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RECTOR’S WELCOMING SPEECH

The Honorable President of eLearning Forum Asia,
Distinguished keynote speakers,

Distinguished presenters, guests, and participants,

Very good morning from SCU campus, Semarang

It is an honor for me to welcome you to the eLFA 2021 international Conference hosted by
Soegijapranata Catholic University in collaboration with eLFAsia and the United Board of
Christian Higher Education in Asia.

The theme of the conference on “Augmenting the Virtual Environment: Technology -
Innovation - Humanity is in line with the work theme of our university, “Inflamare Humanitate”.
The advancement of technology, and the current innovations should not neglect humanity. The
theme is also relevant with the current condition in which technology has been a powerful tool
to improve human’s quality in all aspects of life.

This forum will allow educators and technologists to share virtual experiences, teaching innovations,
and other enlightening ideas in teaching and learning process. From the committee I heard that
550 participants from 15 countries will join this two-day conference. I believe the ideas shared
by all presenters will significantly contribute to all disciplines especially for the improvement of
teaching and learning quality.

I congratulate the committee who have organized this event. I wish you all a fruitful conference.

Thank you.

Dr. Ferdinan Hindiarto

Rector of Soegijapranata Catholic University
Indonesia
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WORDS OF WELCOME

Welcome to eLFA2021!

On behalf of the eLearning Forum Asia, I am pleased to welcome everyone from around the
world to our annual flagship event. For our 16th year, we are delighted to have Soegijapranata
Catholic University as the host. Eventhough most of us are not on-site due to the pandemic,
the technology that we have emphasized since our establishment of the Forum is currently
playing the big part to virtually bring us together. This is truly reflected by the theme;
“Augmenting the Virtual Environment: Technology - Innovation - Humanity”.

World-renown speakers from around the globe are invited to our conference. Their
perspectives and wisdoms are to be shared and discussed in the contexts that are relevant
to our evolving nature of education. Furthermore, exchanges of idea from participants are
going to bring us up to speed in this converging world. My personal respect and thanks goes
out to all of you.

Finally, I would like to also thank SCU for hosting this year’s event. While this is our first
time in Indonesia, I truly believe this will not be our last.

Thank you everyone for your presence and participation at eLFA2021!

Patrachart Komolkiti, PhD
The Chair of eLFA2021
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WELCOME REMARKS

Distinguished guests,

Dr. Patrachart Komolkiti, the President of eLearningForum Asia

Kevin Henderson, the Director of Digital Content and Programming, United Board
Dr. Ferdinand Hindiarto, the Rector of Soegijapranata Catholic University,

Distinguished invited speakers, Prof. Dr. Budi Widianarko, Dr. Albert Chau, Dr. Aaron Loh,
Prof. Dr. Ridwan Sanjaya,

Conference presenters and participants,

Very warm greetings from SCU Campus, Semarang, Indonesia

On behalf of the organizing committee, we welcome you to eLFA 2021 Conference “Augmenting
the Virtual Environment: Technology - Innovation - Humanity”. We are honored to host this
conference with our partners, eLearning Forum Asia and the United Board of Christian Higher
Education in Asia.

This year’s theme provides a reflective space for educators and technologists to take stock of the
rapid advancement of technological and educational movement and to consider the challenges
and opportunities to students and institutions of learning in the future.

We are thrilled to see the enthusiasm of all presenters and participants coming from all over the
globe for this conference. We received 166 conference abstracts, 44 eLFA award proposals, and
550 participants from 15 countries have registered for this conference. There will be 149 parallel
presentations of the accepted abstracts during this two-day conference. I believe all the topics in
those sessions will give enlightenment and benefits for each of us.

I would also extend my gratitude to all the keynote, plenary, and panel discussion speakers for
their willingness to share their expertise, experiences, and thoughts in this conference. The
committee is also thankful to sponsors and all parties which have been helping us in making this
conference happen.

To all the committee members, my appreciation and thanks for all the hard work in the last 10
months. Organizing this conference is indeed a valuable experience.

Finally, I wish you all a fruitful conference. May all the glory be to the Lord. Thank you.

Dr. Heny Hartono
The Chair of eLFA2021 Organizing Committee
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PROGRAM SCHEDULE

Jakarta Time Details
(UTC+7)
09:00-09:25 Opening Ceremony
Welcoming Speeches by
Rector

Soegijapranata Catholic University

Greetings from
Dr. Patrachart KOMOLKITI
Director of Learning Innovation Center
Chulalongkorn University, Thailand
Chair of eLFAsia

Dr. Heny HARTONO
Chair of eLFA2021 Organizing Committee

- Keynote, Plenary Speakers, Panel Speakers, and Invited Guests-Photo
Session

09:25-09:30 Break
09:30-10:00 Keynote Session |

Title: Digital Ethics: Navigating Disruption in Higher Education

Kevin HENDERSON

Director of Digital Content and Programming

United Board
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10:00-10:05

Video Presentation by Symplicity

10:05-10:10 Break
10:10-10:40 Plenary Session |
Title: Ethical Considerations towards Technology Contribution in an Era
of a Rapidly Changing Society: the Responsibilities of Higher Education
Dr. Aaron LOH
Director for Universities Collaboration
Assumption University of Thailand
10:40-10:45 Break
10:45-11:15 Sponsor Session
Platinum Sponsor - SYMPLICITY
Title: Connecting Students And Industry
Presenter: Mark Pink, Sales Direction APAC, Symplicity
11:10-11:15 Break
11:15-12:15 Parallel Sessions-1
(Oral Presentations)

Room 1 Room 2 Room 3 Room 4 Room 5

Room 6 Room 7 Room 8 Room 9 Room 10
12:15-12:20 Break
12:20-13:20 Parallel Sessions-2

(Oral Presentations)

Room 1 Room 2 Room 3 Room 4 Room 5

Room 6 Room 7 Room 8 Room 9 Room 10
13:20-13:25 Break
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13:25-13:55 Plenary Session 11
Title: HE Crossroads: Threats and Opportunities
Dr. Patrachart KOMOLKITI
Director of Learning Innovation Center
Chulalongkorn University, Thailand
13:55-14:00 Break
14:00-15:00 Panel Discussion |

Topic: Leadership in Technology Adoption

~-Panel Members—

Aning AYUCITRA, ST., M.Sc., Ph.D.
Widya Mandala University, Indonesia

Sushardjanti FELASARI, ST., M.Sc.CAED., Ph.D.

