of your course. Some activities you might consider
include:
e (Co-construct guidelines and expectations for the collaborative learning experience.
e Assign students’ roles (or ask them to choose their own roles). Using roles in
collaborative learning helps each student take responsibility for a different part of
the given task.

Engage specific technologies to facilitate collaborative learning activities

The educational technology tools you choose will be dependent upon your course goals,
the goals of the specific activity, as well as the context of the course. For example, if you
are asking students to complete an activity during class time, you might ask groups to take
notes in a collaborative document (like a Google Doc). If you are asking students to
collaborate outside of class, you may consider other asynchronous tools to engage students
in online discussion board forums.

Cutting-edge methodologies

Pedagogical approaches:

Online

collaborative learning experiences are based on the following pedagogical approaches:

Collaborative learning framework: in collaborative learning students work together
“sharing the workload equitably as they progress toward intended learning outcomes”.
Cooperative learning: a teaching methodology and a pedagogical approach focused on
cooperation between students, aimed at achieving a common goal.

Online Collaborative Learning (OLC): where the teacher plays a key role not as a fellow-
learner, but as the link to the knowledge community, or state of the art in that discipline.
In OLC learning is defined as conceptual change and is key to building knowledge.
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e Cohort Based Learning (CBL), a collaborative learning approach where students foster a
community within the group and learn together, provide social support, and collaborate.

Learning practices:
The main learning practices suggested to increase online collaboration are:

e Pecer education and peer Review

e Flipped Classroom

e Project-Based Learning

e Online Discussion Boards and Online Debate
e Affinity Mapping

e Assess-Diagnose-Act

¢ OnlineThink-Pair-Share

e Online Quick Writes

Case Studies

Elisa is a teacher of a marketing and communication course. The course is configured as a hybrid:
it takes place partly in presence (12 hours) and partly online (12 hours). The course involves 15
students aged 16 to 18.

To facilitate learning and stimulate interaction, collaboration and cooperation among her students,
she decides to design a hybrid learning experience based on cooperative learning using the
following methodologies and tools:

Project-Based Learning: At the beginning of the course, Elisa assigns a task to the class: the course
will be dedicated to the design and planning of a communication campaign to promote a new
restaurant in the city.

Elisa uses the following digital tools:

e MIRO: collaborative whiteboards and digital post-its to introduce the course, welcome
students, allow them to introduce themselves and create a climate of trust and informality
with some ice-breaks.

e Edpuzzle to create a first interactive video lessons.

e Mentimer to gather real time feedback form students.

Cooperative learning: The class designs the campaign by dividing into 5 groups, based on their
aptitudes, interests and skills: one group will define the brand, one group will work on the visual
image, one group will produce the media and social media plan, one group a video promotional, a
group a poster.

Elisa uses the following digital tools:
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MIRO and Zoom rooms to support asynchronous team works of the groups.

Online Discussion Board on Kialo Edu to support asynchronous team works.

Flipped Classroom: Elisa initially provides materials on the main theories and techniques
of communication and then asks the groups of students to prepare a lesson, each on their
own work theme.

Elisa uses the following digital tools:

MIRO to share and organize the training materials it deems useful to give to students:
videos, pdfs documents, images, bibliographies, etc.

Online Discussion Board on Kialo to support asynchronous team works.
Assess-Diagnose-Act: Elisa provides the students with the scenario of the restaurant and
invites them to evaluate it, find out the main key issues and the objectives to achieve with
the campaign; define the communication strategies to implement.

Elisa uses the following digital tools:

Pear deck to create an interactive presentation of the Scenario where students can
contribute using their own device. During the presentation, students can interact with her
through questions, drawings, multiple choices, problems, etc.

Online Discussion Board on Kialo Edu to support asynchronous debates on the Scenario
of the restaurant.

Digital Storytelling: each team at the end of the course presents its work using a narrative
structure integrating digital contents such as video, audio, images, texts.

Task: Reflective Analysis

Imagine you are a vocational training learner. You have to design a hybrid collaborative learning
experience for your students in order to foster interaction and teamwork in your class.

Quiz

Which learning and strategies and which digital tools better meet your needs?

What are the main difficulties you think you will encounter, as a teacher, in fostering
interaction and teamwork in hybrid learning experience? Reflect on your experience so far
and make a proposal to overcome each of them.

What are the main difficulties you think your students will have to face? Reflect on your
experience so far and make a proposal to overcome each of them.

Examples:

1) What is the difference between collaborative learning and cooperative learning?
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2)

3)

4)

5)

6)

7)

8)

a) in cooperative learning, each member of a group works on each part of the task to be
performed, while in collaborative learning there is a more structured division of roles, in
which each member contributes according to their skills and inclinations.

Which collaborative learning practice reverses the teacher-learner role?
a) Online Discussion Board

c) Project-Based Learning

d) Peer Review

Assess-Diagnose-Act is based on group of students organizing learning content through a
narrative structure supported by various types of digital contents and elements such as video,
audio, images, texts, maps, etc.;

a) True

Which of the learning methods better supports a process of sharing knowledge and experience
among peers by taking constructive critique and feedback from peers / colleagues / classmates?
a) Flipped Classroom

b) Digital Storytelling

¢) Online Quick Writes

Miro is a platform that allows teachers to create and manage online cohort-based courses
a) True

Miro is an online whiteboard platform that supports collaborative activity such as
brainstorming.

b) False

Which tool would you use to support an online public discussion?
a) Miro

b) Seesaw

c) Edpuzzle

d) Kialo

List at least 3 key elements to keep in mind when planning an online collaborative learning
experience:
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Further Reading

https://ctl.columbia.edu/resources-and-technology/teaching-with-technology/teaching-
online/community-building/:  https://ctl.columbia.edu/resources-and-technology/teaching-with-
technology/teaching-online/community-building/

Learning Through Discussion: https://ctl.columbia.edu/resources-and-
technology/resources/learning-through-discussion/

Collaborative learning: https://ctl.columbia.edu/resources-and-technology/teaching-with-
technology/teaching-online/collaborative-learning-online/

Peer assessment: https://teaching.cornell.edu/teaching-resources/assessment-evaluation/peer-
assessment#:~:text=Peer%?20assessment%200r%20peer%20review,and%20improve%20their%?2
Oown%?20work

How to use Miro for online or blended classes: https://miro.com/blog/online-or-blended-
classes/#during-class

Harbin, M.B. (2020). Collaborative note-taking: A tool for creating a more inclusive college
classroom. College Teaching 68(4), 214-220.
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MODULE 4: Methodologies and tools to enhance learner-s motivation
in VET distance learning

Introduction

Gamification in VET distance learning has emerged as a powerful and innovative approach to
engage and motivate learners in vocational education and training programs delivered remotely.
It involves integrating game elements, mechanics, and dynamics into the learning experience to
enhance learner engagement, increase motivation, and promote active participation.

Vocational Education and Training (VET) distance learning has emerged as a dynamic approach
to provide learners with access to quality education, regardless of geographical constraints or time
limitations.

This module on "Methodologies and Tools to Enhance Learners' Motivation in VET Distance
Learning will explore a range of strategies, methodologies, and tools that have proven effective in
motivating learners in the VET distance learning context.

The module will be divided into 4 chapters as follow:

e We will dive into the theories and models that underpin motivation (chapterl), examine
factors that influence learners' motivation, and discover assessment methods to gauge
learners' motivational levels and needs.

In traditional VET distance learning, learners may often face challenges such as a lack of
interaction, limited motivation, and a sense of detachment.

e [t will guide the learner through practical techniques to gather learners' feedback, analyze
their perspectives (chapter2), and adapt instructional approaches accordingly. We will
explore the power of personalization and customization in VET distance learning, fostering
social interaction and collaboration among learners.

e A presentation of real-world case studies and examples, enabling you to witness the
successful implementation of motivational strategies in VET distance learning (chapter3)
will be developed and help learners having a comprehensive understanding of the
methodologies and tools available to enhance learners' motivation, empowering you to
create an engaging and motivating virtual learning environment.

e And finally, it will provide VET educators or trainers seeking to improve learner
engagement, how to optimize distance learning programs, or a curriculum by incorporating
motivational strategies into their instructional materials.

Let’s explore now, the methodologies and tools that will enhance learners' motivation in the
dynamic realm of VET distance learning.

Content
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Chapter 1: Understanding learners' motivation

The first chapter of this module aims to provide a comprehensive understanding of learners'
motivation in the context of VET distance learning. Motivation plays a very important role in
learners' engagement, persistence, and success in their educational journey including when we talk
about gamification. By exploring different theories and models of motivation, educators can gain
valuable insights into the factors that influence learners' motivation and how to enhance it
effectively.

Three sub-subchapters will help us understanding how motivation is working effectively and why
this is important for learners experience distance learning process.

e Theory and models of motivation.
e Factors influencing learners motivation.
e Assessing learners motivation.

1.1. Theories and Models of Motivation:
There are various theories and models that explain learners' motivation.

e One prominent theory is Maslow's Hierarchy of Needs,

e which suggests that individuals are motivated by a series of hierarchical needs,
such as physiological, safety, social, esteem, and self-actualization needs - Maslow
(1943).

e Another influential theory is Self-Determination Theory
(https://seltdeterminationtheory.org/theory/) , which highlights the importance of
intrinsic motivation, autonomy, competence, and relatedness in fostering learners'
motivation.

Definition: “Self-Determination Theory (SDT) represents a broad framework for the study
of human motivation and personality. SDT articulates a meta-theory for framing
motivational studies, a formal theory that defines intrinsic and varied extrinsic sources of
motivation, and a description of the respective roles of intrinsic and types of extrinsic
motivation in cognitive and social development and in individual differences”.

e Additionally, Expectancy-Value Theory emphasizes how learners' beliefs and
perceived value of a task influence their motivation to engage in it.

Definition: “Expectancy-Value Theory is a theory of motivation that describes the
relationship between a student’s expectancy for success at a task or the achievement of a
goal in relation to the value of task completion or goal attainment”.

https://education.okstate.edu/site-files/documents/motivation-classrooms/motivation-
minute-expectancy-value-theory.pdf

1.2. Factors Influencing Learners’ Motivation
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Understanding the factors that influence learners' motivation is the best way for educators
to design effective motivational strategies to be incorporated in their module.

This section explores both intrinsic and extrinsic factors that impact learners' motivation.
Intrinsic factors include learners' interests, self-efficacy beliefs, and the relevance of the
learning content to their goals and aspirations.

Extrinsic factors encompass external rewards, recognition, social interactions, and the
learning environment. By identifying these factors, educators can tailor their instructional
approaches to maximize learners' motivation.

Intrinsic motivation: Intrinsic motivation refers to the internal desire and
enjoyment that drives individuals to engage in activities for their inherent
satisfaction. When learners are intrinsically motivated, they engage in learning for
the pleasure and fulfilment it brings, rather than external rewards or consequences.
It must be added as well, that curiosity is a powerful intrinsic motivator. Learners
have a natural inclination to explore and seek new knowledge. By designing
gamified learning experiences that pique learners' curiosity, such as posing
thought-provoking questions, presenting intriguing scenarios, or creating mystery
and suspense, we can ignite their intrinsic motivation to actively participate and
discover more.

New competences, especially in VET learning, is the purpose of the learner
presence and it conducts to learner’s satisfaction especially when the game offers
the opportunity to demonstrate their new competence in a particular area.

It is possible to add then problem-solving activities, simulations, or real-world
projects.

The autonomy, and the ability to have control over their learning experiences
promote engagement and intrinsic motivation. Providing choices and
opportunities for learners to make decisions and personalize their learning path
fosters a sense of autonomy. Empowering learners with autonomy promotes their
engagement and motivation, as they feel a sense of ownership and responsibility
for their learning journey.

Extrinsic Motivation: Extrinsic motivation involves external rewards and
recognition that drive learners' engagement and performance.

While intrinsic motivation is considered more sustainable in the long run,
appropriate use of extrinsic motivation can complement and enhance the overall
gamified learning experience.

This is why, incorporating rewards and achievements in gamified learning
experiences can motivate learners to reach success. As already mentioned above,
these rewards can take the form of virtual badges, points, levels, or leaderboards,
which provide visible recognition and a sense of accomplishment.

