Active Learning

* Mechanisms for active engagement
with content (including collaboration)

Active « Embedded application
. » Metacognition tasks
Learnlng « Opportunities to present on, as well
as demonstrate, key concepts in
action

Active learning sounds a lot better than passive learning. The latter is akin to listening to the
news while cooking dinner. No doubt, a skilled multi-tasker could recall something of what he
heard, but it’s unlikely that he would feel comfortable navigating the finer details of a foreign
policy debate or offer well-informed opinions on a political campaign based on the news segment
that played in the background. On the other hand, active learning requires the learner to engage
more with content, not simply absorb it.

So, when it comes to learning, what exactly is the opposite of listening to the news while cooking
dinner? Platforms that promote active learning provide opportunities and strategies to support
the transfer of learning from the platform to practice. That means learners have an opportunity to
engage with the material, perhaps stopping that news segment midway through to write a quick
journal entry or discuss it with peers. Active learning also demands that learners reflect on their
own experience of the learning—a process that neuroscientists call metacognition. Metacognition
helps learners retain knowledge, spurs motivation and promotes deeper engagement.

Active learning is an easy sell. What’s not to like? Deeper engagement is a good thing. But just
because a learner engages with the news more deeply doesn’t mean he is better positioned to
speak authoritatively about it during dinner conversation or around the water cooler. Fear not.
Active learning also gives learners a chance to apply what they’ve learned to different
situations—whether it’s around the water cooler, at a dinner party or in a classroom.

On asynchronous learning platforms, this application element of active learning might involve
specific assignments that ask an individual to take what she has learned and put it into practice in
an authentic scenario. Or, it might be rooted in role-playing exercises or simulations that are
embedded in the platform. Active learning also asks learners to teach learned concepts to others.
Explaining learning to others can both solidify understanding and facilitate further learning.
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What do these approaches to active learning look like in practice? Learners using LINCspring or
Digital Promise’s Micro-credential Platform typically submit a reflection as part of the learning
process. LINCspring learners reflect at the beginning and end of each learning “cycle” (multiple
cycles are organized into a playlist). Learners in Digital Promise’s Micro-credential Platform
typically reflect as a part of the submission process to be awarded micro-credentials. For learners
using 2gnoMe, metacognition is supported by an “awareness” summary, which allows a learner
to triangulate how he believes he is doing in the classroom, how he is actually doing in practice

and how peers see his practice in the real world.

PART 3: EDUCATOR REFLECTION

Prompt

How well did your lessons and activities meet your goals, and what strategy
did you use to measure your lesson’s effectiveness? How might you
differentiate and/or modify this lesson in the future?

Response (If response includes attachments, please upload or link in part 2 and make a note below.)

Enter your response

Assessment Rubric (Hide)
Section 1

Passing
Passing submi show thoughtful n of the impact of the lessons and activities
on the abilities of students to plan for geographic research and data collection

Not Passing
Submission does not meet passing requirements.

PART 3: REFLECTION

Prompt
What did you learn from working on constructive conversations?

Response (Please keep response to 300 words. If response includes attachments, please upload or
link in part 2 and make a note below.)

Enter your response

Assessment Rubric (Hide)
Section 1

Passing

Reflection clearly and convincingly discusses the impact on student interactions, classroom
discussions, and student learing. The educator reflects on what worked and what did not work,
and how they can continue to engage in constructive conversations with their students in the
future.

Not Passing

Submission does not meet passing requirements.

Two examples of reflection prompts and assessment rubrics on Digital Promise’s Micro-credential Platform (Source:

Digital Promise)

Post-Cycle Reflection: Connectivity in PBL

Please complete the reflection after you run the connectivity lesson in your class. Upload the lesson plan here to
complete the LINC learning cycle on Connectivity in Learning!

My students clearly understood the expectations.
My students worked together using the collaboration rubric.

Some students had difficulty with collaboration.

My students stil worked mainly independently on their own devices without much collaboration,

cycla?*
1 was able to connect my students with peers outside the class to enhance their learning.
| was able to connect my students with an expert outside the class to enhance inuiry learning.
| was able to connect my students to our school community members to enhance inguiry learning,
1 am still working to connect my students beyond the class to enhance learning.

Other:

that apply)

An example of a reflection in LINCspring (Source:
LINCspring)
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An example of an “awareness” summary in 2gnoMe
(Source: 2gnoMe)
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Many platforms now allow learners to apply strategies to real-world situations. BloomBoard’s
learning platform is built around this concept, asking users to take what they have learned, apply
it in the classroom and then collect evidence of their implementation to be submitted to a
third-party reviewer. BloomBoard asks learners to submit videotapes of their classroom
applications. Another platform, VRsatility, geared toward teachers, is still in the pilot phase. With
VRsatility, learners engage in virtual reality simulations that are user-driven and provide
opportunities for self-reflection. Participants use their self-reflection to improve future in-person
student and adult interactions based on learned concepts and strategies.

Reflecting on learning experiences, applying learning to real-world scenarios and teaching others
are all part of the active learning process. And a variety of asynchronous learning platforms are
increasingly developing features to support learners through the process.