Atmajaya University, Indonesia

Angelia Melani ADRIAN, Ph.D
De La Salle Catholic University, Indonesia

Cecilia T. MURNIATI, Ph.D

Soegijapranata Catholic University, Indonesia
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Jakarta Time Details
(UTC+7)
08:30-09:00 Keynote Session II
Title: Digital Transformation in Learning and Teaching: Opportunities and
Challenges
Professor Albert CHAU

Vice-President (Teaching and Learning) of Hong Kong Baptist University
Hong Kong Baptist University

09:00-09:05 | Break

09:05-10:05 Parallel Sessions-3
(Oral Presentations)
Room 1 Room 2 Room 3 Room 4 Room 5
Room 6 Room 7 Room 8 Room 9 Room 10

10:05-10:10 | Break

10:10-11:10 Parallel Sessions-4
(Oral Presentations)
Room 1 Room 2 Room 3 Room 4 Room 5
Room 1 Room 2 Room 3 Room 4 Room 5

11:10-11:15 Break
11:15-12:15 Panel Discussion 11

Topic: Hybrid Learning: Challenges and Support
~Panel Members—

Dr. Dave E. MARCIAL
Silliman University, Philippines

Dr. Yudha THIANTO
Trinity Christian College, U.S.A

Tri Basuki JOEWONO, Ph.D

Parahyangan University

Dr. Heny HARTONO

Soegijapranata Catholic University, Indonesia

Dr. Min-Yu LI
Dean of Global Engagement, Associate Prof of International Business
Chang Jung Christian University, Taiwan
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12:15-12:20

Break

12:20-13:20

Parallel Sessions-5

(Oral Presentations)

Room 1 Room 2 Room 3 Room 4 Room 5

Room 6 Room 7 Room 8 Room 9 Room 10

13:20-13:50

Plenary Session 111

Title: Modest Augmented Reality Technology for Education

Professor Ridwan SANJAYA
Professor of Information System
Faculty of Computer Science

Soegijapranata Catholic University

13:50-13:55

Break

13:55-14:25

Keynote Session II1

Title: Preserving “The Teacher Within” in Virtual Learning Environment

Professor Budi WIDIANARKO
Professor of Environmental Toxicology
Faculty of Agricultural Technology

Soegijapranata Catholic University

14:25-14:30

Break

14:30-15:00

eLFA2021 Award Presentation

15:00-15:30

Announcement of 2022 eLFA Host
&

Closing Ceremony

End of Conference Day Two
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LIST OF PARALLEL SESSION

Room 1 | Session Theme: Online Learning

Parallel Session 1

Presentation Paver

Time (Jakarta | Day Ha;pe Presenter(s) Presentation Title & Authors

Time, UTC+7)

11:15-12:15 30 November 2021

(Day 1)

11:15-11:35 1 Michael Adarkwah | Title: A Strategic Approach to
Onsite learning in the Era of
SARS-Cov-2
Author(s): Michael Adarkwah

11:35-11:55 81 Cypher Au-Yeung | Title: Out-of-class Activities: Im-
pact, Facilitators, and Barriers
Authors: Kevin Chan and Cypher
Au-Yeung

11:55-12:15 11 Ved Pal Singh Title: An Experience of Online
Teaching in Legal Education:
Glimpses from India
Author(s): Ved Pal Singh

Room 2 | Session Theme: Online Learning

Presentation

Time (Jakarta | Day ffa)per Presenter(s) Presentation Title & Authors
Time, UTC+7)
11:15-12:15 30 November 2021
(Day 1)
11:15-11:35 12 Christine Cun- Title: Zooming into a Chinese

ningham
Michelle Striepe

Wei Zhang

University to Teach about
Education Leadership from
Australia: What could possibly
go wrong!

Author(s): Christine
Cunningham, Michelle Striepe,

and Wei Zhang
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11:35-11:55

18

Kit Ying Rebecca
Lee

Title: How Can We Engage and
Motivate Students in Learning
Biochemical Pathways?

Author(s): Kit Ying Rebecca
Lee, Yuen-King Ng, Hang Mee
Yeung, Yat Nam Bernard Ng,
and Minghui Chen

11:55-12:15

22

Sujitra Sockana-
than

Title: Effective VARK Model
Among Academician and
Student Classroom Engagement:
A case study in American Degree
Transfer Program, Sunway
University

Author(s): Sujitra Sockanathan
and Devandran Apparasamy

Room 3 | Session Theme: Online Learning

Kei Kong, Minkoo
Kim, Joonoh Seo,

HungLin Chi and
Michael C.H. Yam

Presentation P

Time (Jakarta | Day Ha;per Presenter(s) Presentation Title & Authors

Time, UTC+7)

11:15-12:15 30 November 2021

(Day 1)

11:15-11:35 24 Yin Ni Annie Ng Title: Students’ Perception of
Different Learning Activities in
Online Synchronize Lesson
Author(s): Yin Ni Annie Ng