1.3. Assessing learners’ motivation
There are various methods for assessing learners' motivation, such as self-report surveys,
interviews, and observation.
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After exploring different types of motivations, including intrinsic, extrinsic, and learn how
to use appropriate assessment tools to gauge learners' motivational levels and needs. By
collecting data on learners' motivation, educators can make informed decisions on the
most suitable strategies to enhance motivation.

The different possible assessments are:

e Interviews and Individual Conversations: this method consists of designing
questions for learners to reflect on their motivation levels, interests, goals, and
perceived competence.

e Interviews and Individual Conversations: this method consists of conducting
interviews or individual conversations with learners that can provide deeper
insights into their motivation.

e Observations and Behavior Tracking: this method consists of observing learners'
behaviour and tracking their engagement patterns can also be a valuable method
for assessing motivation.

e Peer and Self-Assessment: this method consists of proposing to the learner to work
in peer and to proceed to self-assessment activities.

At the end, once the assessment data is collected, educators must analyse and interpret it
to derive meaningful insights.

Chapter 2: Fundamental Principles and Concepts of Gamification.

Gathering learners' feedback must be done in VET distance learning as it provides valuable
insights into their experiences, challenges, and preferences who improve motivation.

Indeed, by seeking feedback, educators can gain a deeper understanding of learners' motivations,
why they are following the training programme and what are their engagement levels, and
satisfaction with the instructional materials and learning environment.

This chapter highlights:

e the importance of collecting learners' feedback as a means to improve the overall learning
experience and enhance learners' motivation,

e designing feedbacks mechanism,

e analysing them,

e and applying them to improve the learning content and increase motivation.

2.1. Methods and tools for gathering learners' feedback
In this section, we explore various methods and tools that educators can employ to gather
learners' feedback effectively.
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2.2.

What are the relevant tools?

Surveys are a popular and efficient method, allowing educators to collect quantitative and
qualitative data on learners' experiences, preferences, and suggestions. It is easy to
implement and many online tools are available online (google from, survey monkey, slido,
Socrative,..)  https://www.educatorstechnology.com/2023/01/tools-to-remotely-collect-
students.html

Interviews and individual conversations provide an opportunity for in-depth discussions
and personalized feedback. It allows learners to explain exactly their expectations freely
and share feedback on one’s expectations.

Focus group sessions provide opportunity to small groups of people to discuss the
participants feedback freely. The idea is to gather people from the same virtual classroom
or share the same learning objectives in order to improve the overall training session.
Asking for feedback enhances participants' confidence and trust, they feel listened to and
it will increase motivation at the same time.

Online discussion forums enable learners to share their thoughts, engage in peer-to-peer
interactions, and provide ongoing feedback. By reading the comments and even
participating in the forum, they share advice and ideas to learn better and motivate each
other.

Educators can leverage a combination of these methods and tools to obtain a
comprehensive view of learners' perspectives.

Designing effective feedback and their mechanisms

Designing effective feedback mechanisms involves careful consideration of
e the purpose,
e format,
e and timing of the feedback collection process.

First step: propose clear and short/concise questions so avoid using jargon or complex
terminology that might confuse learners.

Second step: the kind of questions to be used: rating scales or open-ended questions. It
depends on the nature of the feedback. Rating scales allow learners to provide quantifiable
feedback, indicating their level of agreement or satisfaction on a scale (e.g., from 1 to 5
or from strongly disagree to strongly agree). Open-ended questions, on the other hand,
encourage learners to provide detailed and qualitative responses (used to express their
thoughts, ideas, and suggestions).

Third step: opportunities for specific and constructive feedback must be taken into
account. The idea is to include questions that prompt learners to provide specific examples
or suggestions. Avoid asking generic questions like "Did you enjoy the course?",
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2.3.

educators can ask more specific questions such as "What specific activities or assignments
did you find most engaging and why?" or "What improvements would you suggest for the
discussion forums to enhance peer interaction?" It will improve the quality of the answers.
By asking learners to provide specific examples and suggestions, educators can gain and
improve the learning experience.

Fourth step: anonymity and confidentiality must be encouraged to ensure honest and
authentic responses in feedback mechanisms.

Recommendations: before finalising the feedback, why not consider a pilot test session
with a small group of learners? This allows educators to identify any ambiguities or issues
in the survey, interview protocols, or discussion forum structures.

Analysing and interpreting learners’ feedback

Now the learners' feedback has been collected, educators need to analyse and interpret the
data to find out meaningful/useful insights.

What are the strategies for organising and analysing feedback data that includes qualitative
analysis techniques such as thematic coding and content analysis?

How to identify common themes, patterns, and trends in learners' feedback and make data-
informed decisions?

e To effectively analyse learners' feedback, educators must first organise the data in
a “systematic manner”’. This can be achieved by creating a database or spreadsheet
to compile the feedback responses. Some software automatically uses this option
in order to save time for the analysis.

e Thematic coding and content analysis are qualitative analysis techniques that
enable educators to identify common themes, patterns, and trends in learners'
feedback. Thematic coding involves systematically assigning labels or codes to
segments of data that share similar themes or concepts. This process allows
educators to categorise and group feedback responses into meaningful themes or
categories.

Definition: “Thematic coding, also called thematic analysis, is a type of qualitative
data analysis that finds themes in text by analysing the meaning of words and
sentence structure.” https://getthematic.com/insights/coding-qualitative-
data/#:~:text=Thematic%20coding%2C%20als0%20called%20thematic,are%20
most%20frequent%20in%?20feedback.

e Educators can identify common themes, patterns, and trends in learners' feedback.
By examining the frequency and prominence of specific themes or patterns.

e Analysing feedback by considering the patterns and themes identified in learners'
feedback.

Educators can determine the necessary adjustments or improvements to enhance
the learning experience.

2.4. Applying learners' feedback to improve learning experience and motivational strategies
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The ultimate goal of gathering learners' feedback is to improve the instructional design
and motivational strategies in VET distance learning.

By carefully reviewing and reflecting on the feedback, educators can identify areas for
improvement, modify instructional materials, refine motivational techniques, and provide
additional support where needed.

After analyzing to identify recurring themes, common concerns, and areas where
improvement is needed, educators can identify specific areas for improvement such as
content clarity, instructional delivery methods, assessment strategies, or the integration of
technology, more information on a specific thematic, different evaluation approach,
improvement of some activities considered as useless or irrelevant, quality of the software
used considering the online approach, the mentor availabilities, ...

Once areas for improvement have been identified, educators can modify instructional
materials accordingly and most important: educators can use this feedback to refine
motivational strategies and tailor them to better align with learners' motivational needs.

Chapter 3: Identifying Motivational Techniques and Tools

This chapter provides an overview of various motivational techniques that can be employed to
enhance learners' motivation in VET distance learning.

Educators will explore a range of strategies and approaches that have proven effective in promoting
engagement, persistence, and achievement. By understanding the different motivational
techniques available, educators can select the most appropriate ones to suit the unique needs and
preferences of their learners.

3.1. Goal setting and self-reflection exercises
Goal setting is a powerful motivational technique that helps learners establish clear
objectives and direction in their learning journey.

How to guide learners in setting realistic and achievable goals on both short-term and
long-term?
The VET professional must guide the learner and help him:

e taking into consideration their current abilities, resources, and time constraints.

e breaking larger goals into smaller, manageable milestones to ensure progress is

measurable and attainable.

Indeed, setting realistic and achievable goals helps the learner to experience a sense of
accomplishment and to stay motivated.

Self-reflection exercises are a means for learners to assess their progress, identify
strengths and areas for improvement, and cultivate a sense of ownership over their
learning.
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3.2

3.3.

They are valuable tools for learners to take ownership of their learning. Educators can
introduce regular self-reflection activities where learners can critically evaluate their
achievements, challenges, and the strategies they have employed.

Example: the journal: why not keep a learning journal where they can regularly record
their thoughts, observations, and reflections on their learning experiences. It will include
what they have learned? How have they applied their knowledge? and any challenges or
successes they have encountered? Is this training interesting and does it reach their
learning expectations? Why is it engaging or why not?

This exercise promotes self-awareness and allows learners to track their growth and
progress over time. It will also help the trainer improve the activities proposed and gain
motivation.

By incorporating goal setting and self-reflection exercises, educators can foster intrinsic
motivation and promote a growth mindset among learners.

Monitoring and Tracking Progress
Regular monitoring and tracking of learners' progress play an important role in
maintaining motivation.
How to implement systems and strategies to monitor learners' achievements and provide
timely feedback?
e the use of checklists: educators can provide learners with a checklist of tasks,
milestones, or learning objectives to be completed.
e progress charts are another effective tool for tracking and visualising learners'
progress.
e the use of digital learning platforms often come equipped with built-in tracking
features.

In addition to visual tracking methods, educators can celebrate learners' milestones and
accomplishments.

By giving learners visibility of their progress and acknowledging their accomplishments,
educators can enhance learners' motivation by providing a sense of achievement and
direction.

Positive reinforcement and rewards
Positive reinforcement and rewards can significantly impact learners' motivation and
engagement.
What are the techniques for providing positive feedback, recognition, and rewards to
reinforce learners' efforts and achievements?
e One effective technique for providing positive feedback is through verbal praise
and encouragement.
e Virtual badges and certificates are digital representations of achievement that
learners can earn as they progress in their learning journey- they can be designed
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by the educator himself, reaching specific milestones, demonstrating exceptional
skills, or completing challenging tasks.

e Implementing gamification elements, such as point systems or leaderboards, can
be an effective way to provide positive reinforcement (“Leaderboards indicate who
performs the best in a certain activity. Leaderboards or high scores are used in most
of today’s games and gamified processes. The main purpose of a leaderboard is to
boost engagement”) https://grendelgames.com/how-to-improve-engagement-
with-leaderboards-in-
gamification/#:~:text=Leaderboards%20indicate%20who%20performs%20the.le
aderboard%201s%20t0%20boost%20engagement.

e Organising celebratory events or showcasing learners' achievements can
significantly reinforce motivation as well. Not very common, it proved its
relevance already and has a very positive impact on the mind and motivation.

3.4. Digital tools and platforms for motivation enhancement
Digital tools and platforms offer a wealth of opportunities for enhancing learners'
motivation in VET distance learning:

e (Gamification platforms integrate game elements, such as points, badges,
leaderboards, and challenges, into the learning experience. These platforms
transform the learning process into an engaging and interactive game-like
environment. Educators can use gamification platforms to create quests, missions,
and quizzes that motivate learners to actively participate, compete, and progress
through their learning journey.

e Videos, simulations, and interactive presentations, capture learners' attention and
make the learning experience more immersive.

e (Collaborative tools such as collaborative document editors, virtual whiteboards,
and so on.

e Social learning platforms provide spaces for learners to connect, engage in
discussions, and share knowledge and resources.

Gamification platforms, interactive multimedia resources, collaborative tools, and social
learning platforms are just a few examples explored. By incorporating these digital tools
strategically, educators can create immersive and stimulating learning experiences.

When selecting motivational techniques and tools, it is essential to consider the unique
characteristics and needs of learners.

Factors such as learners' age, learning styles, prior experiences, and cultural backgrounds
that should inform the selection and customization of motivational techniques must be
taken into account. By taking a learner-centered approach, educators can tailor the
motivational strategies to align with the learners' preferences, ensuring maximum
effectiveness and engagement.
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Chapter 4. Writing motivational content

Chapter 4 focuses on the importance of writing motivational content that engages and inspires and
motivates learners.

Effective instructional design and writing techniques are a real asset when playing a significant
role in capturing learners' attention, sustaining their motivation, and promoting meaningful
learning experiences.

This chapter aims to provide educators with valuable insights and strategies for creating
motivational content in VET distance learning environments.

4.1. Principles of Instructional Design for Enhancing Motivation
Educators must learn about principles such as:
e relevance,
e authenticity,
e learner-centeredness,
¢ and scaffolding.

By aligning instructional design with motivational principles, educators can create content
that is engaging, meaningful, and purposeful for learners.

Relevance: relevance is a fundamental principle in instructional design for motivation.
Learners are more likely to be motivated when they see the value and applicability of what
they are learning to their lives, goals, and aspirations. Educators will learn how to establish
relevance by connecting learning objectives and content to real-world situations, career
contexts, or personal interests.

Authenticity in instructional design refers to the integration of real-world experiences and
tasks that reflect the challenges and complexities learners may encounter in their chosen
field / such as authentic assessments, case studies, simulations, internship based
assessment or even industry-based projects.

