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VORTRAGS

Hochschule
Digital 2019

Technologiegetri
ebene
Innovationen

Didaktische
Innovationen

Innovationsraum

Die digitale Gesellschaft
Zum Primat der Padagogik
Innovationstypen

Al in der Bildung
Virtuelle Assistenten und Feedbackwerkzeuge

Learning Analytics

Ortsbasiertes und kontextualisiertes Lernen

Erfahrungsbasiertes Lernen in neuen Lernrdumen und
Makerspaces

Technologie als Trojanisches Pferd?

Offene Innovationsrdume fir mediendidaktische Innovationen



DIE DIGITALE GESELLSCHAFT

JThe term ‘digitised society’ refers to a society that is
dependent on digital technologies, software, platforms,
media and social and digital networks for interaction,
connectedness, both at work and in people’s everyday
lives. This implies a society characterised by an ongoing
and increased digitisation and more advanced

technologies.”
Fransson, 2016
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ovationsprozesse

|
Padagogik kommi

Ny Illustration von Katharina Bitzl. In: Siddeutsche
vor TeChnlk Zeitung Nr. 52 vom 03./04.03.2018 via Axel
Krommer



3 TYPEN VON INNOVATIONSPROZESSEN

Innovationen
entwickeln sich....

auf der Basis von auf der Basis
technologischen didaktischer
Erneuerungsprozessen Erneuerungsprozesse

auf der Basis konkreter
Probleme der Praxis
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i Teacher

Is responsible,
is decision-maker

A

v
Student

Is responsible,
Is decision-maker
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(BETTUNG IN
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Innovating % PR
Pedagogy il i s B EDUCAUSE
2019 B U R EDUCAUSE Horizon Report | 2019 Higher Education Edition

Exploring new forms
of teaching, learming
and assessmeont, to
guide educators and
policy makers

Open University
Innovation Report 7

TRENDS UND INNOVATIONEN DER
BILDUNGSTECHNOLOGIE
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I B? > KUNSTLICHE INTELLIGENZ IN DER
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. In the course of
ing, AlphaGo
‘somehow taught the world
completely new knowledge

about perhaps the most
studied and contemplate
game in history.



she

goals corre ncreases the chance it can
understand and pe omplicated tasks. Our agent
can then decide by itself about its current ‘intention’, i.e. which
goal to pursue next.

%




VORHERSAGEMODELLE
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* Vorhersage der Drop-OzX

Chancen auf Basis von
Daten aus Online-
Systemen

* Gezielte Interventionen
(auch analoge), um
Lernern vom Abbruch
abzubringen

Ortigosa, Carro, Bravo-Agapito, Lizcano,
Alcolea, & Blanco, (2019)
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=1
Pretend assay: 10 kentical paragraphs

hum, S. B., Sandor, , D., Twiner, A., Richardson, J. T.,
Bass, R., & McWilliams, M. Id, D., & Pulman, S. (2017, October}.%
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a) Write a blog entry  b) Reading a pocket-  ¢) Listening foreign d) Watch MOOC

at coffee time when | book in waiting language podcasts in videos in tablet on

arrive to work tmes car transitions the coach in com-
mercial breaks

C e b i

Blogging

' N B2 level in Dutch
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\ Programmng
eax ’
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learming activity configured by the user by goals mated VS invested for a

goal in & week

Fig. 1. Binding goals to NFC-tagged learning environments with 3LHub
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/ Tabuenca, Kalz & Specht, 2014



LEARNING ANALYTICS FUR
DATENGETRIEBEN INTERVENTIONEN
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awareness

(self-)reflection questions

sensemaking answers

behaviour change
new meaning

Verbert, K., Duval, E., Klerkx, J., Govaerts, S., & Santos, J. L. (2013). Learning
analytics dashboard applications. American Behavioral Scientist, 57(10), 1500-




Student Nemtes
‘ Buctogy of Cefla ang Organarm

Corrin, L., & de Barba, P. (2014). Exploring students’ interpretation of feedback delivered
through learning analytics dashboards. ASCILITE 2014. pp. 629-633.




Student Performance

Aljohani, N. R., & Davis, H. C. (2013). Learning analytics and formative assessment to provide immediate
detailed feedback using a student centered mobile dashboard. NGMAST 2013, pp. 262-267. IEEE.
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Analytcs Bernardo

Analytics | Yardstick Reports
Overall distribution of time by assignment

e 11§11
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a student 1o the keaming trates activities in a course trases activities in a
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My time (violet line) vs. My time (viokt line) + b) Piechart, Time devoted to
collcagues” time (black fing)  collcagues’ time (red cach Icaming activily
My scacher’ estamanis
hinc)

REFLEKTION IM
LERNPROZESS

Accumulated time for this task Accumulated time for thes task
Introduction Lecture GIS cowrse

03:00:21 03:01:12
Begn Tha 130 1/204
. - - -
1.1 Knowing GIS
P Biock 1 {Self study] & -
Bege Tha, 13/31/3014
2.1 Abstraction and perception
Bock 2 |Seif-study]
Bege Fa L& 12004
2 2 Geometry
P Bock 2 {Seif-study]
Do Fri LAY L04 ~ -~
2.3 Getting 10 know ArcGIS /
> Geoteferencing 3
Wock 2 Proctal) 00 Pre t
Dege Fi LA 12014
Abstraction & Representation
P ock 2 Recture)
Do Thu, 20/11/2014 v v
2 A Representation and implementation Weshary Matory
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2.5 Examples of implementations —

d \

Tabuenca, Kalz, Drachsler,
a) Yardstick comprising the b) Check-in: Tap to start b) Check-out: Tap to stop & S pec h t, 2 O '| 5

activitiers <cheduled in the learnine activity 2 1 Ab. learnine activity 2 1 Ab.
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/}Alfred North Whitehead (1929)



Sc cast-O-Matic.com

Ternier, Klemke, Kalz, van
Ulzen, & Specht, 2012
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Excursion Opdracht 7

Op bijgaande tekening kun je zien hoe
Brunelleschi's ontwerp voltooid had
moeten worden. Bedenk dat de geleding
ervan 'klassiek' wordt genoemd; hoe uit
zich dit dan?