11:35-11:55 32 Ernesto Jr. Collo Title: Towards Creating a
Conducive Remote Learning
Milieu: A Case Study of
Development Communication
Graduate Students’ Reflective
Accounts in the Time of
Pandemic
Author(s): Ernesto Jr. Collo

11:55-12:15 74 Junyu Chen, Wai Title: 360-Degree Panoramic

Virtual Site Visit for
Construction Technology
Education

Authors: Junyu Chen, Wai Kei
Kong, Minkoo Kim, Joonoh
Seo, Hung-Lin Chi and Michael
C.H. Yam Angelika Riyandari

Augmenting the Virtual Environment: Technology
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Room 4 | Session Theme: Adaptive e-Learning

Presentation
Time (Jakarta | Day
Time, UTC+7)

Paper

D Presenter(s) Presentation Title & Authors

11:15-12:15 30 November
2021 (Day 1)

11:15-11:35 10 Thanh Thuy Pham Title: Utilizing Textbooks in
Online Language Classrooms:
A Combination of Synchro-
nous and Asynchronous
Learning

Author(s): Thanh Thuy Pham

11:35-11:55 14 John Christian Espinola | Title: Learning Foreign Lan-
guage Using Mobile Applica-
Phill Andrew De Leon tions in Enhancing Communi-
cation Fluency Among Young
Professionals

Author(s): John Christian
Espinola and Phill Andrew De

Leon

11:55-12:15 20 Emma H Zhang Title: Globalizing the Class-
room through Virtual Ex-
change

Author(s): Emma H Zhang

Room 5 | Session Theme: Adaptive e-learning

Presentation

Time (Jakarta | Day fgper Presenter(s) Presentation Title & Authors
Time, UTC+7)
11:15-12:15 30 November
2021 (Day 1)
11:15-11:35 23 Kathleen Ashley Title: Experiences of Aged

Pantollano Teachers in New Normal Learn-

ing
Arnee Dengal

Author(s): Kathleen Ashley

Ma. Kareysha Claire Pantollano, Arnee Dengal,

Mancera Ma. Kareysha, Claire Mancera,
Areen Joy Estera, and Jeovanny
Marticion
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11:35-11:55

26

John Clemence Pinlac

Noel Cruz

Caryn Paredes-Santillan

Title: Resiliency of the Archi-
tects in the Academe: A Qual-
itative Focus on the Virtual
Architectural Design Studio in
the Philippines

Author(s): John Clemence
Pinlac, Noel Cruz, and Caryn
Paredes-Santillan

11:55-12:15

137

Shafreen Banu
Mohamed Aslam

Antony Julian

Title: Adaptive E-Learning -A
Comparative Study

Author(s): Shafreen Banu,
Mohamed Aslam, and Antony
Julian

Room 6 | Session Theme: Assessment of e-learning

Presentation P

Time (Jakarta | Day Igper Presenter(s) Presentation Title & Authors

Time, UTC+7)

11:15-12:15 30 November

2021 (Day 1)

11:15-11:35 6 Ben Chester Cheong Title: Teaching Law Online to
Adult Learners in a Pandemic-A
Singapore Experience
Author(s): Ben Chester Cheong

11:35-11:55 77 Dave Gatrell Title: Using Video-based For-
mative Assessment to Facilitate
Skill-based Learning in the
Time of COVID
Author(s): Dave Gatrell, Kai
Pan Mark, Kevin Chan, Cypher
Au-Yeung, and Ka Yee Leung

11:55-12:15 25 Heny Hartono Title: Students’ Voices in On-

line Learning Assessment

Author(s): Heny Hartono
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Room 7 | Session Theme: Assessment of e-learning

Presentation P
Time (Jakarta | Day Igper Presenter(s) Presentation Title & Authors
Time, UTC+7)
11:15-12:15 30 November
2021 (Day 1)
11:15-11:35 27 Dr. Varbi Roy Title: Educator’s Perspective
on Teaching-Learning Process
Dr. Aniruddha during COVID-19 Pandemic in
Chatterjee Higher Education Institutes of
West Bengal
Author(s): Dr. Varbi Roy and
Dr. Aniruddha Chatterjee
11:35-11:55 31 John Blake Title: Assessment of Students’
E-Learning Readiness at Yena-
Gordon Bubou goa Study Centre, National
Ibebictei Offor Open University of Nigeria
Author(s): Gordon Bubou, Ibe-
bietei Offor, and Job Gabriel
11:55-12:15 42 Jorim Joel Gregorio Title: Effective of Online Teach-

ing Approach to the Learning
Domains of Nursing Students

Author(s): Jorim Joel Gregorio,
Ma. Lou Ester Gutierrez, Alyssa
Nicole Jainga, Marielle Jover,
Jouraine Aine Marie Jamelo,
Lharyza Jimenez, Jelma Crystel
Implica, Salex Alibogha, and
Rossini Gayerex-Jovero

Room 8 | Session Theme: Learning oriented devices and networks

Presentation Paper
Time (Jakarta | Day IDp Presenter(s) Presentation Title & Authors
Time, UTC+7)
11:15-12:15 30 November
2021 (Day 1)
11:15-11:35 9 Albertus Satriyo Bayuaji | Title: A Prototype of Wireless

Portable Learning Management

Augmenting the Virtual Environment: Technology

Zefanya Devendra P.N. System to Support E-learning
in R A
Vittalis Ayu in Remote Area
Author(s): Albertus Satriyo
Bayuaji, Zefanya Devendra
P.N., and Vittalis Ayu
14
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11:35-11:55

29

Manilyn Templo

Title: Facebook Classroom
as Alternative Learning Man-
agement System for Remote
Learning