Learner-centeredness places even when talking about the instructional design process. The
idea is to consider learners' needs, interests, prior knowledge, and learning preferences.
Scaffolding refers to the support and guidance provided to learners as they progress in
their learning journey.

“Scaffolding is the process of breaking lessons into manageable units, with the teacher
providing decreasing levels of support as students grasp new concepts and master new
skills.”https://pce.sandiego.edu/scaffolding-in-education-
examples/#:~:text=Scaffolding%20is%20the%20process%200f,concepts%20and%20ma
ster%20new%20skills.

4.2. Using storytelling and real-life examples to engage learners
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4.3.

In the learning process, such examples have a powerful impact on learners' motivation and
engagement as it combines both theoretical and reality based learning. This shows the
techniques for incorporating storytelling and real-life examples into instructional content.
Step 1: exploring various narrative techniques, such as using compelling characters,
creating suspense, and incorporating plot twists, to engage learners from the beginning.
Step 2: choosing examples that align with learners' experiences, interests, and aspirations
using relatable scenarios — working on both: abstract concepts and practical applications.
Step 3: presenting the concept and illustrate the application with relevance to enhance
motivation.

Step 4: incorporating elements that resonate with learners' emotions and experiences,
fostering a deeper connection to the content.

By incorporating storytelling and real-life examples into instructional content, educators
can captivate learners' interest, make the content relatable and relevant, and demonstrate
the practical application of knowledge and skills.

Writing clear Instructions

Clear instructions are essential for learners to understand and complete tasks effectively.
By using techniques such as plain language, breaking down complex tasks into smaller
steps, and providing clear guidance, educators can ensure learners' success and minimize
frustration.

e Use plain language when crafting instructions. It must be clear, straightforward,
and free from unnecessary jargon or technical terms. This allows learners to easily
understand the tasks at hand without confusion or ambiguity and eliminate
potential barriers to comprehension and ensure that learners can focus on the task
itself.

e Break down complex tasks leading to frustration and a loss of motivation. The idea
is to transform complex tasks into smaller, manageable steps clearly defined and
accompanied by specific instructions. By providing a step-by-step breakdown,
educators make the task more approachable, enabling learners to progress
gradually and build confidence as they complete each step.

4.4. Adapting writing styles for different media formats:

Different media formats require specific writing styles to maximize learner engagement.
What are the writing styles adapted for various media, such as text-based content,
multimedia presentations, and interactive learning materials that suits your students the
most?
The idea of this section is to identify the techniques for writing effectively in each format,
including using engaging language, incorporating visuals, and creating interactive
elements to enhance learners' motivation.
Text based content:

e Using an active voice (within the online course) to makes the content more

dynamic and engaging.
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Incorporate headings, subheadings, and bullet points to organize the content and
make it easier to read and understand.

Including relevant examples and anecdotes to helps learners connect theoretical
concepts to real-world situations, making the content more relatable and engaging.

Multimedia presentation (such as PPT) — a balance between visual element and written
content:

Concise slide content with the idea of keeping the text on each slide minimal to
avoid overwhelming learners and allow them to focus on both the visual and
written elements.

Using impactful visual using relevant images, graphs, charts, or videos to enhance
understanding and engage learners visually.

Providing clear explanations as well as visuals with clear and concise explanations
to ensure learners gets the message.

Interactive learning material:

Using interactive prompts and questions to be incorporated to engage actively the
learners with the material and reflect on their learning.

Creating opportunities to allow learners to contribute with their ideas, opinions, or
solutions, fostering a sense of ownership and involvement.

Designing interactive simulations or scenarios to apply their knowledge and skills
in realistic situations.

4.5. Strategies for creating motivational assessments and assignments
Assessments and assignments play one of the most important roles in maintaining learners'
motivation and promoting deeper understanding.
Educators will explore techniques that incorporate:

choice and relevance: this can be done by offering different topics, formats, or
approaches that align with learners' interests, abilities, and learning preferences.
provide meaningful feedback: by designing assessments and assignments in a way
that allows for personalised and constructive feedback: timely and specific
feedback highlighting strengths, identifies areas for improvement, and offers
guidance on how to progress further.

and allow opportunities for self-reflection and goal setting as it can enhance
motivation and promote deeper understanding.

By engaging in self-reflection, learners gain a deeper understanding of their strengths and
areas for improvement, leading to increased motivation.

Finally, interactive elements can be incorporated into instructional materials, such as
quizzes, simulations, virtual labs, and collaborative activities. In a previous chapter, we
already discussed the fact that interactive element such as game-based learning or
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gamification can be created and implemented and will be a key to foster leaners motivation
VET distance learning approach. Indeed designing interactive experiences promotes
active learning, foster collaboration, and increase learners' motivation and engagement.

Educators are encouraged to apply the principles of instructional design, leverage
storytelling and real-life examples, write clear instructions, adapt writing styles for
different media formats, create motivational assessments and assignments, and
incorporate interactive elements. By employing these strategies, educators can create
compelling and motivating learning experiences that empower learners and drive their
success in VET distance learning.

Cutting-edge methodologies

To maximise learner engagement and motivation, many innovative practices leverage the latest
advancements in technology and educational research to create dynamic and effective learning
experiences.

They are different pedagogical approaches that allow an educator to enhance the learner's
engagement and motivation. They can be used altogether or either accumulated.

Personalised learning paths develop the idea to have customised learning experiences tailored to
the learners needs, individually speaking or in small groups. The interests and learning styles must
also be taken into account.

To gather enough information to create this, the educators can use data from the learner profiles,
and adaptive learning technologies to design personalised learning paths.

Learners have the flexibility to progress through the course at their own pace, access relevant
resources, and engage in activities that align with their specific goals. Personalised learning paths
empower learners, increase their motivation, and promote self-directed learning.

Project-Based Learning that encourages learners to apply their knowledge and skills in real-world
contexts. The idea is to design meaningful projects that challenge learners to solve problems, work
collaboratively, and engage in critical thinking but meeting their professional needs.

Game-Based learning go directly to learners' natural inclination for challenge, competition, and
engagement. Designing educational games (see modules 5 and 6), simulations, or gamified
activities that align with the course objectives will help the learner to get into the content and to
apply directly its knowledge without feeling the heaviness of proper work. By incorporating game
mechanics, such as points, levels, rewards, and leaderboards, educators create an immersive and
motivating learning environment that promotes active participation, problem-solving, and
knowledge retention.

Social Learning Communities to be created within the course itself encourages learners to connect,
collaborate, and support each other. It avoids loneliness and improves motivation.

N Cofunded b The European Commission’s support for the production of this publication does not constitute
P oIuneo y . of the contents, which reflect the views only of the authors, and the Commission cannot be
e the European Union held responsible for any use which may be made of the information contained therein.

56



<& BlEREI a2

Educators are encouraged to create an online discussion forums, virtual study groups, or social
media communities where learners can share their experiences, exchange ideas, and provide peer
feedback and even work together using communication software as Teams, Zoom, Skype or
Google Meet (interesting as they have unlimited sessions possible for free). Social learning
communities promote a sense of belonging, facilitate knowledge sharing, and enhance motivation
through collective learning experiences.

Another concept consists of using the microlearning and mobile learning approaches. It allows the
content to be more accessible and potentially be used on mobile devices. For instance modules can
be created in a shorter way (gathering only the most relevant information and useful examples),
videos, or interactive learning resources that can be accessed anytime, anywhere.

Microlearning allows learners to engage in learning activities in small increments, increasing
retention and motivation. Mobile learning provides flexibility and convenience, enabling learners
to fit learning into their busy schedules.

These approaches leverage technology, promote collaboration, and align with learners' needs,
ultimately enhancing their motivation, satisfaction, and success in the course.

Case Studies

This case study explores the implementation and impact of gamification in Vocational Education
and Training (VET) distance learning. The focus is on an online learning module that utilizes
gamified elements to enhance learner engagement, motivation, and knowledge retention and to
discover a new way of learning.

The case study examines the design, implementation process, and outcomes of the gamification
approach, providing valuable insights into the potential benefits and challenges of incorporating
gamification in VET distance learning.

Title: "The Quest for Knowledge: A Journey through Gamified VET Distance Learning"

Background: The VET sector has increasingly embraced online learning platforms to provide
flexible and accessible education options. However, one of the key challenges in distance learning
is maintaining learner motivation and engagement, as the absence of face-to-face interaction can
lead to reduced interaction and participation.

The story:
Celia is a VET student, who wants to complete her VET qualifications through distance learning.

As she discover the challenges of remote education, She has found an interesting online learning
module that promises to make her learning experience engaging and fun through gamification.
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She enrols in the VET distance learning programme and explores the online platform. Not familiar
by the concept of gamification, she stumbles upon the gamified learning module specially designed
for her VET subjects. The module presents her with an immersive learning environment filled with
badges, leaderboards, and interactive challenges.

Why not?

Excited to begin her gamified learning adventure, She explore into the first module were she meet
virtual mentor who guides her through various learning activities, quizzes, and practical exercises.
She starts her journey and discover that each successfully completed task earns her experience
points (XP), unlocking new levels and granting access to advanced content — all this on the
thematic of her VET subject and professional project.

Along her journey, She discovers new persons through an active online community of fellow
learners using forum or chat to discuss the topics, improve their knowledge and to organise meeting
eventually. They even propose to engage in friendly competition on the leaderboards, collaborate
on challenging assignments, and cheer each other on.

As she progresses through the gamified learning module, she encounters obstacles and tough
challenges. However, she perseveres, motivated by the promise of unlocking special rewards, rare
badges, and exclusive learning resources.

Celia’s commitment and engagement in the gamified learning module lead to significant
knowledge retention and practical skill development. She notices he confidence as she applies her
learnings in real-world scenarios and how it improve her motivation and willingness to carry on
learning and achieve here professional objectives.

As she successfully completes the gamified learning module, she not only achieves her VET
qualifications but also gains a sense of accomplishment and pride.

The objectives of this case study are to show the real added value of a good quality game used in
the e-learning VET training programme and how it increases motivation and commitment.

When designing an online learning module for VET distance education gamification elements are
to be incorporated to help the learner getting more interested and committed to the programme and
to increase motivation.

Investigating the impact of gamification on learner engagement and motivation is crucial as well
as assessing the effectiveness of gamification in enhancing knowledge retention and application
in VET subjects.

Now let’s think about a methodology to create an online game based on your training programme
and that would improve motivation.
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We propose to think and follow the following steps:

1. Identifying the target VET subjects, learner profiles, and specific learning outcomes:
Try on your own to think about a game that could be incorporated into your training
programme? Who are your beneficiaries? What could motivate them?

It give you tips to start designing a game based learning activity.

2. Design and development step, after thinking about a specific online platform or digital
software to create an interactive online learning module, or even a designer, its time to
think about:

What on my game could be based on?

What is my scenario?

This module included gamified elements such as badges, leaderboards, progress tracking,
and reward systems.

Try to answer the following question: why my game is relevant for keeping my
beneficiaries full attention and commitment?

Does it answer their professional needs?

Is it amusing and interesting enough?

Does it included all strategies when writing motivation content as : relevance, authenticity,
learner-centeredness, and scaffolding?

3. Integrating the gamified module into the existing VET distance learning platform /or using
tools freely available (as google form* on which you can create word games, questions and
riddles) within your training programme.

The last step is directly linked to your professional reality and your beneficiaries.

You can now have a view of the game you choose to develop: using software or creating
it from A to Z.

Wonder yourself :

What are my learning objectives?

Are they clear for my students?

What is the added value of my game?

Does it improve students' motivation by being interesting and attractive?

4. Now assess your findings.
Are you ready to create your own game based learning? If not, maybe go through the above
chapters again and see what you missed?
You can try this over and over again until you finally get to create your own gamified
training activity.

This case study provides evidence of the positive impact of gamification on VET distance learning
on students' motivation. The integration of online game elements in the online learning module
increased learner engagement, motivation, and knowledge retention. The findings highlight the

Codunded i The European Commission’s support for the production of this publication does not constitute
- o-funae y of the contents, which reflect the views only of the authors, and the Commission cannot be

the European Union held responsible for any use which may be made of the information contained therein.



[} L)
> BIEAUER o2

potential of gamification as a powerful tool to transform traditional VET distance learning into an
engaging and effective educational experience.

