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Agenda

What can trainers do to

create a great learning

experience for face-to-
face training?

How do trainers reinvent
g J0O0d classroom practice
(physical and virtual)?

Training delivery
methods

What can trainers do to
make online training
attractive and more

Interactive?




Deliver training
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Training delivery methods
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Training delivery methods

Distance course that offers
activities that the student
performs at their own pace,
within a defined schedule.
The student is supported by
a teacher and in interaction
with his cohort

e Physical presence not
required,

e Online presence at set
time not required.



Synchronous



How do tralners relnvent

(phyS|caI and V|rtual)’?




Text and images

Coanitive Theorv of Multimedia L earnina
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Multimedia
content

When using multimedia resources to support learning, it is important to
consider cognitive load.

Cognitive load theory suggests that memory has several components. First,
sensory memory transiently collects information from the environment. This
information is selected for temporary storage and processing in working
memory, which has a very limited capacity.

The processed information is ultimately encoded in long-term memory. Since
working memory is limited, the student must be selective in the
information that comes from sensory memory. This has very important
implications when using multimedia educational resources.



Offer interactive activities



Benefits of interactivity

« Verify students’ prior knowledge (eg survey);

» Break the monotony of a lesson and rekindle attention (eg ad hoc
questions);

» Punctually diverting the attention of students, in order to take a break
(eg image with clickable areas integrated into text);

» Work on a specific notion (eg in a simulation);

» Support student engagement by keeping their interest and
motivation;

» Promote retention of acquired knowledge (eg quiz, ideally repeated at
intervals);

» Foster the development of high-level skills (Metiri Group, 2008; eg in
an interactive case study).




Interaction tools
Announcement (news)
Blog
Instant message
Email

Audio-video exchange

Emoticons, raised hand

Tools for interactivity

LMS

X
X
X
X

Videoconferencing Cloud

Blogger, WordPress
X MS Teams, Skype, Remind
Gmail, Outlook Live

X MS Skype, Google Hangouts, Apple Facetime, Facebook Messenger

X hand handhand



Use of voting boxes







Collaborative
work tools



Invite and prepare students
for a synchronous course

e |tis suggested that you write an emalil to
all your students a few days before a
remote meeting. O

o |t can also be useful to provide the
netiquette that prevails in the course up
front, before the meeting. This is a
reminder of how to behave in a

synchronous classroom. |




Netiquette

example
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Capture the attention of your audience




Capture the
attention of
your
audience

Integrate activities and engage students at certain
Intervals.

In some videoconferencing tools, a functionality to
create sub-groups is available.

This allows you to create workshops where
students can get involved in an activity with some
of their colleagues.
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*Be brief

 Prepare yourself well
* Glve structure
 Prepare the students

Practical « Give short homework before and
advices after, and demand that it be
submitted to you

e Use the online resources available '

/
7

Kirschner, P. A. (2020, 30 mars). Tips for effective teaching if







Pedagogical methods

Design the course syllabus in advance and present it to
students during the first session of the course

Use one of the following teaching methods:

1. Classroom Feedback Techniques (CRT)
2. Project-based learning (PBL)

3. Reverse class (RC)

4. Simulation (serious game)
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Classroom Feedback
Techniques (CRT)



Project-




Reverse class
(RC)

@,

The reverse classroom is a mindset, a way of
rethinking face-to-face time with students in
order to optimize it.

Its interest is:;

 outsource the transmissive part that
previously took place during lessons.

 to use the free face-to-face time with
students so as to support them in the
"difficult” part, that of learning.



A serious game or applied game is a game designed for a
primary purpose other than pure entertainment.

The "serious" adjective is generally prepended to refer to
video games used by industries like defense, education,
scientific exploration, health care, emergency
management, city planning, engineering, and politics.

Serious games




What can trainers
do to make online
training attractive
and more
Interactive?
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Thank you!