Author(s): Manilyn Templo,
and Jeovanny Marticion

11:55-12:15

38

Desideria Cempaka Wi-

jaya Murti

Title: Digitalizing Rural Village:
Adopting Deep Learning
Technology and Community
Empowerment through Nature
Tour Classes in Kulon Progo,
Indonesia

Author(s): Desideria Cempaka
Wijaya Murti, Victoria Sundari
Handoko, and Antonius Bima
Murti Wijaya

Room 9 | Session Theme: Curriculum & Syllabus Design

Augmenting the Virtual Environment: Technology

Presentation Paber

Time (Jakarta | Day IDp Presenter(s) Presentation Title & Authors

Time, UTC+7)

11:15-12:15 30 November

2021 (Day 1)

11:15-11:35 7 Hui-Kuei Alice Hsieh | Title: Will Vocabulary Break-
through Games Help Learners
with Lower English Proficiency?
Author(s): Hui-Kuei Alice Hsieh

11:35-11:55 64 Dawei Xu Title: IMMEX-Ten years of
Introduction and Digestion
Author(s): Dawei Xu and Ren
Henry

11:55-12:15 21 Leland Joseph Dela Title: Organizing Canvas for

Cruz Effective Online Learning
Author(s): Leland Joseph Dela
Cruz
15
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Room 10 | Session Theme: (Augmented) Virtual Reality

Presentation P

Time (Jakarta | Day Igper Presenter(s) Presentation Title & Authors

Time, UTC+7)

11:15-12:15 30 November

2021 (Day 1)
11:15-11:35 13 Ramesh Chander | Title: Designing Virtual Reality Expe-
Sharma riences in Education

Author(s): Ramesh Chander Sharma

11:35-11:55 46 Ting-En Wu Title: Trends of Technique Training
with VR Technology: Investigating
from Public Information of Govern-
ment
Author(s): You-Bin Ke, Ting-En Wu,
Chia-Hung Lai, and Su-Hsien Huang

11:55-12:15 50 Jayden Ang Title: Using Augmented Reality to

Enhance Learning Experience in a
Chemistry Laboratory

Author(s): Jayden Ang, Shao Shi,
and Wai Ming Kong

Room 1 | Session Theme: Online Learning

Parallel Session 2

Presentation

Time (Jakarta | Day fgper Presenter(s) Presentation Title & Authors
Time, UTC+7)
12:20-13:20 30 November
2021 (Day 1)
12:20-12:40 33 Tippawan Siritien- | Title: Students’ Reflection on Sand-
tong wich-like Online Teaching Methods
in the Nutrition Class
Author(s): Tippawan Siritientong
12:40-13:00 34 Xuzhe Wang Title: Applying Design Thinking to

Build an Engaging Online Course

Author(s): Xuzhe Wang

Augmenting the Virtual Environment: Technology
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13:00-13:20

52 Dave Gatrell

Title: Using Learning Analytics to
Measure Student Engagement and
Learning Outcomes in ‘Virtual
Tutorials’

Author(s): Dave Gatrell , Chun Sang
Chan, and Albert Chan

Room 2 | Session Theme: Online Learning

Sumanting

Presentation P

Time (Jakarta | Day Igper Presenter(s) Presentation Title & Authors

Time, UTC+7)

12:20-13:20 30 November

2021 (Day 1)

12:20-12:40 55 Voltaire Mistades Title: Social and Emotional Learn-
ing in STEM
Author(s): Voltaire Mistades

12:40-13:00 56 Agnes Ng Title: e-escape Rooms-Do Students
Really Find Them Engaging and
Effective?
Author(s): Agnes Ng

13:00-13:20 60 John Paul Title: Predictors of Academic

Performance in Online Medical-Sur-
gical Nursing Class among Student
Nurses in a Private University

Author(s): John Paul Sumanting,
Emira Janelle Siva, Therese Marie
Taton, Jann Messiahs Trabasas,
Chrisxanne Velez, Jerard Yabut, and
Melba Sale

Room 3 | Session Theme: Online Learning

Augmenting the Virtual Environment: Technology

Presentation Paber
Time (Jakarta | Day IDp Presenter(s) Presentation Title & Authors
Time, UTC+7)
12:20-13:20 30 November
2021 (Day 1)
17
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12:20-12:40 61 Christel Dawn Lim- | Title: Barriers and Levels of Motiva-
siaco tion in Online Learning of Student
Jade Alexandra Nurses in a Private University
Leong Author(s): Christel DawnLimsiaco,
Jachazle Magbanua Jade Alexandra Leong, Jachazle
Colleen Kate Li Magbanua, Colleen Kate Licera,
ofleen Rate Licera | g ce Raymond Juele, Kryst lan
Bruce Raymond Juele | Macuja, Andrea Jean Magallon, and
. Rosana Grace Belo-Delariarte
Kryst lan Macuja
Andrea Jean Ma-
gallon
12:40-13:00 111 Chee Leung Mak Title: Borderless Lab 365: A stu-
dent-centered learning science plat-
form to enhance STEM education
Author(s): Wang Fai Cheng, Ka
Lai Wong, Ming Tak Sze, Siu Hong
Choy, Kwok Lung Jim, Chi Wah
Leung and Chee Leung Mak
13:00-13:20 86 Pear Ferreira Title: The Acceptance of Online

Inverted Classroom Model and
Peer-assisted Learning among Oph-
thalmology Graduate Students

Author(s): Pear Pongsachareonnont
Ferreira , Disorn Suwajanakorn,

Parima Hirunwiwatkul, Wijak
Kongwattananon, Anita Manassa-
korn, Kittisak Kulvichit, and Wasee
Tulvatana

