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Goal of this presentation

You are able to…

- Identify appropriate methods and media to reach different learning goals. 

- Discuss characteristics of different approaches in a systematic way.

- Select the most promising approaches in your team.
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Analysis, Synthesis & 
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aspects of a subject, combine them 
meanignful way and evaluate an 
artefact. 

Supporting access Supporting interaction Supporting collaborationFunctions of media

stud – tutor 
(1:1)

Self-directed learning

                

Interaction

Problem based 
learning 

Cooperative learning

Programmed Instruction

Lecture

Tutorial

Role play

peer – peer ( – tutor)
 (n:n)



C
on

fe
re

nc
e 

so
ftw

ar
e 

/ F
or

um

Si
m

ul
at

io
ns

 /s
tr

at
eg

y 
ga

m
es Wiki

Creation of 
blogs and 
podcasts

Online Presentation
(text, image, video 

etc.)

Functions of media

Interaction

Podcasts 
(lurkers) Blogs

(lurkers)

O
nl

in
e-

Tu
to

rin
g

Webbased Training

O
nl

in
e-

Se
lf-

A
ss

es
sm

en
t

Podcasts 
(active)

Blogs
(active)

Knowledge & 
Comprehension
Learners remind terms and can 
reproduce them. L. comprehend 
terms and can explain them.

Application
Learners can apply their knowledge
 

Analysis, Synthesis & 
Evaluation
Learners are able to analyse key 
aspects of a subject, combine them 
meanignful way and evaluate an 
artefact. 

Human –  machine Human-human

Supporting access Supporting interaction

stud – tutor 
(1:1)

peer – peer ( – tutor)
 (n:n)

Supporting collaboration



Functions of media

Interaction

Knowledge & 
Comprehension
Learners remind terms and can 
reproduce them. L. comprehend 
terms and can explain them.

Application
Learners can apply their knowledge
 

Analysis, Synthesis & 
Evaluation
Learners are able to analyse key 
aspects of a subject, combine them 
meanignful way and evaluate an 
artefact. 

Human –  machine Human-human

Supporting access Supporting interaction

stud – tutor 
(1:1)

peer – peer ( – tutor)
 (n:n)

Supporting collaboration



Examples of evidence from ICT-supported VSD

1. Augmented reality: improvements in the final test in an engineering subject 
(Cubillo et al., 2015/Spain)

2. Computer-based game with scaffolding and groupwork: «higher order thinking 
skills» in management (Yang, 2014/Taiwan) 

3. Web-based, problem-based learning: Increased computing skills of low-
achieving vocational students compared with traditional lectures (Tsai 
2013/Taiwan)

4. Virtual kitchen: better as workbook and as beneficial as real kitchen (Brooks et 
al. 2002/ UK)

5. Web-based learning with group work & instructors’ feedback: improved  learning 
outcomes (Inayat 2013/Pakistan)
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