Quiz

This quiz will assess your knowledge of gamification and its impact on vocational education and
training (VET) in distance learning.

1)

2)

3)

4)

5)

6)

Which digital tool can be used to engage and motivate learners in VET distance learning?
a) Gamification platforms.

b) Interactive multimedia resources.

c) Collaborative tools.

How can gamification enhance VET distance learning?

b) By eliminating the need for traditional learning materials.
c) By replacing teachers with game characters.

True or False: Gamification in VET distance learning only applies to younger learners.

b) False

How can educators leverage digital tools and platforms to enhance learners' motivation in VET
distance learning?

a) By incorporating gamification elements and interactive multimedia resources.

b) By providing opportunities for collaborative learning and social interaction.

c) By utilising adaptive learning technologies and personalised learning paths.

What is the purpose of gathering learners' feedback in VET distance learning?
a) To assess learners' progress.

c) To evaluate the effectiveness of technology tools.

Which of the following is an effective method for gathering learners' feedback?
a) Surveys.

b) Interviews.

¢) Online discussion forums.
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7) True or False: Gamification in VET distance learning should replace all traditional teaching
methods.
a) True

8) What are some virtual rewards that can be used to reinforce learners' efforts and achievements
in VET distance learning?

d) Specific grades.

9) Why is anonymity and confidentiality important in feedback mechanisms?

b) It helps identify the most motivated learners.
c) It protects educators' interests.

10) How can educators apply learners' feedback to improve instructional design?
a) Identify areas for improvement.
b) Modify instructional materials.
¢) Refine motivational techniques.

Further Reading

What is gamification — The power of gamification.
https://grendelgames.com/gamification/?gclid=CjwKCAjwg-
GjBhBnEiwAMUVNW8TprylUT4F116b0uHfaBRSjb4kKhTu6EoNkbehEQ2wW -
qPUqUSUIRoCJMIQAvVD BwWE

6 books on gamification in education.
https://tubarksblog.com/2017/05/08/for-educators-6-books-on-gamification-in-education/

UX Gamification Concept: Principles and Tactics
https://adamfard.com/blog/gamification#:~:text=At%20its%20core%2C%20gamification%?20is,
objectives%2C%20rewards%2C%?20and%20competition.

Books:
The Gamification of Learning and Instruction: Game-based Methods and Strategies for Training
and Education, Kapp, Karl M. John Wiley & Sons, 2012

Micro learning platform example :
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https://go.whatfix.com/lp/microlearning/?utm_source=google&utm medium=cpc&utm_campaig
n=Microlearning-Europe-
Responsive&utm_term=Microlearning&gclid=CjOKCQjwj_ajBhCqARISAA37s0wNh7snZx9]J-
7TlleGAa4a-7prLh88f9zoYIPGBZ-PpKdMNNIHD59kgaAkbQEALwW_ wcB

Microlearning video: what is it and why is it so powerful
https://kannelle.io/en/blog/microlearning-video-how-to/
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3 gamification principles for a gamified learning environment

by MATTHEW LYNCH June 3, 2021
https://www.thetechedvocate.org/3-gamification-principles-for-a-gamified-learning-
environment/

What Is Self-Determination Theory?
How Self-Determination Influences Motivation, Kendra Cherry, MSEd
https://www.verywellmind.com/what-is-self-determination-theory-2795387
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Celebrating Achievement, Recognize Success to Increase Motivation
By the Mind Tools Content Team
https://www.mindtools.com/ax3c2aw/celebrating-achievement

Four ways to celebrate student success, “Why we should celebrate student success” University of
Essex, article website;
https://www.essex.ac.uk/staff/student-success/four-ways-to-celebrate-student-success

Best LMS for Schools in 2023: Key Features of the Top Learning Management Systems
by Imed Bouchrika, Phd Chief Data Scientist & Head of Content
https://research.com/education/best-lms-for-schools

What Is a Social Learning Platform (and Is It Really What You Need)?
Robin Nichols, Content Lead US, 360Learning
https://360learning.com/blog/social-learning-platform/

Virtual Reality in Education: Benefits, Tools, and Resources
American University Blog, december 16, 2019
https://soeonline.american.edu/blog/benefits-of-virtual-reality-in-education/

Motivation in Education: What It Takes to Motivate Our Kids, 7 Jan 2020 by Beata Souders, MSc.,
PsyD candidate
https://positivepsychology.com/motivation-education/
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MODULE 5: Gamification in distance learning I

Introduction

Gamification is a useful methodological strategy to promote inclusive education, increase learner
participation and increase the levels of motivation and commitment of learners to their learning.
This pedagogical method consists of introducing game elements in an educational context, thus
taking advantage of the curiosity, enjoyment, satisfaction or involvement generated by the game
in order to improve the teaching-learning process.

Gamification will improve distance learning, preferably if it is asynchronous. An asynchronous
gamified experience can be used as an alternative approach to homework. Moreover, gamification
can be useful in distance learning if it is used continuously over time: not a single "game", but a
“collective adventure”.

Chapter 1 explains the basic concepts on Gamification, its elements and the difference between
synchronous and asynchronous gamification. Gamification is a useful methodological strategy to
promote inclusive education, increase learner participation and increase the levels of motivation
and commitment of learners to their learning. This pedagogical method consists of introducing
game elements in an educational context, thus taking advantage of the curiosity, enjoyment,
satisfaction or involvement generated by the game in order to improve the teaching-learning
process.

Chapter 2 explains the educational advantages of using Gamification in distance learning,
specifically, the use of Gamification in distance learning since the 2000s, educational advantages
of gamification, such as increased students’ engagement and motivation, active learning,
personalised learning, enhanced collaboration and social interaction, among others; and some
features of gamification that facilitate the interactive approach in VET distance learning, such as
badges, rewards, leader boards, rankings, progress tracking, challenges, quests, among others.

Content

Chapter 1: Basic Concepts on Gamification
e What is Gamification?
e (Game elements in Gamification
e Synchronous and asynchronous gamification

Chapter 2: Educational advantages of using Gamification in distance learning
e The use of Gamification in distance learning
e Educational advantages of gamification
e Features of gamification that facilitate the interactive approach in VET distance learning

Chapter 1: Basic Concepts on Gamification
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What is Gamification?

Gamification refers to the use of game design principles, mechanics, and elements in
non-game contexts to enhance engagement, motivation, and participation. It involves
taking elements commonly found in games, such as points, badges, leader boards, and
challenges, and applying them to activities, processes, or systems that are typically not
game-like.

The goal of gamification is to make non-game activities more enjoyable, interactive,
and compelling by tapping into people's inherent desire for achievement, recognition,
competition, and rewards. By integrating game elements into various contexts, such as
education, workplace, fitness, marketing, or personal development, gamification aims
to drive motivation, increase engagement, and promote desired behaviours or
outcomes.

Gamification is not about creating full-fledged games but rather about leveraging game
elements and principles to enhance experiences and achieve specific objectives. It can
be applied in various forms, ranging from simple point systems or progress tracking to
more complex narratives, challenges, and immersive experiences.

When effectively implemented, gamification can foster a sense of accomplishment,
promote learning, encourage problem-solving, facilitate social interaction, and create a
more engaging and enjoyable experience for participants. It can be used in a wide range
of contexts to motivate and engage users, drive behaviour change, enhance learning
outcomes, and improve overall performance.

Game elements in Gamification:
Gamification incorporates various game elements to enhance engagement and motivate
participants. These game elements can be used individually or in combination to create
a gamified experience. Some common game elements used in gamification include:
1. Points: Points are a fundamental game element used to track progress and provide
a sense of achievement. Participants earn points for completing tasks, reaching
milestones, or exhibiting desired behaviours.

2. Badges: Badges are visual representations of accomplishments or milestones.
They serve as a form of recognition and achievement, allowing participants to
display their progress and status.

3. Leader boards: Leader boards rank participants based on their performance or
progress, creating a competitive environment. They foster a sense of challenge and
drive participants to strive for the top positions.

Codunded i The European Commission’s support for the production of this publication does not constitute
- o-funae y of the contents, which reflect the views only of the authors, and the Commission cannot be

the European Union held responsible for any use which may be made of the information contained therein.



< SIS

10.

Levels: Levels represent different stages or tiers of progression. Participants start
at lower levels and unlock higher levels by completing tasks or accumulating
points. Each level presents new challenges and rewards.

Challenges: Challenges present specific tasks or goals for participants to complete.
They add a sense of purpose and provide a structured framework for engagement.
Challenges can be time-based, skill-based, or content-based.

Rewards: Rewards can take various forms, including virtual goods, unlockable
content, exclusive access, or real-world incentives. Rewards serve as motivators,
encouraging participants to engage and achieve desired outcomes.

Progress Tracking: Progress tracking allows participants to monitor their
advancement visually. It provides a clear sense of progress and helps in setting
goals and targets.

Narrative and Storytelling: Gamification can incorporate storytelling elements to
create a compelling narrative around the activities or tasks. Storytelling adds depth,
immersion, and context to the gamified experience.

Social Interaction: Gamification often includes social features, such as
collaboration, competition, or social sharing. Participants can interact with each
other, form teams, compete for rewards, or share their achievements.

Feedback and Feedback Loops: Timely and constructive feedback is crucial in
gamification. It helps participants understand their performance, make
improvements, and stay motivated. Feedback loops ensure continuous engagement
and progress.

These game elements are flexible and can be customized based on the specific
objectives, target audience, and context of gamification implementation. The effective
use of these elements can enhance motivation, engagement, and overall user experience.

Synchronous and asynchronous gamification
Synchronous and asynchronous gamification refer to different approaches for the timing
and interaction of gamified activities. Here's a breakdown of the differences:

1.

Synchronous Gamification: In synchronous gamification, the activities and
interactions between participants occur in real-time. It typically involves
simultaneous participation and requires participants to be present at the same time.
Examples of synchronous gamification include live multiplayer games, real-time
competitions, or collaborative activities where participants interact and engage
with each other in real-time.

Key characteristics of synchronous gamification:
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2.

e Real-time interaction between participants.

e Immediate feedback and response.

e Requires participants to be present simultaneously.

e Emphasizes real-time collaboration, competition, or interaction.

Asynchronous Gamification:
In asynchronous gamification, the activities and interactions between participants
do not occur in real-time. Instead, participants engage with the gamified elements
at their own pace and time. They may complete tasks, achieve goals, or interact
with the gamified system independently, without requiring simultaneous
participation from others.
Key characteristics of asynchronous gamification:

e Participants engage at their own pace and time.

e No requirement for simultaneous participation.

e Activities and progress are not time-dependent.

e Participants can engage individually without real-time interaction.

The choice between synchronous and asynchronous gamification depends on the
specific context, goals, and preferences of the gamified experience. Synchronous
gamification is well-suited for situations where real-time interaction,
collaboration, or competition is desired. Asynchronous gamification, on the other
hand, offers flexibility and allows participants to engage at their convenience,
making it suitable for self-paced learning, remote collaboration, or situations
where participants are in different time zones.

Chapter 2: Educational advantages of using Gamification in distance learning
The use of Gamification in distance learning
Gamification has been used in distance learning for quite some time, but its widespread
adoption has increased in recent years with the growth of online education platforms
and advancements in technology. Here's a brief timeline of gamification in distance
learning:

1.

Early 2000s: The concept of gamification started to gain attention as researchers
and educators explored ways to enhance learning experiences through game-like
elements. Some early examples of gamification in distance learning included the
use of badges, leaderboards, and points systems to motivate and engage learners.

Mid-2000s: Online learning platforms began to incorporate gamified elements into
their systems. Features like progress tracking, achievements, and virtual rewards
were introduced to make the learning experience more interactive and enjoyable
for students.

Late 2000s: With the rise of social media and mobile technologies, gamification
in distance learning expanded further. Mobile learning apps and platforms
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integrated game mechanics such as levels, quests, and challenges to encourage
participation and facilitate learning on-the-go.

4. 2010s: Gamification continued to evolve and became more prevalent in distance
learning. Educators and instructional designers started leveraging game-based
simulations, virtual reality, augmented reality, and interactive storytelling to create
immersive and engaging learning experiences.

5. Present: Gamification has become a standard practice in many online courses and
learning management systems. It is used to enhance student motivation, increase
participation, provide immediate feedback, foster collaboration, and create
personalized learning pathways.

