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Workshop programme

MOOC examples

Support at the TU Delft
Blooms taxonomy

Full Reality / Virtual Reality / Augmented Reality / Mixed Reality

Blooms taxonomy «—— Learning activities that you can do, using different realities
Discussion
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Feedback video for week 1
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MOOC participants:

2D platform: Sketchdrive |::> give comments and do
peer reviews at home




Models in Architecture intro video
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The AR & VR Learning Experience Canvas

Learning Activities =

What are the learning outcomes?

Is it a collaborative or individual activity?

What are the tasks? Describe them step by step.
How much time is needed to carry out the task(s)?

Resources

Nyl

What resources are needed to create the activity?
What do learners need to carry out the activity?

Tools (software apps)
Equipment/Devices (camera, smartphone, tablet)
Cardboard

Partners

@

Who are your partners?

What expertise will they bring?

How will they contribute to the project?
Are there other stakeholders involved?

Title:
Authors:

Value Propositions @

Whatis the value for the learning process?
Does it solve any issues?

What does it improve?

What opportunities does it unlock?

Date:

)

Will learners be content (1) consumers or (2) producers?

Content

(1) What content will be provided for learners?
(2) What will learners create?

Channels (co))

How does the learner access the activity?
How are the artefacts/products shared?

Learners

For whom are we creating value ?

Costs

Staff and stuff

What are the most important costs in
developing this activity?

I3
TUDelft

Assessment

How are the outcomes of this activity assessed?
How will the overall experience be evaluated?
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Constructive alignment

Learning objectives

By the end of Learning activities

this course
students will |What actions will Resources
be able to... |Students perform to A
meet the objectives? What can | reuse?
; . What do | need to :
Discussion, case- produce? How will

, students be
Textbook, video, |[zssessed?

animation, article,
website, etc.

study, exercises,
group work, quiz, peer-
review, etc.




Creating a course :

e Learning objectives
e Assessment
e Activities

advice to the most complete list
navices. of activities.
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representations
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Activity for you

Relate the different levels of Bloom’s Taxonomy to VR/AR/MR

For example:

the learner is able to apply

the comments from the Mixed Reality
feedback video

in their own peer reviews
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LEARNING ENVIRONMENT
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