Room 4 | Session Theme: Adaptive e-learning

Presentation

Time (Jakarta | Day fgper Presenter(s) Presentation Title & Authors

Time, UTC+7)

12:20-13:20 30 November

2021 (Day 1)
12:20-12:40 35 Grace Tagapan Title: Lived Experiences of Sub-
anen Learners in Remote Learning

Trisha Angelica
Cabrera Author(s): Grace Tagapan, Argea

Joy Galleposo, and Trisha Angelica
Cabrera

Augmenting the Virtual Environment: Technology
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12:40-13:00

45

Siby Samuel

Title: Integrating Adaptive and
Intelligent Practices for an Active
e-Learning Environment

Author(s): Siby Samuel and Mary
Raymer

13:00-13:20

48

Dr. Stella Mary
R. Jayalakshmi

Kaviya J. Nijaritha

Title: Progressing towards an Effec-
tive Online Learning Environment
Building Positive Attitude among
Students of Higher Education

Author(s): Stella Mary Fmm, Jayal-
akshmi, and Kaviya Nijaritha

Room 5 | Session Theme: Adaptive e-learning

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
1D

Presenter(s)

Presentation Title & Authors

12:20-13:20

30 November
2021 (Day 1)

12:20-12:40

152

Arne Barcelo

Title: Designing a Back-to-School
Hybrid-Flexible mode of learning
in the Philippines: A Systems
Thinking Approach

Author(s): Arne Barcelo, Mille
Andrei De Leon, and Jan Noffe
Rollon

12:40-13:00

54

Vincent Leung

Title: Incentivize students in hy-
brid class mode by flipped class-
room approach

Author(s): Vincent Leung

13:00-13:20

58

Amy Lee

Title: From the Body Offline to
the Learning Online: Exploring
Ways to Employ eLearning for
Drama in Education

Author(s): Amy Lee

Augmenting the Virtual Environment: Technology
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Room 6 | Session Theme: Assessment of e-learning

Presentation Day Paper | Presenter(s) Presentation Title & Authors
Time (Jakarta ID
Time, UTC+7)
12:20-13:20 30 November
2021 (Day 1)
12:20-12:40 49 Tasya Errufana Title: Teachers’ Perspectives
towards E-learning Assessment:
Ruben Carmelo Yus- | A Study at Public and Private
tian Schools in Semarang
Elsa Mutiara Author(s): Tasya Errufana, Ruben
Herw H Carmelo Yustian, Elsa Mutiara,
eny Hartono and Heny Hartono
12:40-13:00 40 Hao Wei Hsu Title: Students’ Perception on
. Remote Laboratory Instruction in
Cecilia Banag-Moran Evolutionary Biology: A Qualita-
ive- A
Alyssa Marie Lola tive-method Approach
Author(s): Hao Wei Hsu, Cecilia
Banag-Moran, Sam Dominic
Binag,
Nifio Andree Louis Caguimbal,
Nikki Heherson Dagamac, Yiigo
Luis Del Prado, Alyssa Marie
Lola, Crissa Ann Lilagan, Rus-
sel Evan Venturina, and Maria
Isabella Escobar
13:00-13:20 80 Dr. Kevin Chan Title: Effect of a single-session

out-of-class learning activity on
learning skill attributes - A qua-
si-experimental study

Authors: Kevin Chan and Cypher
Au-Yeung

Room 7 | Session Theme: Assessment of e-learning

2021 (Day 1)

Presentation P

Time (Jakarta | Day Igper Presenter(s) Presentation Title & Authors
Time, UTC+7)

12:20-13:20 30 November

Augmenting the Virtual Environment: Technology
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12:20-12:40

Elisabeth

Rukmini

Title: The Validity and Reliabil-
ity of the Online Cooperative
Learning Attitude Scales in the
Indonesian Language

Author(s): Elisabeth Rukmini,
Arya Nugraha, Hanna Angelina,

and Dara Christianty

12:40-13:00

57

Huma Akram

Title: E-Learning Platforms and
Students’ Online Learning Satis-
faction: The Moderation Role of
Computer Self-Efficacy

Author(s): Huma Akram

13:00-13:20

69

Fedor Duzhin

Title: Integration of Al- and
human-generated feedback to
improve short essay writing

Author(s): Fedor Duzhin and
Konstantin Pervushin

Room 8 | Session Theme: Learning oriented devices and networks

Presentation Paver

Time (Jakarta | Day Igpe Presenter(s) Presentation Title & Authors

Time, UTC+7)

12:20-13:20 30 November

2021 (Day 1)

12:20-12:40 79 Pio Angelo Yoro | Title: Use of Electronic Health
Records: Knowledge and
Competency Skills among Staff
Nurses in a Private Hospital in
Iloilo City
Author(s): Pio Angelo Yoro,
Joanna Trizzea Socobos, Joyce
Anne Teo, Ericka Tubongbanua,
Laureen Villalobos, Nathaniel
Tacluyan, and Betty Polido

12:40-13:00 125 Inti Englishtina Title: Using Social Media to
Improve Speaking Skill in Public
Speaking Class
Author(s): Inti Englishtina

13:00-13:20

Augmenting the Virtual Environment: Technology
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Room 9 | Session Theme: Curriculum & Syllabus Design

Presentation Paver
Time (Jakarta | Day IDp Presenter(s) Presentation Title & Authors
Time, UTC+7)
12:20-13:20 30 November
2021 (Day 1)
12:20-12:40 65 Min Chen Title: Use IMMEX assistance
to realize student-centered
teaching practice
Author(s): Min Chen and Ren
Henry
12:40-13:00 164 Dr. Rameesha Kalra | Title: Curriculum Design for
’ o Hybrid Learning mode in
Dr. Kiran Vazirani | Higher Education with refer-
ence to the Indian National
Education Policy- 2020
Author(s): Dr. Rameesha Kalra
and Dr. Kiran Vazirani
13:00-13:20 116 Donald Manlapaz Title: Evaluation of Physical

