
More Than Click 
& Submit: How to 
facilitate 
interactive 
learning online



Who Are We?



Today’s Objectives

1 Define Active Learning

2 Analyze the outlined strategies & methods

3 Identify opportunities for interactive content

4 Implement resources & strategies within your own setting



Defining Active Learning

Smart Sparrow. (2018). What is Active Learning? Retrieved March 05, 2021, from https://www.smartsparrow.com/what-is-active-learning/

DEFINITION:

Learning that encourages students to actively engage 
with the content, rather than passively consume it. 

Passive 
Learning

A voice over PowerPoint 
lecture on deadly diseases

A provided image of a 
cell which is already 
annotated

Providing a video to watch 
without incorporating 
prompts or discussion

Active 
Learning

A discussion on which 
diseases students have 
heard about and in what 
context.

Providing the un-labelled 
image of a cell for 
students to explore and 
annotate themselves

A simulation which reacts 
to student interaction or 
pauses to ask formative 
questions



Interactivity Tied to QM Standards
• 4.1 The instructional material contribute to the 

achievement of the stated learning objectives 
or competencies.

• 4.4 The instructional materials represent up-to-
date theory and practice in the discipline.

• 5.1 The learning activities promote the 
achievement of the stated learning objectives 
or competencies.

• 5.2 Learning activities provide opportunities for 
interaction that supports active learning.

• 6.2 Course tools promote learner engagement 
and active learning.

• 6.3 A variety of technology is used in the 
course.

Quality Matters. (2021). Course Design Rubric Standards. Retrieved March 05, 2021, from https://www.qualitymatters.org/qa-resources/rubric-standards/higher-ed-rubric





Content Analysis Workflow
Original 
Content

Instructor/SME

Level 1
Visual text

Level 2
Multimedia

Level 3
Immersive

Analysis
Learning Designer

• audience/learner personas
• learner challenges
• SME familiarity/comfort with 

technology
• how often would the content 

change or need to be 
updated



The Three Levels

Level 1
Presenting text-based 
information in a visual, 

engaging way

• Timelines
• Customized graphics
• Infographics
• Customized PDF’s

Level 2
Working through & working with 

the content

• Interactive videos/animations
• Gamification

Level 3
Creating an immersive 

experience

• 360 videos
• Virtual & Augmented Reality 
• Branching Scenarios



The Original 
Content
• Physical Education course 

covering the history of sports
• Dates & significance were 

written in a word document
• Edited into a clearer outline
• Analysis





Solution: Level 1 - Interactive Timeline



The Original 
Content

• Education course focused on 
psychoeducational 
assessments of exceptional 
students

• Text-heavy Word document
• Detailing the assessment

experience of a young student
• Cognitive overload 
• Limited opportunity visualize & 

interact with content & data
• Analysis





Solution: Level 2 - Animated Case Study



The Original 
Content

• Behavioral health & addiction 
treatment course

• Students provided with a 
written case

• Occasionally students in a 
face-to-face setting would 
take on the scenario roles & 
act them out

• Instructor wrote out a scenario 
including potential responses 
to select from

• Analysis





Solution: Level 3 - Branching Scenario



The Original 
Content

• Social work course focusing on 
case management

• Finding the Strengths
• How do we make this digitally 

engaging and interactive?
• Analysis





Solution: Level 3 - 360 Search & Find



VS

Tools

FREE LICENSE REQUIRED

• PowerPoint
• Genially
• Canva
• Powtoon
• H5P

• Kaltura
• Camtasia
• Articulate Rise
• Articulate Storyline
• Vyond
• BranchTrack



Questions

cv?

cv?

cv?

How do I determine levels?

How long does the analysis take?

Favorite tools?
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