Maak van deze hoek zo goed mogelijk
een foto en spreek in vijftig woorden in
hoe hij de hele gevel heeft geleed.

‘I’ /!\ @ Ry C#111:32am

Answer question

=]

Add Picture

00:00.0
[ Start Recording j
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Welkcome to the Minderge Game!

Welcome 10 the game that helps you become @@
the greenest employee of the Open Universiest!

“wuus Mindergie

The garmw = played using the ARLearn app
deoveloped By Shefasn Termier working at
CELSTEC wWithen the app you will mainly use the
and ™he Sack bution of your phone 10
nirigate arcund. From Bime 1o leme you will also
make use of the budt-in camera and
microphone a3 well as a web browser

Al game messages will appear in the Ast you
will see when closing this message by using the
Kack buttion. Some messages open
stoematically (hke Ths cne) while others open
whaen you chick on them Once you cpered &
message it will grey out in B st But stay thees
until the end of the game

Some messages wil ask you 10 provide either
an answer 10 3 guestion recording an audio,
take 3 picture, or even capture a short wdeo
When using media, simply add or record it and

[N

Great you found the Mindergee flags. The firstgy
thing you have to do heee is 10 find the small OR
code attached 10 the “Athabasca’ flag pele.

When you found it, simply press
the scan i below and use your
Camera S0 scan the code

Kalz, Borner, Ternier, & Specht, (2015)




Energy consumption week!weekend
- Bt B eadema

Electricity consumption in kWh
B Anabasis B Miona hta B Vron Kaymnes
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Innovativen Design von

Lernumgebungen (Byers, Imms,
Mahat, Liu, & Knock, 201 8)




RETROFITTING VON LEHRRAUMEN

Korrelationen zwischen der Innovation der Lernraumgestaltung und
der Einstellung, Motivation sowie dem Lernerfolg der Lerner (Byers,
Imms und Hartnell-Young, 2018)
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{ Abb. 1: Eigenschaften von Makerspaces SROXDErger, 2015
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Digitale (und herkommliche)
Werkzeuge stehen zur
Verfiigung - d.h. 3D-Drucker,
Internet, Computer, Laser Cutter
USW.
Eigenschaften Arbeit am Produkt, Prototyp
von steht im Vordergrund: Konkret,
Makerspaces auch manuell.
Offene Strukturen als Basis
in Bezug auf Kooperation,
Zielsetzung, Organisation,
Austausch, Teilnehmer/innen
und Hierarchie

Schon, Ebner & Grandl 2019

Makerspace als Raum der selbst-
organisierten Lernerinnen und des
™~ informellen Lernens

Makerspace und Unternehmen: \
Innovationsentwicklung, Start-Ups
und organisationales Lemen Makerspaces
O aus Perspektive
der Erwachsenenbildung

~

Makerspaces als alternative
Bildungseinrichtung und
Raum fur soziale Innovation

Makerspaces
in den traditionellen {
Bildungseinrichtungen \

Makerspaces als
erweiterte Lernwelt in einem
weltweiten Netzwerk

MAKERSPACES



HOCHSCHUE ALS OFFENER E

INNOVATIONSRAUM
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Rabin, Kalman & Kalz (accepted)







INNRY VA=

technology as a product of human agency

technology as a medium of human action

institutional conditions of interaction with technology
Human agents institutional consequences of interaction with technology

Figure 2: Structurational model of technology (Orlikowosk1, 1992)




Digital capability and teaching excellence:
an integrative review exploring what infrastructure

and strategies are necessary to support effective use
of technology enabled learning (TEL)

D)

Yet at the core the purposes of universities and of advanced learning
remain in many ways unchanged: developing understanding at the very
highest level through the engagement with the most current knowledge
about a field and the most sophisticated methodological tools available.
One of the most pressing of questions for university academics is,

therefore, to think in challenging and applied ways about the relationship
between digital capabilities and teaching excellence.

Austen, Parkin, Jones-Devitt;
McDonald, & Irwin (2016)



ALLGEMEINE EMPFEHLUNGEN

® Breiteres Verstdndnis von

digitalen Skills ist notwendig

® Technologie alleine ist kein
Transformationsfaktor fur

bessere Lehre

® Vermeidung eines

technologischen Determinismus

® Keine Silos von Expertlnnen,
sondern ein breiter Diskurs unter

Lehrenden

Austen, Parkin, Jones-Devitt,
McDonald, & Irwin (2016)



POSITIVE EINFLUSSFAKTOREN

® Digitale Skills als Teil der

Hochschulstrategie

® Inklusive Ansdtze: Umgang mit
Widerstand

® Foderung und Anerkennung von
digitalen Skills

® Professionelle Entwicklung der
einzelnen Lehrenden muss im
Mittelpunkt stehen

Austen, Parkin, Jones-Devitt,
McDonald, & Irwin (2016)
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