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WLearning Analytics

Data+Analysis+Action

PPT, Excel, Visme, Prezi, Canva, Venngage,
Beautifulai. Slidebean, Infogram, Mindly,
Visual Coggle

Camtasla, Adobe Spark. iMovie, Canva,

Alitu, PodBean, Spreaker Studio, Anchor,
Auditory Descript

Instructional Design

OpenLearn, OASIS, MERLOT , OER
Commeons, OpenStax College, QUBES,
Open SUNY Textbooks, Lumen Learning,
Libriviax, Project Gutenburg, Critical
Reading/\Writing Commans

WVARK Learning Styles

Mentimeter, Wooclap, Quizlet, Kahoat,
Padlet, Cornel| PhET Science Simulations
Mission IS5, National Geagraphic Explare

VR, Ecosphere, The Bady VR, Titans of
Kinesthetics Space PLUS

Design technalogy is about people first
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Course opening Assessment of learning Interaction and community
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Digital Cumiculum Plan: Feedforward Future Mo judgement
obtaining non-degree cartification or
competency in a specific area of skill or
knowledge, often in smaller and shorter
segments than the typical college
Knowl edge degree—is certainly nathing new or
WMicrocredentials groundbreaking.
Framework
Credential issued and hosted digitally.
Includes enline diplomas, degrees,
Alternative Models of Curculurm and DIGITAL CREDENTIAL cemifications, or licenses,
Accreditation
Digital badges can provide focused goals,
Type of digital credential Represents challenging tasks, clear standards,
achievementsof learning, skills, and/ affirmation of performance, novelty,
orcompetencies. chaice, and authenticity.
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Different Types of Education woic _
Achievernent Goal Theory
Vygotsky Secial constructivism
Serious Came educational game Learner-centred
Humanistic Approach: Abraham Maslow
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Where they are/ Where they will be
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Trust, Risk and Security Management
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¥Iimmersive Learning VS Experiential Learning

Augmented Reality
AR}

Immersive Learning Design
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immersive technalogy

Extended Reality (XR)

Hologram

Digital Game-Basad Learning|DGBL

Instructional design and basic
pregramming HTMLS Hyper Text Markup Language

Moodle / PHE Hypertext PreProcessor
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