Therapy bridging program
during Covid-19: from online
to limited face-to-face learning

Author(s): Donald Manlapaz,
Anne Marie Aseron and Fe
Therese Chavez

Room 10 | Session Theme: (Augmented) Virtual Reality

Dave Montemayor

Joy Dy

Presentation Paver
Time (Jakarta | Day Hz;pe Presenter(s) Presentation Title & Authors
Time, UTC+7)
12:20-13:20 30 November
2021 (Day 1)
12:20-12:40 92 Dave Marcial Title: Gamifying Whole Per-

son Education: The Develop-
ment of a Mobile Application
with Augmented Reality

Author(s): Dave Marcial, Dave
Montemayor, and Joy Dy

Augmenting the Virtual Environment: Technology
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12:40-13:00

94

Florence Mei Kuen
Tang

Title: Collaboration with Sec-
ondary Schools for A Virtual
Reality Gamification: Stu-

dents’ Perceptions in Learning
Biology for STEM Education

Author(s): Florence M.K.
Tang, Christine K.Y. Yu, Olivia
M.Y. Ngan, Roy K.L. Chan, Pe-
ter H.F. Ng, Daniel K.T. Fung,
and T.C. Chan

13:00-13:20

Augmenting the Virtual Environment: Technology
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Room 1 | Session Theme: Online Learning

Parallel Session 3

Presentation P

Time (Jakarta | Day Ha)per Presenter(s) Presentation Title & Authors

Time, UTC+7)

09:05-10:05 1 December

2021 (Day 2)

09:05-09:25 87 Novita Al IThyak Dieni | Title: Online Learning: Students’
Perception and Students’ Learn-
ing Success
Author(s): Novita Al Thyak Dieni

09:25-09-45 98 Bao Zhen Tan Title: Transition to Fully Online
Learning Due to COVID-19: The

Yee Zher Sheng Adult Learners’ Perspectives

Author(s): Bao Zhen Tan and Yee
Zher Sheng

09-45-10:05 105 Rika Saraswati Title: Roots Program in Indone-

sia: Transferring the Module of
Knowledge and Activities from
Offline to Online during Pan-
demic Covid-19

Author(s): Rika Saraswati

Room 2 | Session Theme: Online Learning

Presentation

Time (Jakarta | Day {’Sper Presenter(s) Presentation Title & Authors
Time, UTC+7)
09:05-10:05 1 December
2021 (Day 2)
09:05-09:25 106 | Jackson Kong Title: Learning Creative Design

online with a flipped classroom
approach

Author(s): Jackson Kong, Ka Lai
Wong, Ming Tak Sze, Siu Hong
Choy, Kwok Lung Jim, Chi Wah
Leung, and Chee Leung Mak
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ingsih

09:25-0945 115 | Edmond W.M. Lam Title: Effects of Instructional
Strategies on Enhancing Student
Daniel W.M. Chan Learning
Author(s): Edmond W.M. Lam
and Daniel W.M. Chan
09-45-10:05 165 | Victoria Kristina Anan- | Title: Online Laboratory Work

for Herbal Processing

Author(s): Victoria Kristina
Ananingsih

Room 3 | Session Theme: Adaptive e-learning

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
D

Presenter(s)

Presentation Title & Authors

09:05-10:05

1 December
2021 (Day 2)

09:05-09:25

89 T. Durga Devi

Title: Projecting the Impact of
Integrated Service-Learning Projects
on History Graduates of Lady Doak
College through Online Learning
Approach

Author(s): T. Durga Devi, B. Aashika,
and N. Kavipriya

09:25-09-45

103

Wasee Tulvatana

Title: Tele-EyePathology: Lessons
learned and Survey of the learners’
experiences

Author(s): Wasee Tulvatana and Van-
nakornPruksakorn

09-45-10:05

51 Lenny Setyowati

Title: Diffusion Innovation in Online
Learning and Practical Studies in
Event Organizer Management Course
during the Covid-19 Pandemic

Author(s): Lenny Setyowati
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Room 4 | Session Theme: Adaptive e-learning

Presentation
Time (Jakarta | Day
Time, UTC+7)

Paper

D Presenter(s) Presentation Title & Authors

09:05-10:05 1 December
2021 (Day 2)

09:05-09:25 122 Sok Mui Lim Title: Use of Gamified Platform
to Improve Freshmen’s Unre-
flective Approach to Learning

Author(s): Sok Mui Lim, Oran
Devilly, Xiao Feng, Kenan Kok,

and Chek Tien Tan
09:25-09-45 127 Gregorius Pramudita Title: Using Discord as a Plat-
Witaradya form for Team-based Work in

Online Learning

Author(s): Gregorius Pramudita
Witaradya

09-45-10:05 129 | Toong Tjiek Liauw Title: Mendadak Daring:
Challenges and Opportunities
in Transitioning Teaching and
Learning into Online Environ-
ment

Author(s): Toong Tjiek Liauw

Room 5 | Session Theme: Assessment of e-learning

Presentation
Time (Jakarta | Day
Time, UTC+7)

Paper

D Presenter(s) Presentation Title & Authors

09:05-10:05 1 December
2021 (Day 2)

09:05-09:25 70 Vincent Leung Title: How to Reduce the Dilem-

ma in Students’ Peer Appraisal

Kai Pan Mark
Author(s): Vincent Leung, Kai
Hazel Lee Pan Mark, and Hazel Lee
09:25-09-45 91 Rosita Herawati Title: Teachers’ Language Com-

petence Segmentation using
K-means Algorithm

Author(s): Rosita Herawati,
Heny Hartono, and Cecilia
Titiek Murniati
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09-45-10:05