The adoption of gamification in distance learning is driven by the understanding that
incorporating game-like elements can improve learner engagement, motivation, and
retention. It provides opportunities for active learning, problem-solving, and skill
development in an interactive and enjoyable manner.

It's important to note that while gamification can enhance the learning experience, it
should be implemented thoughtfully and aligned with pedagogical goals. Effective
gamification design considers the specific needs of learners, the subject matter, and the
desired learning outcomes.

Educational advantages of gamification
Using gamification in distance learning can bring several educational advantages for
students. Here are some of the key benefits:

1. Increased Engagement: Gamification captures students' attention and motivates
them to actively participate in the learning process. The interactive and immersive
nature of games makes learning more enjoyable, reducing boredom and increasing
engagement levels. This heightened engagement can lead to better knowledge
retention and understanding of the subject matter.

2. Improved Motivation: Gamification taps into students' intrinsic motivation by
incorporating elements such as challenges, rewards, and achievements. By setting
clear goals, providing immediate feedback, and offering incentives, gamification
creates a sense of achievement and progress. Students are more likely to stay
motivated and invested in their learning journey, leading to increased effort and
dedication.

3. Active Learning: Games encourage active learning, where students become active
participants rather than passive recipients of information. Gamified activities often
require problem-solving, critical thinking, decision-making, and collaboration.
Students actively apply their knowledge and skills to overcome challenges within
the game, promoting deeper understanding and skill development.
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Personalized Learning: Gamification allows for personalized learning experiences.
Games can be designed with adaptive features that adjust the difficulty level based
on students' performance, providing individualized challenges. This personalized
approach ensures that students are appropriately challenged and supported,
catering to their unique learning needs and abilities.

Immediate Feedback: Games offer immediate feedback, allowing students to
understand their progress and performance in real-time. Feedback can be in the
form of scores, levels, badges, or specific in-game responses. This immediate
feedback helps students identify areas of improvement, reinforce correct
behaviors, and adjust their learning strategies accordingly.

Enhanced Collaboration and Social Interaction: Many gamified learning
experiences involve collaborative activities, where students can work together
towards a common goal. Gamification can foster social interaction and
collaboration through features like multiplayer games, team challenges, or
discussion forums. This promotes communication, teamwork, and the exchange of
ideas among students, enhancing their social and interpersonal skills.

Mastery and Mastery-Based Learning: Gamification often incorporates a mastery-
based learning approach, where students are encouraged to master one concept or
skill before progressing to the next level. This promotes a deeper understanding
and retention of knowledge. Students can revisit content, practice until mastery is
achieved, and build a strong foundation before moving forward.

Data-Driven Insights: Gamification platforms often collect data on students'
progress, performance, and learning behaviors. Educators can leverage this data to
gain insights into students' strengths, weaknesses, and learning patterns. This
information can help personalize instruction, provide targeted interventions, and
make data-informed decisions to support student learning.

By leveraging the educational advantages of gamification in distance learning,
educators can create dynamic and engaging learning experiences that promote active
participation, intrinsic motivation, and personalized learning paths.

Features of gamification that facilitate the interactive approach in VET distance
learning

In VET (Vocational Education and Training) distance learning, gamification can be a
powerful tool to facilitate an interactive and engaging learning experience. Here are
some key features of gamification that contribute to an interactive approach in VET
distance learning:
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1. Points and Rewards: Gamification often incorporates points systems and rewards
to incentivize learners' progress and achievements. By earning points, badges, or
virtual rewards, learners feel a sense of accomplishment and are motivated to
actively participate and complete tasks.

2. Leaderboards and Rankings: Leaderboards display learners' performance rankings,
creating a competitive element that encourages engagement and healthy
competition among learners. It fosters a sense of community and allows learners
to compare their progress with peers.

3. Progress Tracking: Gamification provides visual indicators of learners' progress,
such as progress bars or leveling systems. Clear tracking of progress helps learners
set goals, track their achievements, and visualize their advancement within the
course or program.

4. Challenges and Quests: Gamification incorporates challenges or quests that require
learners to complete specific tasks or solve problems. These activities provide
opportunities for active learning, problem-solving, and critical thinking, making
the learning experience more interactive and hands-on.

5. Immediate Feedback: Gamification allows for instant feedback on learners'
performance. This feedback can come in the form of scores, achievements, or
personalized messages, providing learners with timely information on their
progress and helping them understand areas for improvement.

6. Social Interaction: Gamification often includes social features that promote
interaction and collaboration among learners. This can include discussion forums,
chat functionalities, or collaborative activities where learners can share their
progress, exchange ideas, and support each other's learning.

7. Personalization and Choice: Gamification can offer learners the ability to
personalize their learning experience and make choices that impact their progress.
This sense of autonomy and control enhances engagement and allows learners to
tailor their learning journey to their individual needs and preferences.

These features of gamification in VET distance learning contribute to an interactive
approach by promoting learner engagement, motivation, active participation, and
collaboration. By incorporating game-like elements, VET educators can create a more
immersive and enjoyable learning environment that enhances the acquisition of
vocational skills and knowledge.

Cutting-edge methodologies
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Gamification in education involves the application of game elements and principles in a non-game
context to enhance the learning experience. It incorporates innovative and cutting-edge
pedagogical approaches, methodologies, teaching, and learning practices. Here are some elements
related to gamification that contribute to its effectiveness:

1.

Game-Inspired Design: Gamification utilizes game design principles to create engaging
and immersive learning experiences. It incorporates elements such as points, levels,
badges, leaderboards, quests, challenges, and narratives to make the learning process
more interactive and enjoyable.

Immediate Feedback: Gamification provides instant feedback to learners, allowing them
to assess their progress and performance in real-time. Feedback can be in the form of
rewards, scores, badges, or visual indicators, which motivate learners and help them
track their achievements.

Goal Setting: Setting clear learning goals and objectives is a fundamental aspect of
gamification. Learners are provided with clear targets and milestones to achieve,
creating a sense of purpose and direction in their learning journey.

Progression and Advancement: Gamification incorporates a sense of progression and
advancement, where learners can move through different levels or stages as they
demonstrate their knowledge and skills. Advancement provides a sense of
accomplishment and motivates learners to strive for higher achievements.

Collaboration and Competition: Gamification encourages collaboration among learners
through cooperative tasks, team challenges, or leaderboard rankings. It also incorporates
elements of healthy competition, motivating learners to outperform their peers and reach
higher levels of achievement.

Personalization and Choice: Gamification allows for personalized learning experiences
by providing learners with choices and autonomy. Learners can make decisions, select
paths, and customize their learning journey based on their interests and preferences.

Immersive Simulations: Gamification can involve the use of immersive simulations or
virtual environments to provide hands-on and experiential learning. Learners can engage
in realistic scenarios, problem-solving activities, or simulations that simulate real-world
situations.

Social Interaction: Gamification often includes social elements, such as discussion
forums, peer feedback, or collaborative challenges, to promote social interaction and
knowledge sharing among learners. This fosters a sense of community and engagement.

Data and Analytics: Gamification leverages data and analytics to track learner progress,
performance, and behavior. This data can be used to provide personalized
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recommendations, identify areas for improvement, and make informed instructional
decisions.

These elements work together to create engaging and effective learning experiences in gamified
environments. By integrating these innovative pedagogical approaches and practices, gamification
enhances learner motivation, engagement, and knowledge retention.

Case Studies

Use of Gamification in Veterinary Medicine Learning (Facultad de Veterinaria, CEU Universities,
46115 Valencia, Spain)

As a substitute for a presential activity that could not be conducted due to the outbreak of COVID-
19, the Faculty of Veterinary introduced the use of new technologies, specifically the use of
interactive videos. A project-specific, meticulous design was used. Before creating the recordings,
a teacher who had previously participated in the same activity drafted a script. The entire content
was divided into 13 videos (averaging 2 minutes and 26 seconds in length). Regarding the format—
background relationship, a special edition and some unique illustrations and designs were
produced for the work. The videos contained interactive and game-like elements.
The outcomes were incredibly encouraging. The average completion rate for student participation
is 150%, meaning that fifty percent of students viewed twice as many videos. At the conclusion of
the activity, a survey was administered to collect pupil feedback:
e 98 percent of the students rated the virtual visit as a suitable substitute for visiting an actual
farm.
e All of the students awarded the highest scores to video length, aesthetic qualities, and
overall quality.

The obtained results indicate that these alternative-learning methodologies could be applied to a
variety of subjects so that students, in a playful and relaxed manner, are able to consolidate all the
knowledge they are acquiring during their veterinary training, thereby preparing them to engage
in their future professional activity with greater ease and safety.

Reference:

https://repositorioinstitucional.ceu.es/bitstream/10637/14171/1/Use_Mar%C3%ADn_ES 2022.p
df

Quiz
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1)

2)

3)

4)

5)

Gamification refers to the use of game design principles, mechanics, and elements in non-game
contexts to enhance engagement, motivation, and participation. It involves taking elements
commonly found in games, such as points, badges, leader boards, and challenges, and applying
them to activities, processes, or systems that are typically not game-like.

a) True

b) False

Badges can take various forms, including virtual goods, unlockable content, exclusive access,
or real-world incentives. Badges serve as motivators, encouraging participants to engage and
achieve desired outcomes.

a) True

b) False

In the early 2000s Gamification continued to evolve and became more prevalent in distance
learning. Educators and instructional designers started leveraging game-based simulations,
virtual reality, augmented reality, and interactive storytelling to create immersive and engaging
learning experiences.

a) True

b) False

Please select the features of gamification that facilitate the interactive approach in VET
distance learning:

a) Leader boards.

b) Progress Tracking.

¢) Discussion forums.

d) Chat functionalities.

e) All the above.

Please explain the difference between synchronous and asynchronous gamification.
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MODULE 6: Gamification in distance learning II

Introduction

Gamification is the tool used to contribute motivation principles and engagement based on the
gaming concept into ordinary activities, such as learning (Deterging et al., 2011). The main
purpose of the gamification of learning is to encourage unmotivated students to become more
involved either in synchronous or asynchronous distance VET learning.

Gamification itself cannot fulfill the desired results. Previous research showed that the lack of the
students’ motivation in the use of the gamification was caused because of an incomplete
motivational design model. Furthermore, there is always a risk that the students could stick at the
game and won’t be interested in the knowledge offered through the game. In that case, some
specific strategies should be included in gamification design.

Some of the main strategies are the following:
e Use of emotions
e Immediate Feedback
e Discovery
e Open decision spaces
e A challenge
e Context

Three of them will be presented in the following chapters and the other three will be included.

Content

Chapter 1: Use of Emotions

According to Nah et al. (2013), in order to motivate students, we have to integrate
gamification into learning. The main purpose of the gamification is to increase user’s
motivation, experience and engagement (Dominguez et al., 2013). In psychology there
is a distinction between two types of motivation: intrinsic motivations that come from
our core self and extrinsic motivations that have to do with the world around us
(Zichermann & Cunnignham, 2011). There are many factors that affect motivation in
e-learning. According to the MDA Framework, the design gamification of learning
should be based on three components: Mechanics, Dynamics and Aesthetics (Hunicke
et al., 2004).

Mechanics are the base components of the game, for instance the algorithms and data
structures, the rules and generally every basic action that has to do with the game.
Dynamics are the run-time behaviour of the mechanics acting on player input and the
other outputs with other mechanics.

Aesthetics are the emotional responses caused by the player.
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According to Keller (2006), motivational design can be used to improve motivation to
learn, to work, to develop particular motivational attributes and to enhance peoples’
motivational skills in self-motivation. Humanizing the gamification of learning by
bringing emotions into the design gamification, better students’ behaviour can be
derived, particularly when these emotions have to do with boosting the learners’
confidence.
Based on Zichermann and Cunningham (2011), we can identify four reasons why
people play games: to master, to distress, to have fun and to socialize. Relying on this,
we can identify four player types:
e The explorers, who believe that the experience is the main objective and try to
bring it back to their world.
e The achievers, who want every time to win in a competitive environment.
e The socializers, who like to interact with society, and
e The killers, who are like the achievers, but for them winning is not enough,
because they do not only want to win, but also, they want to see the others to
lose.
It should be mentioned that there are individuals who do not need additional motivation
for learning, consider it a waste of time or they do not like to compete with others. Thus,
when designing an e-learning model with gamified elements, it is important to take into
consideration why people play games and what their learning habits are.

