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| hear and | forget;
| see and | remember;
| do and | understand

-- Confucius
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TL;DR

IPT Challenge Unicorder Method and System allow
learning by doing things and (visually) logging about that

+ lot more things such as:

AReal time monitoring of | ea

A Providing immediate feedback and rewarding significant
student so achi evement s

A Commencing support actions when needed
AAdapting the difficulty of
A Facilitating storytelling by automatic story-line publishing

J_JUU _OUOUOU _UU _UU_



Agenda for This Session

A Active learning in context: Situated, 5 complete action:2
Project & Problem-based Learning

"8 Please enter status text and picture

A Blended learning: tracking and
feedback problem

A IPT Unicorder Integral Game-Based
Learning Design (IGBLD) Method

A IPT Challenge UnicorderE System
A Preliminary results

A Conclusions
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The Problem

A A fundamental problem of traditional lectwieased
education is that theearning process is eaggregated
FNRY AGa I (dahdarfificiadlyf A TSé€
Implanted intoclassroom settings

A Often there is anismatch between the skills needed
In reallife and knowledge taughtCTc increasingate
of technologychanges.

A Education should be teaching studemhtsw to learn,
think and collaborate effectivelynstead ofjust
transferringknowledge
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Why Active Learning?

A Active Learning (AL) i collaborative learning,
problem/project-based learning, situated learning,
learning by discovery, etc.

A AL advantages i positive motivation, deep learning, long
term retention, lifelong learning, taking responsibility for
own development, increased transfer of skills

A Results from US President's Council of Advisors on
Science and Technology report "Engage to Excel" 7 AL
rises attendance from 57 to 75 percent, engagement
from 45 to 85 percent, and ithe students learned twice
as much based on test results as the students in the
traditionals ect i ono.
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High Quality Blended Learning (HQBI

A HQBIlblends not only traditional classrooactivities
with computerbased/mediatedones, but aims to
achievecoherenthigh quality Learning ExperiendeX)

A What should be blended@learning technology +
different capabilities (affordances), aspects,
perspectives, principles, and typesauftivities.

A Modelsand practices for blended learning deliveyy
aFf ALILWISR Of FaaNR2Yés aad

ABasisfof YA O2 NRS Nu -BasedEehmihgt
Method (IGBLDproposed
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Unicorder Integral GamBased Learning
Design (IGBLD) Method

Dynamic
Assessment
Situated Blended
Learning ‘ Learning
Gamification l " ZPD
Discovery Extreme

Learning Programming
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A Allhuman activities can be
modelled (reframed) as games

A Games arénteractive
simulationsin physical, virtual or

augmentec

A Gamesnvo

reinforcementcomponent, as
well asaffective (emotional)

realityenvironments

velearning/

component.
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Gamification and GamBased Learnm

A Better motivation through enjoyment and pleasure

A Interactivity, immediate and rewarding feedback;

A Effective learning through intense emotional involvement
A Continuous challenges pushing learners' abilities

A Structuring learning experience through we#fined rules
A Fostering communication and interaction

A Personalized & adaptive learning process

A Learning from own mistakes

A Creativity and imagination development by problem solving
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GameBased Learning Is Holistic

a Levery job that must be done,
there Is arelement of fun
You find the fun and snap! the

0"«0@

jobis a game € %\3 |
motlvatlon' 0

-- Mary Poppins M
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Image sourcehttps://blog.iterate.no/2013/10/31/hitchhikersguideto-gamificatior
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Games are Most Natural Form of Learn
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Cybernetics

Output
Input _[> utput

B

A branchof mathematics dealing with problems of
control, recursiveness, and information, focuses on
forms and thepatterns that connect

-- GregoryBateson




Pleuroma and Creatura

A Pleuromac includes the
external natural thingsssuch
(continuous and analqg

A Creaturac their reflection in
the mind (ideas, models and
representations describing
differences in the form of
discrete information).