53

Dave Gatrell

Title: A second pair of eyes: Re-
mediating formative assessment
in a clinical optometry module
using a video annotation tool

Author(s): Dave Gatrell

Room 6 | Session Theme: Learning-oriented Technologies

Presentation Paver

Time (Jakarta | Day H’fl)pe Presenter(s) Presentation Title & Authors

Time, UTC+7)

09:05-10:05 1 December

2021 (Day 2)

09:05-09:25 68 Fedor Duzhin Title: Text Analytics on
WhatsApp Chats
Author(s): Fedor Duzhin and
Joo-Seng Tan

09:25-09-45 112 Georgina Kusano Title: Cooperative Learning in
Physical Education through the
Use of Fitness Apps
Author(s): Georgina Kusano

09-45-10:05 140 Kamolrat Intaratat Title: “STOU-ODL to Serve the

Demanding SDG’s Cross Cut-
ting Issues in Thailand under the
Digital Technology & COVID-19

Pandemic Disruption”

Author(s): Kamolrat Intaratat

Augmenting the Virtual Environment: Technology

27

Innovation — Humanity




Room 7 | Session Theme: Learning-oriented Technologies

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors

09:05-10:05

1 December

2021 (Day 2)

09:05-09:25

17

Tracy Jose

Title: Obsidian: The Future of
Note-making

Author(s): Tracy Jose

09:25-09-45

109

Kai Lai Wong

Siu Hong Choy

Title: Laboratory-in-your-pock-
et: A Real-time Hand-on Ex-
perimental Platform based on
Arduino-smartphone

Author(s): Kai Lai Wong, Wang
Fai Cheng, Kwok Lung Jim, Chi
Wah Leung, Chee Leung Mak,
and Siu Hong Choy

09-45-10:05

88

Dongkun Han

Title: An Intelligent Cloud
Teacher for Unmanned Robotic
Online Laboratory

Author(s): Dongkun Han and
Martin Yun-Yee Leung

Room 8 | Session Theme: Curriculum & Syllabus Design

Presentation

Time (Jakarta | Day fgper Presenter(s) Presentation Title & Authors
Time, UTC+7)
09:05-10:05 1 December
2021 (Day 2)
09:05-09:25 66 Haisheng Wang Title: Use The IMMEX Informa-

tion Environment to Develop the
Cultivation and Exploration of
the Mathematical Problem-solving
Ability in Middle School

Author(s): Haisheng Wang and

Ren Henry
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09:25-09-45

121

Archimedes David Guerra

Title: International Case Studies
for Promoting Intercultural Com-
petence and Social Responsibility
in University Students

Author(s): Archimedes David
Guerra

09-45-10:05

Room 9 | Session Theme: (Augmented) Virtual Reality

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
D

Presenter(s)

Presentation Title & Authors

09:05-10:05

1 December

2021 (Day 2)

09:05-09:25

95

Adam Fingrut

Title: Virtual Reality (VR)

for Immersive 3-D eLearning,
Making, and Communications
in Architecture

Author(s): Adam Fingrut and
Hillary Ng

09:25-09-45

143

Mohd Faeiz Pauzi

Title: An Application of
Immersive Augmented Reality
Technology for Clinical Skill
Training in Medical Education

Author(s): Mohd Faeiz Pauzi

and Siti Norazlina Juhari

09-45-10:05

145

Rudi Santoso Chow

Ervi Liusman

Title: Implementing Crisis
Resilience Pedagogy (CRP)

in Mortgage and Real Estate
Education: Case Study of On-
line Video Library and Virtual
Reality (VR) based Education

in Hong Kong and Indonesia

Author(s): Rudi Santoso Chow,
Ervi Liusman, and Oktovianus
Pudjianto

Augmenting the Virtual Environment: Technology
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Room 10 | Session Theme: Tools and Platforms

Presentation P
Time (Jakarta | Day Igper Presenter(s) Presentation Title & Authors
Time, UTC+7)
09:05-10:05 1 December
2021
(Day 2)
09:05-09:25 28 Supakarn Chamni Title: Online Office for the
Graduate Studies
Author(s): Supakarn Chamni
and Duangjai Taweepa
09:25-09-45 36 Rikarda Ratih Saptaastuti | Title: The Effectiveness of
Using E-learning for Infor-
mation Literacy
Author(s): Rikarda Ratih
Saptaastuti
09-45-10:05 67 Heru Astikasari Setya Murti | Title: Using the ADDIE

model to Develop Critical
Thinking Serious Game for
Reducing Misconceptions in
Psychology

Author(s): Heru Astikasari
Setya Murti, Thomas Dicky
Hastjarjo and Ridi Ferdiana

Room 1 | Session Theme: Online Learning

Parallel Session 4

Augmenting the Virtual Environment: Technology

Innovation - I

Presentation P
Time (Jakarta | Day Hz;per Presenter(s) Presentation Title & Authors
Time, UTC+7)
10:10-11:10 1 December
2021 (Day 2)
10:10-10:30 117 | Yuli Christiana Yoedo Title: A Case Study: The
. COVID-19 Pandemic Chal-
Mustofa Ali lenge for Motivating Teacher
Candidates to Improve their
English Knowledge and Skills
Author(s): Yuli Christiana
Yoedo
30
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10:30-10:50