Maximizing student satisfaction, motivation, effectiveness and efficiency are the main
objectives of e-learning. Students should be encouraged to master unexplored topics and
thus improve their knowledge.

Moreover, gamification should create positive emotions on students by including virtual
rewards for every completed task, such as score systems, experience points, items,
resources, achievements, feedback, messages, animations and content.

The tactics that must be in use for stimulating curiosity for discovery, building
confidence and satisfying the learners, are the following (Erenli, 2013):

e First of all, learners should know the learning requirements, e.g. “How can the
students build positive expectations for success when using gamification?”. In
that case, the main goal is to build positive expectations for success when using
e-learning material. This can be achieved by training learners to use e-learning
applications and letting them know what is expected of them.

e Secondly, the design gamification should give success opportunities, e.g. “How
will using e-learning applications support or enhance the competency of
learners?”. The answer is that the game has to provide situations for learners to
experience success with e-learning applications.

e Moreover, the learners should become more responsible, e.g. “How will learners
know their success is based on their efforts and abilities?”. The learners could
be aware of it by linking e-learning success to personal effort and ability. The
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tactic that could be used, is to create e-learning applications that enable learners
to monitor themselves.

e Furthermore, there must be a reward and the learners should know the way of
getting it. The reward should be something of value that will be given to learners
who complete activities with the intent to cause the behaviour to occur again. In
that case, the learners could claim rewards by using the point.

e Also, the learners should be familiar with the status of the gamification of
learning every moment i.e., there should be conditions which will show the
learners’ status or there should be a recognition of what has been achieved. The
tactic that can be used here is to use levels to signify completion of intermediate
goals in the e-learning.

e Additionally, the students should be encouraged and supported in a positive way,
by providing them feedback to show them the benefits of using gamified e-
learning systems.

e Also, the learners need to be rewarded when they succeed with e-learning. This
functions as an incentive to improve their performance.

e Moreover, the learners should be convinced that there is fair treatment by
standardizing scoring measurements for tasks and accomplishments.

e The students need to know their achievement, something which can encourage
them to seek challenges and set goals. One tactic is to use badges to reward them
for recognition.

e Furthermore, we have to take into consideration that the learners want to express
themselves through e-learning games. This could be done by rewarding them
with virtual goods, such as weapons, soldiers or points for the game.

e At least in the beginning, the designers should be generous in giving gifts to
motivate learners to complete their tasks.

¢ Finally, competition is necessary for motivating the learners in the gamification
of learning. The design of the game has to enable students to challenge each
other to get the high score at any activity. The proposed tactic is to use a leader-
board to show the leading scores of the game learning.

Additionally, quality graphic design is one of the most important objectives, because it
has to inspire the students and to create a warm environment for them. The lack of
appropriate graphic design can easily lead to unsuccessful implementation. At the same
time, by allowing learners to choose their own background, font-type or avatar, we can
increase their commitment and their engagement. Customization is a powerful tool, but
it should not be over-utilized by the learners (Zichermann & Cunnigham, 2011).

All we have to do is to follow Zichermann and Cunningham (2011) advice:
“Your player is on his/her own journey. You must make it your goal to help pave and
structure that journey. To obtain long-term, enduring loyalty and connection from your
players, you must guide them up the mountain. You don’t need to be the mountain and
you don’t need to create it. You simply need to lead them up”.
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Chapter 2: Context
E-learning through gamification tries to pay more attention on learning than on the
educational needs. Thus, its main objectives are to facilitate learning and improve the
students’ knowledges and skills.
It points out that gamification should be used as a cognitive tool which encourages
learners to support and to participate in a real class-like environment. This new way of
learning is expected to be more challenging for the students and make them a part of
active learning.
According to Deterding et al. (2011), gamification could be characterized as the use of
game-design elements in non-game contexts. This design should be adjusted with a
variety of learning conditions and be expanded due to the desired requirements, for
instance attention and relevance.
The strategies for achieving these primary elements, attention and relevance, could be
the following:

e In order to capture the learners’ interest, we could use interesting images or
animation or maximize visibility.

e For stimulating interest using e-learning material, we can create interactive e-
learning applications. Also, the interface should be easy to navigate.
Additionally, there should be a balance between aesthetics, usability and
visibility.

e [fwe want to maintain learners’ attention, we have to put information first or to
use an attractive interface. Also, we can use up-to-date content.

e One of the most important goals is the motive-matching. There must be a
convergence between e-learning material and the learners’ personal interest. If
we want to achieve that, we need to make learners a partner in the development
process and to pay attention to the learners’ point of view.

e Another significant objective is that the designer has to know the learner’s
needs. In order to achieve the goal orientation, a need assessment analysis
should be conducted first and then the goal should be determined.

e And lastly, the design gamification has to take into consideration how to match
the e-learning material to the learner’s experiences. The tactic for that is to use
subject matter experts and to modify the necessary changes in the existing
gamification.

Chapter 3: Feedback
As e-learning is a dynamic process, it requires personalized fast feedback of the user’s
activities to be given, especially when this feedback has to do with gamification. The
usage of several gaming elements, such as points, achievements, badges, leaderboards,
levels, challenge could act not only as a reward for the learners, but also as feedback
for the designer of the game based learning platform. Based on the students’ rewards,
the designers can collect feedback from users and adopt certain features to their needs.
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Glover (2013) advocated that when the educational experience is rewarding by itself,
then gamification can make it more rewarding. For that reason, the design gamification
should make good use of primary elements. We also have to take into consideration
that rewards can discourage the less competitive learners and be counterproductive for
those who find it a waste of time. Thus, a reward mechanism should be carefully
designed in order to motivate everyone according to their learning habits.

Every student could be rewarded if their effort is significant, but we need to make sure
that the reward mechanism is not too competitive, because as it was mentioned above,
all the players are not achievers and killers. The designers have to keep in their minds
that their role is to help and lead the learners to their goals, especially the beginners
who do not have any experience before.

We will present basic gamified design elements and talk about how they could be used
for reward and feedback.

Points:
They are used in every educational system. Each student will receive points for their
assignment performance and their various activities in the system. They are necessary
in gamification in order to motivate the learners. According to Zichermann and
Cunningham (2011), there are five types of points: experience points, redeemable
points, skill points, karma points and reputation points.
e Experience points: they can be used to watch the whole progress in e-learning
systems.
e Redeemable points: they are suitable for social games and loyalty programs.
e Skill points: they can be used as a set of bonus points which students can earn
for additional activities.
e Karma points: they can be used by students to gain status in a virtual
environment and that could be a powerful motivator for some people.
¢ Reputation points: someone can use it as a proxy for trust.

Usually, points are a visual indicator of a granted level which is calculated on the base
of time and student’s activity in the e-course.

Badges — Trophies:

Students will be awarded with badges and trophies by completing various actions that
are related to their activities. But badges and trophies themselves cannot show the
students’ progress. Thus, there should be a profile page for each student where the total
badges can be shown. The existence of a grayscale badge which will indicate a learner’s
achievement would be a powerful motivator. Getting a badge should not be an easy
process, it has to mean a lot to the students. Students desire badges and trophies for all
kinds of reasons. Furthermore, the designers should take into consideration that the
badges must not be ugly, boring or pointless, but they should be funny and hard to get.
To sum up, badges represent the achievements that relate to a certain accomplishment.
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Leaderboard:

High scored students will be displayed in a leaderboard. It is a kind of scoreboard where
learners’ results are displayed from top to bottom. Its usage is to motivate competitive
learners. Because no one likes to be on the bottom of the scoreboard, the designers
should consider another approach. For instance, there could be multiple leaderboards
for each activity and a leaderboard for all activities.

Another good strategy is to use a leaderboard which puts the learner in the middle
without caring how many points he/she has. This kind of leaderboard is used in social
networks. Glover (2013) claims that the leaderboard is used in a competitive
environment, but it can also be used to encourage teamwork, referring to socializers.
Typically, a leaderboard shows the ranking of students in every activity. Students can
see which activity is already completed successfully by all the other students, but they
don’t have access to each other’s grades.

Levels:

Enders (2013) defined levels as “milestones that a player achieves by completing
certain tasks”. Levels have to do with progress. They should be designed in an
understandable way for the learners. Also, they should be expandable, when there is a
need to expand the course. There should be an escalating difficulty between the levels.
The learner’s feedback is very important to the designers for making decisions and
changes. The levels usually are calculated as percentages. According to Glover (2013),
progress tracking provides instant feedback. Through feedback, the student can see
what he or she has already done, and the designer has information on how he or she
can improve or advance the learner’s efficiency and motivate them to continue. In e-
learning gamification, we have to enable the learners to complete all the levels.

Challenges:

Challenges provoke learners to do anything in order to win rewards. Zichermann and
Cunningham (2011) claim that challenges can add depth and meaning for the players.
Although they are not so common in e-learning systems, they can promote the learners’
interest if they are combined with rewards, such as badges and trophies. Students have
to be rewarded for completing challenges. The rewards that they will receive must be
meaningful to them. The type of challenges should vary in their difficulty, length and
completion time. Also, there could be cooperative challenges, where groups of students
could cooperate for a reward. That would be a great motivation tool. Generally, a
challenge leads the students to test their knowledge and if their score is above average,
then they can pass.

Feedback is one of the most important game mechanics. Zichermann and Cunningham
(2011) believe that feedback can be characterized as a returning piece of information
to players, where they can be informed for what they have already done at the present
time. Because of feedback, the learners are in the position to know at any time if they
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are in the right position. Feedback is also useful for the designer of the gamification
because they can use it to improve the e-learning game. It has to be pointed out that
feedback should happen not only at the end of the e-learning game, but also, during the
whole process of e-learning.

Feedback should exist in every activity of the e-learning game, especially the visual
feedback, in order to keep a record of what the students have already done, what they
have completed, what percentage of the whole e-learning game has been achieved, how
many points they have collected, on what level they are, etc.

It 1s essential that e-learning games should allow the students to experiment on their
own as many times as they want, and to fail in order to learn from their mistakes. After
failed attempts, the learners can receive positive instructional feedback and try again.
Questions could be randomized every time and there could be multiple answers as well
as true or false statements.

To sum up, the designer needs to do the following:

e To make the starting levels easier in order to encourage the students to be more
active and to go on and complete all the levels.

e To use challenges and rewards for the students when they complete their
activities.

e To provide the learners with feedback through the whole game in order to
inform them if they are in the right direction.

e And finally, to give the learners the chance to fail and provide them with
positive instructional feedback to improve themselves for gaining social
recognition and performing well.

Cutting-edge methodologies

Pedagogy is a method and practice of teaching, which takes care of educational quality, teaching
values, learning and assessment activities. Pedagogy, in collaboration with technology and
education, is one of the basic elements that we should take into consideration when we design e-
learning games.

The pedagogical approaches that can be used to better e-learning gamification differ from
traditional learning.

First of all, the main goal of the e-learning games is that the students should happily discover the
knowledge by themselves through the game.

In all of the e-learning courses, especially the games, the amount of knowledge is structured into
smaller sub-sections, known as levels, which students are required to complete in order to be
rewarded. Rewarding means for the learners that they have mastered the knowledge. In that way,
the students can have immediate feedback anytime, which helps them know if they are doing well.
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Most of the e-learning-games are differentiated and adapted to the students’ needs. Also, some of
them give the learners the freedom of failing, which means that they can fail an infinite number of
times until they pass to the next level. That encourages the students not to give up.

Furthermore, some of the types of rewards, as mentioned before, can promote competition among
players. That can lead the students either to be passionate about the games or to make groups with
each other to win when the game allows it. The choice of the appropriate pedagogical approaches
can positively influence the effectiveness of e-learning games.

Case Studies

“E” has been working as a teacher in VET education for 14 years. In the last 4 years, she has
noticed that more and more of her students are dropping out because either they struggle with the
lessons or because they do not find the lesson interesting anymore.

From her educational experience she realized that there is a need to change the traditional way of
teaching. She has to find another pedagogical approach to motivate her students. Thus, with the
help of the university which she collaborates with, they ended up designing a game for educational
purposes. The use of gamification in learning is not very widespread in her country, so it was a
surprise for her school.

Her role in the design of the game was crucial, because she was the one who knew the students’
needs better than anyone. She suggested that the game should offer emotional and social
motivations to the students, such as perceptual arousal, status, reward, self-confidence, self-
expression, equity, competition, altruism, success opportunities, collaboration.

Moreover, she pointed out the importance of the reward system and she suggested different kinds
or rewards, 1.e. points, badges-trophies, leaderboard, levels, challenges, etc. She claimed that the
immediate feedback gives information to the students about their efficiency and that encourages
them to go on. Of course, there is always the chance for the students to have access to the activities
of the game as many times as they want for the sake of learning.

After six months, the game was completed and was implemented by the students either during the
lesson or in an asynchronous mode. Most of the students responded positively to the game. Also,
one month later, a decrease was noted in the school drop-out rate. The game had real success.
However, some changes to the e-learning game are necessary until the game responds largely to
the students’ needs and desires.

Task: Reflective Analysis

If you were in E’s position, which strategies would you suggest in order to design such a game for
your students? Why?

Quiz
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Please use a maximum of 10 combinations of quiz questions (True or False, Multiple Choice,
Essay).

1)

2)

3)

4)

5)

6)

7)

8)

Which is the main purpose of the e-learning games?

b) Gambling
c) Entertainment
d) Waste of time

According to Zichermann and Cunningham (2011), which are the four player types and what
do you know about them?

Correct answer: 1. The explorers, who believe that the experience is the main objective and try
to bring it back to their world, 2. the achievers, who want every time to win in a competitive
environment, 3. the socializers, who like to interact with society, and 4. the killers, who are
like the achievers, but for them winning is not enough, because they do not only want to win,
but also, they want to see the others to lose.

All the people need additional motivation for learning.
a) True

83

The learners should express themselves through e-learning games.

b) False
The lack of appropriate graphic design can easily lead to:

b) A successful implementation
¢) A warm environment
d) An inspiration for the students

In order to capture the learners’ interest, we could use interesting images or animations or
maximize visibility.

b) False

The designer of the game does not need to know the learners’ needs.
a) True

Which are the basic gamified elements used for reward and feedback?
Correct answer: Points, Leaderboard, Badges-Trophies, Levels, Challenges
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9) Why is feedback very important?
Correct answer: Because of feedback, learners are able to know at any time if they are in the
right position. Feedback is also useful for the designer of the gamification because they can
use it to improve the e-learning game.

10) We have to give the learners the chance to fail and to provide them with positive instructional
feedback.
a) True
b) False
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MODULE 7: Assessment Tools for Distance Learning

Introduction

Assessment is a fundamental aspect of student learning instruction, and during Covid-19, VET
schools were not fully prepared to effectively assess trainees and students. Black (1998) defined
three main distinctions of assessment:

e Formative assessment to aid learning.

e Summative assessment for review, transfer and certification.

e Summative assessment for accountability to the public.

In the case of online or distance learning assessment, students’ learning process includes different
types of assessments, ranging from single and multiple-choice quizzes, written exams or essays,
and oral presentations to authentic assessments, including project-based cases, games and
simulations or e-Portfolios. Especially in VET school, which follows a more practice-based
approach on assessment and teaching, it was quite a challenge for VET educators to effectively
assess students. Through a rigorous examination of emerging trends and best practices in the field,
the module will guide educators in constructing a novel assessment method that incorporates
evidence-based assessment strategies and aligns with educational effectiveness and validity
principles. Online learning can be termed a tool that can make the teaching and learning process
more student-centred, innovative and flexible. However, the use of the asynchronous model is a
means to instil active student participation because of the flexibility that offers to students and
often optimizes the learning experience for students. Distance learning has the characteristics of
being open, independent learning, learning anywhere, anytime and based on information and
communication. The asynchronous learning from distance should ensure that the assessment
should involve interaction between teacher and learner, learner and learner, and learners with
media/ learning facilities.

Content

Chapter 1: Synchronous and Asynchronous online learning and assessment

This chapter aims to contribute to the discourse on the differentiated learning methods
in vocational education and training (VET), with a particular focus on using assessment
tools within synchronous and asynchronous modes. The chapter seeks to explore how
these assessment methods can be employed to enhance VET learners’ learning
experience and identify strategies for improving their overall experience. Through a
critical analysis of the advantages and disadvantages of these assessment tools, the
chapter will provide valuable insights into their practical application and pedagogical
implications. Both methodologies fall under the umbrella of distance learning, which
is supported by technological means or “digital learning” (Seyffer, Hochmuth & Frey,
2022). To start things off, synchronous and asynchronous assessments should be
defined.
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Synchronous Assessment:

The synchronous part of each learning procedure during Covid-19 was given through
the digital tools that provided a real-time digital classroom (i.e. by using Zoom or
Microsoft Teams), whereas the asynchronous component was based on videos that
were pre-produced in laboratory conditions using professional video capture or other
video software. The fundamental distinction between synchronous and asynchronous
modes of learning in the context of assessment lies in the notion of "real-time"
evaluation. Apart from that, the distinction between synchronous and asynchronous
modes of assessment lies in the level of temporal flexibility required of learners and
instructors. Synchronous assessment necessitates simultaneous presence and
completion of assessment tasks, which can be accomplished either in-person or
virtually. This mode of assessment typically includes high-stakes, summative
assessments that require immediate feedback, such as exams or quizzes. In contrast,
asynchronous assessment is characterized by a greater degree of temporal flexibility
and affords students the opportunity to engage with course material at their own pace.
This mode of assessment is often employed in online courses, distance learning
programs, and other educational settings that prioritize self-paced learning (Martin et
al., 2021).

Asynchronous Assessment:

In asynchronous learning environments, participants may require more time to refine
and submit their contributions, but this approach is often associated with more
thoughtful and reflective engagement compared to synchronous learning (Hrastinski,
2008). The increased flexibility of asynchronous learning can allow participants to
work at their own pace and provide more considered and deliberate responses,
contributing to deeper and more meaningful discussions. Synchronous learning
environments may foster a greater sense of commitment and motivation among
participants due to the immediate presence and guidance of the instructor, although this
can come at the expense of deeper reflection and engagement (Emmanouilidou, 2012).
In contrast, asynchronous learning allows for a more reflective and deliberate type of
participation, as participants are not restricted by time constraints and can engage with
the course material at their own pace. This flexibility can facilitate more thoughtful and
nuanced contributions, as well as greater individual autonomy and agency in the
learning process. The literature on online learning generally emphasizes the importance
of structured online discussions with clearly defined guidelines and expectations, as
well as well-designed courses that feature interactive and engaging content and flexible
deadlines. Furthermore, the continuous involvement of educators is considered crucial,
particularly in providing personalized and timely formative feedback to learners. Taken
together, these strategies are widely regarded as the most promising approaches to
promoting learning and facilitating successful outcomes in online learning
environments.
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Chapter 2:

Assessment Tools

Over the years, assessment tools have undergone significant changes, and since the
Covid-19 pandemic emerged, schools have had to quickly transform their student
assessment methods. Due to the shift to distance learning, there was a need for novel
approaches to evaluate students, which varied depending on the mode of the module
delivery. Nine most common tools were identified and used to assess students during
synchronous assessments. Online quizzes, which are ideal for measuring learning
results across a wide audience, open-ended/essay questions that encourage critical
thinking and are best suited for evaluating higher-level learning, drag-and-drop
activities using them when learners apply the knowledge in real-life situations, online
interviews in order for students to demonstrate their proficiency in various areas,
dialogue simulations to help learners for real-life conversations with others, online
polls/surveys to capture feedback directly from an audience on their learning
experience, game-type activities that can be considered as fun and not tests, peer
evaluation and review providing feedback in a consistent and structured way and finally
forum posts that are used to interact as part of the learning process, while checking their
comprehension of a topic. The common elements that can be found in these tools are
that it allows students and instructors to communicate using audio, video, text chat,
interactive whiteboard, application sharing, instant pooling, etc. as if it was face-to-
face classrooms (Martin, 2021).

In an asynchronous learning environment, students can be provided with assessments
by sharing the necessary material online and giving them the liberty to conduct research
and finish the task within the given timeframe. To create a valid, fair, and reliable
asynchronous assessment method, it is important to consider the target students' level,
the level of difficulty of the curriculum, and the type of knowledge, skills, and
competencies that need to be evaluated. The level of target students refers to whether
the assessment is intended for students. When designing an exam for students, the
questions should be based on their year of study. By taking these factors into account,
a suitable and credible asynchronous assessment method can be developed.
Asynchronous assessment should be based in three elements in order to be successful.
Flexibility for students which means that students will get the chance to be assessed in
their safe space at any point without any time or place barriers which leads to the second
element which evaluation of critical thinking. Students are required to answer probably
with an open-book format therefore the difficulty of the question paper -which is the
third element- will require high skills of critical thinking, so an answer is not just a
memorization by the book. Asynchronous learning is characterized by the student's
ability to control the time, place, and pace of their learning. This autonomy element has
been found to positively impact students' educational and academic performance by
enabling the use of contemporary methods (Ghilay, 2022). For instance, educators can
assign tasks that require students to listen to a podcast or watch a video relevant to their
curricula at any time and then assess their understanding through recorded responses
in either video or podcast format. This approach fosters critical thinking mechanisms
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by encouraging students to research and read relevant resources and reflect upon
assessment questions. As such, asynchronous learning offers students the opportunity
to engage in self-directed learning and to develop a range of skills that are essential in
today's knowledge-based economy, such as self-regulation, time-management, and
digital literacy.

Despite their distinct characteristics, asynchronous and synchronous modes of learning
and assessment share several commonalities that make them valuable for enhancing the
student learning experience. Both modes offer students the flexibility to attend classes
from anywhere, which is particularly important during crisis periods, such as the
Covid-19 pandemic. Additionally, they provide students with regular communication
channels with their educators and peers, which helps to foster a sense of community
and support. This communication also facilitates the building of networks among
students, enabling them to exchange ideas and knowledge either in real-time or offline.
As such, both asynchronous and synchronous modes of learning and assessment have
the potential to enhance students' learning outcomes and contribute to their overall
academic success.

Therefore, to wrap it up into 2 simple paradigms on what is asynchronous and
synchronous assessment and provide a clear understanding to educators, Wintemute
(2022) described it perfectly. Synchronous learning commonly involves live-streamed
lectures that students attend virtually. In this format, teachers or guest lecturers present
their material through online streaming, and students can ask questions using webcams,
microphones, or chat and message boards. To enhance classroom engagement, video
conferenced discussion groups can be incorporated. These can be set up as smaller
breakout rooms to facilitate direct discussion among students. Asynchronous learning,
on the other hand, typically features pre-recorded lectures that students watch
independently. Teachers post video or audio files and lecture notes online, and then
follow up with quizzes to ensure students have engaged with the material. Another key
component of asynchronous learning is the discussion board, which provides an
interactive experience and space for social learning. In this space, teachers post
discussion prompts and students can ask questions and interact with their peers. Both
asynchronous and synchronous modes of assessment align with the promotion of
learner-centred approaches, which emphasize the importance of personalizing the
learning experience to address each student's unique needs and interests. Therefore,
formative and summative assessments are crucial to capturing learning effectively
(European Training Foundation, 2020). Authentic assessments are becoming
increasingly popular, as they provide learners with opportunities to perform real-world
tasks that may require routine skills or complex problem-solving abilities. These
assessments may take the form of work-based tasks, multimedia portfolios, or other
similar activities. To assess learner competencies, assessors may use rubrics that outline
performance criteria and quality gradations. For assessments with high stakes, such as
certification exams, moderation processes are developed to ensure consistency in
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Chapter 3:

scoring. These moderation processes typically involve multiple assessors
independently evaluating the same responses to establish inter-rater reliability. Overall,
the effective design and implementation of assessments are critical to fostering deep
learning and ensuring that learners acquire the knowledge and skills needed to succeed
in their academic and professional pursuits.

Designing Effective Synchronous and Asynchronous Assessments

This chapter could encompass a range of pertinent topics, including the design of
precise and well-defined assessment criteria, the implementation of authentic
assessment tasks, and the provision of effective feedback to learners. In order to ensure
that assessments are valid and pertinent to the skills and knowledge that students are
expected to acquire, they must be aligned with the learning outcomes of the VET
course. Additionally, a diverse array of assessment types - such as formative and
summative assessments, self-assessments, peer assessments, and those that incorporate
feedback from industry experts - ought to be integrated into VET courses. The use of
authentic assessments is crucial to enable learners to simulate real-world scenarios, thus
demonstrating their competency in practical contexts.

Incorporating asynchronous video into problem-based learning (PBL) is a potential
strategy to enhance the effectiveness of asynchronous assessment. Asynchronous video
has the potential to improve student engagement and provide opportunities for deeper
learning by allowing students to engage with the material at their own pace and on their
own time. Effective PBL videos require clear learning objectives, a structured learning
schedule, and opportunities for student reflection and feedback. Additionally, the use
of asynchronous video in PBL can facilitate communication and collaboration among
students, especially in hybrid learning environments. The exploration and
experimentation of new technologies can further enhance the potential for effective
PBL and improve student learning outcomes.

Problem-Based Learning (PBL)

To achieve a successful and effective asynchronous assessment using asynchronous
video PBL, a VET educator can follow these steps: First, the educator should clearly
define the learning objectives that the assessment aims to achieve. This will help to
ensure that the assessment is focused and aligned with the learning outcomes. Next, the
educator should develop a structured learning schedule that outlines the steps that
students need to take to complete the assessment. This can involve breaking down the
assessment into smaller tasks, setting deadlines for each task, and providing guidance
and feedback along the way. The educator should then create clear and engaging
asynchronous videos that align with the learning objectives and provide students with
opportunities for deeper learning. The videos should be short and concise, with a clear
structure and purpose. To facilitate communication and collaboration among students,
the educator should incorporate opportunities for reflection and feedback. Furthermore,
the educator can encourage communication and collaboration among students through
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the use of asynchronous video in PBL. This can involve creating group assignments,
providing opportunities for online discussions, or using collaborative tools such as
Google Docs or Slack. Finally, the educator should experiment with new technologies
to enhance the potential for effective PBL and improve student learning outcomes. This
can involve using interactive video platforms, gamification, or virtual reality. By
following this approach, a vocational educator can create an effective asynchronous
assessment that engages students in deeper learning, improves their learning outcomes,
and incorporates the benefits of asynchronous video in PBL.

An alternative approach to devising a successful asynchronous assessment strategy is
through the utilization of the design thinking model. Design thinking is a cognitive and
imaginative process that facilitates experimentation, prototyping, feedback collection,
and iteration (Razzouk & Shute, 2012). Plattner, Meinel, and Weinberg (2009)
proposed a design thinking model that is characterized as both sequential and cyclical.
The model comprises two distinct phases - the problem phase and the solution phase -
each containing three steps. The problem phase involves understanding the problem,
observing it, and providing a point of view. The solution phase involves ideation,
prototyping, and testing. The model emphasizes the interaction between the two phases,
where the steps in each phase are interconnected either directly or indirectly.

Design Thinking

To create an effective asynchronous assessment using the design thinking approach, a
VET educator can start by defining the problem they want to address. This involves
identifying the learning objectives, determining the skills and competencies to be
assessed, and understanding the students' learning needs. Once the problem has been
defined, the educator should conduct research to gather information on the students'
learning styles, preferences, and needs. This can involve reviewing previous
assessments and feedback, conducting surveys or interviews, and analyzing data. Based
on the research and observations, the educator should develop a clear understanding of
the problem and define the assessment's purpose, goals, and objectives. Next, the
educator should brainstorm potential assessment methods and approaches that align
with the defined purpose and objectives. This can involve exploring different types of
assessments, such as case studies, projects, simulations, or quizzes. Once the most
promising assessment methods have been identified, the educator should develop a
prototype assessment. This can involve creating a mock assessment or a sample task
that can be tested and refined based on feedback. The educator should then pilot the
assessment with a small group of students and gather feedback on its effectiveness,
usability, and relevance. Based on the feedback, the educator should refine and improve
the assessment until it meets the defined objectives and learning outcomes. By utilizing
the design thinking approach, a vocational educator can create an asynchronous
assessment that is tailored to their students' needs, engages them in the learning process,
and accurately assesses their skills and competencies.
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When comparing synchronous and asynchronous assessment modes, it can be observed
that synchronous assessment is characterized by greater simplicity in its administration
and execution. Synchronous online environments provide students and instructors with
a range of communication tools, including audio, video, text chat, interactive
whiteboards, application sharing, and instant polling, that enable them to interact in
much the same way as they would in a face-to-face classroom setting. These
environments allow participants to engage in discussions, view each other through
webcams, use emoticons, and collaborate in breakout rooms. In higher education,
commonly used synchronous online technologies include Zoom, Blackboard
Collaborate, Elluminate, Adobe Connect, and Webex. Synchronous technologies are
particularly useful for building community or facilitating social learning, as well as for
discussing fewer complex issues, getting to know one another, or planning tasks.
However, synchronous technologies are less flexible in terms of scheduling and require
participants to be available at the same time. On the other hand, they provide immediate
feedback and support multi-modal communication, which can enhance the learning
experience (Martin & Parker, 2014; Hrastinski, 2008). To effective implement
asynchronous assessment in VET, it is important to have clear learning outcomes and
assessment criteria.

To provide a succinct overview, the implementation of effective online assessment
techniques involves several key components. First, the creation of realistic scenarios
that enable meaningful learning experiences is essential. This necessitates aligning
learning objectives with realistic scenarios to ensure their relevance and
appropriateness for the intended audience. Second, the early incorporation of suitable
software tools and platforms is critical for facilitating a seamless and efficient online
assessment process. Additionally, the provision of online mentors who can offer
guidance and support to learners is an important factor in promoting engagement and
improving outcomes. Finally, the delivery of on-site, instructor-based training that is
tailored to the unique learning needs of individual students is vital to ensuring a
comprehensive and effective online assessment experience. By integrating these
elements into their online assessment strategies, educators can optimize the
effectiveness of their efforts and enhance the learning outcomes of their students.

Cutting-edge methodologies

Learning Management Systems (LMS)
A software app or platform that is designed to facilitate and manage the delivery of educational
courses, training programs, or learning content. An LMS provide various tools for content creation,
course administration, and learner tracking, and it enables educators to assess learners’ knowledge
and skills through a variety of assessment methods, including quizzes.
e Canvas: Canvas is a cloud-based LMS that is widely used in the education sector, from
secondary schools to higher education institutions. It provides tools for course creation,
content management, and student assessment.
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¢ Blackboard: Blackboard is another popular LMS used in the education sector. It provides
tools for course delivery, assessment, and collaboration.

¢ Moodle: Moodle is an open-source LMS that is free to use and widely used across the
education sector. It provides tools for course management, assessment, and collaboration.

e Cornerstone OnDemand: Cornerstone OnDemand is an enterprise-level LMS that is
designed for employee training and development. It provides tools for compliance training,
employee onboarding, and skills development.

Gamification
Despite video games being primarily viewed as a leisure activity, they can actually provide a
valuable means of education for students and young individuals. The repetitive nature of gaming
requires players to strive towards completing objectives, utilizing information and skills learned
in earlier stages to progress and overcome obstacles, and persist until the game's ultimate
completion. Consequently, gaming can be a highly effective tool for learning. Gamification is the
use of game design elements in non-game contexts, such as education. Assessment tools can be
used to create gamified learning experiences that engage students and motivate them to learn.
e Kahoot! Kahoot! is a game-based learning platform that allows educators to create quizzes,
surveys, and discussion questions. Students can access these games on their own devices
and compete with each other in real-time.

¢ Quizlet: Quizlet is an online learning platform that allows educators to create flashcards,
quizzes, and study guides for their students. It also has a game mode that turns learning
into a fun and engaging activity.

o Classcraft: Classcraft is a role-playing game that turns the classroom into an adventure.
Students create characters and embark on quests, earning experience points for completing
assignments and demonstrating good behavior.

e Minecraft: Education Edition: Minecraft: Education Edition is an educational version of
the popular game, Minecraft. It allows educators to create custom learning activities and
worlds that engage students in a fun and immersive way.

¢ Duolingo: Duolingo is a language-learning app that uses gamification to make learning a
new language fun and engaging. It rewards students for completing lessons and activities,
and also includes game-like features such as leveling up and earning badges.

Competency-Based Learning

Competency-based learning is an approach where students are evaluated based on their ability to
demonstrate specific skills and knowledge. Assessment tools can be used to evaluate student
progress towards competency goals and provide feedback that can be used to improve their
performance. Competency-based learning can be a highly effective option for vocational education
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and training (VET). In this approach, learning is focused on developing and assessing specific
competencies or skills, rather than just accumulating knowledge. This approach is well-suited for
VET as it allows students to gain practical experience and develop job-specific skills that can be
immediately.
¢ Edmentum Assessments: This online assessment platform offers formative and summative
assessments for VET courses that align with competency-based learning objectives. The
assessments are designed to evaluate student performance across a range of competencies
and provide immediate feedback to students and teachers.

¢ Questionmark: This platform offers a variety of assessment types, including multiple-
choice quizzes, open-ended questions, and performance-based assessments. The
assessments can be customized to align with specific competencies and learning objectives
and can be delivered online for distance learning.

e Classtime: This platform offers real-time assessment and feedback tools for distance
learning in VET. The platform allows teachers to create and deliver assessments that align
with specific competencies and provides detailed analytics and reports on student
performance.

e eSkill: This platform offers skills-based assessments for VET courses, including
assessments for technical skills, job-specific skills, and soft skills. The assessments are
designed to be delivered online for distance learning and provide immediate feedback to
students and teachers.

e ALEKS: This platform offers adaptive assessments for VET courses, which can be
customized to align with specific competencies and learning objectives. The assessments
are designed to identify areas where students need additional support and provide
personalized learning pathways to help students build the necessary competencies.

Case Studies

Covid-19’s Impact on Distance Learning: A Case Study of University of Sharjah Students

Distance learning has had an impact on the teacher-student interactive relationship, and it has been
found to strengthen this relationship, according to research. However, faculty members have
perceived that information in virtual learning environments is not as easily accessible or clear
compared to traditional education. In order to facilitate distance learning, several measures can be
taken to ensure that the experience is smooth and effective. One such measure is to develop
electronic monitoring methods to manage students' attendance during lectures, which could
include a system that reports the number of students who are absent or leave during a lecture.
Additionally, security mechanisms can be put in place to prevent interference or hacking of the
remote learning system. To help students become familiar with distance learning and use it without
difficulty, lecture methods and delivery techniques should be diversified. Furthermore, practical
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training should be made available for instructors to improve their proficiency and flexibility in
using distance learning techniques. To encourage students to engage with technology, educational
and attractive programs such as "Kahoot" can be implemented. Lastly, it's important to motivate
instructors to enhance their relationships with students to overcome the worries and anxieties
caused by the lack of office hours.

Task: Reflective Analysis

Imagine you are a vocational training learner who has recently transitioned to distance learning.
Reflect on your experience so far and address the following questions:

e How has the teacher-student interactive relationship been affected by the shift to distance
learning? In what ways has it strengthened, and in what ways has it posed challenges?

e Discuss the accessibility and clarity of information in the virtual learning environment
compared to traditional education. What difficulties have you encountered, and how have
you overcome them?

e Based on your experience, propose three measures that can be taken to improve the
effectiveness of distance learning. Explain how each measure would address the identified
challenges.

The Task's primary objective is to prompt learners to thoughtfully reflect on their experiences with
distance learning and gain insights into the strengths and challenges of the teacher-student
interactive relationship and accessibility of information within the virtual learning environment.
By answering the given questions, learners will acquire a more profound comprehension of the
impact of distance learning and identify possible measures for improvement. This task aims to
cultivate self-awareness and critical analysis, empowering learners to participate in discussions
and suggest practical solutions to enhance their distance learning experience.

Quiz

1) How can synchronous and asynchronous assessment methods be utilized to enhance the
learning experience of VET learners, and what strategies can be implemented to improve the
overall experience? (350 chars)

2) Synchronous learning involves pre-recorded lectures that students watch independently.
a) True
b) False

3) Which of the following is an example of a Learning Management System (LMS):
a) Kahoot!
b) Quizlet
c) Blackboard
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4) Asynchronous learning offers students the opportunity to engage in self-directed learning and
develop a range of skills that are essential in today’s knowledge-based economy.
a) True
b) False

5) Can you explain what is the difference between synchronous and asynchronous learning and
assessment? (350 chars)

6) Can you describe the differences between the cutting-edge technologies mentioned above?
(350 chars)
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