128

Steffie Mega Mahardhika

Title: Students’ Response
Toward Teaching Online in
English Reading Class

Author(s): Steffie Mega Ma-
hardhika

10:50-11:10

134

Maheswaran Muniandy

Title: A Qualitative Analysis on
Students’ Perspectives Towards
Online Learning

Author(s): Maheswaran Muni-
andy

Room 2 | Session Theme: Online Learning

Augmenting the Virtual Environment: Technology

Presentation Paver
Time (Jakarta | Day IDp Presenter(s) Presentation Title & Authors
Time, UTC+7)
10:10-11:10 1 December
2021 (Day 2)
10:10-10:30 138 [ Paulus Widiatmoko Title: Pre-Service English
‘ Teachers’ Readiness for Online
Ignatius Endarto Instruction and Anxiety amidst
Covid-19 Pandemic
Author(s): Paulus Widiatmoko
and Ignatius Endarto
10:30-10:50 142 | Shafreen Banu Title: Online Learning -An
Education in Covid-19
Mohamed Aslam
’ Author(s): Shafreen Banu,
Antony Julian Mohamed Aslam, and Antony
Julian
10:50-11:10 144 | Emilia Aydawati Title: Peer Review in Online
Academic Writing Class from
the Students ‘Perspective
Author(s): Emilia Aydawati
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Room 3 | Session Theme: Adaptive e-learning

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors

10:10-11:10

1 December

2021
(Day 2)

10:10-10:30

131

Grace Gayathri
Ramakarsinin

Title: Online Learning: The
Impact of Listicle Writing
Guide on Low Proficient
Students’ Ability In Writing
Corresponding Essays

Author(s): Grace Gayathri Ra-
makarsinin and Grace Vishali-
ni Ramakarsinin

10:30-10:50

132

Ridhotama Shanti Darsih

Ottemoesoe

Title: The effects of teaching
skills on teaching performance
in Petra Christian University
(PCU): Did the Covid-19

pandemic make a difference?

Author(s): Ridhotama Shanti
Darsih Ottemoesoe, Yohanes
Sondang Kunto, and Liauw
Toong Tjiek

10:50-11:10

136

Angelika Riyandari

Title: Students’ Evaluation on
the Use of Google Jamboard in
the Online Learning

Author(s): Angelika Riyandari

Room 4 | Session Theme: Adaptive e-learning

Augmenting the Virtual Environment: Technology

Presentation Paer

Time (Jakarta | Day Hz;pe Presenter(s) Presentation Title & Authors

Time, UTC+7)

10:10-11:10 1 December

2021 (Day 2)

10:10-10:30 30 Wong Gary Title: Low-fidelity Buyer Seller
Housing Simulations Can
Encourage Authentic Learning
Experiences
Author(s): Wong Gary, Wong
Paulina, and Daniel Shen
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10:30-10:50

139

Kenny Sely

Heny Hartono

Title: A Study on Students’
Perception of Social Media
to Learn English as a Foreign
Language

Author(s): Kenny Sely, Cecilia
Murniati, Heny Hartono

10:50-11:10

Room 5 | Session Theme: Assessment of e-learning

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
D

Presenter(s)

Presentation Title & Authors

10:10-11:10

1 December

2021 (Day 2)

10:10-10:30

101

Agus Cahyo Nugroho

Title: Evaluation of
Acceptance of Block
Programming Technology
for Multidisciplinary
New Students at Unika
Soegijapranata

Author(s): Agus Cahyo
Nugroho

10:30-10:50

102

Pauli Lai
Julia Chen

Vicky Man

Title: Development of

an Al-assisted Platform

to address Learning and
Assessment Needs of Virtual
Presentations in English for
Chinese students

Author(s): Pauli Lai, Julia
Chen, and Vicky Man

10:50-11:10

Augmenting the Virtual Environment: Technology
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Room 6 | Session Theme: Learning-oriented Technologies

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors

10:10-11:10

1 December

2021 (Day 2)

10:10-10:30

147

Bernadus Rukiyanto

Title: Developing eLearn-
ing Resources in Religious
Education Department,
Sanata Dharma University,
Indonesia

Author(s): Bernadus Ruki-

yanto

10:30-10:50

120

Kai Pan Mark
Rodney Wai-Chu

Karmen Zheng

Charles W.H. Woo

Title: Face to Face or On-
line? Studentled Approach
in Driving Acceptance and
Sustainability of Hybrid
Teaching

Author(s): Kai Pan Mark,
Rodney Wai-Chu, Karmen
Zheng, and Charles W.H.
Woo

10:50-11:10

Room 7 | Session Theme: Curriculum & Syllabus Design

Presentation

Time (Jakarta | Day fgper Presenter(s) Presentation Title & Authors

Time, UTC+7)

10:10-11:10 1 December

2021 (Day 2)

10:10-10:30 126 Louie Dasas Title: Commonplace of Curric-
ulum Design in the Next Nor-
mal: Insights from Philippine
Pandemic Classrooms
Author(s): Louie Dasas

10:30-10:50 135 Cherine Tan Title: Project Based Learn-

ing and Transdisciplinary
Approach as Pedagogies for
Innovative and Enterprise
Education to Develop 21st

Century Skills

Author(s): Cherine Tan and

Foon Yee Lee
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10:50-11:10

73

Martin Lau

Theresa Kwong

Title: Promoting Flipped
Learning in Hong Kong’s
Secondary Schools through a
Joint-institutional Project

Author(s): Martin Lau and
Theresa Kwong

Room 8 | Session Theme: Tools and Platforms

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors

10:10-11:10

1 December

2021 (Day 2)

10:10-10:30

76

Hazelene Grace De Asis

Title: Lived Experiences

of Doctors Ultilizing
Telemedicine for Patient Care
in a Private Hospital in Iloilo

City

Author(s): Hazelene Grace
De Asis, Christienne
Gabrielle Capague, Veronica
Blancaflor, Celyn Capate, Jan
Gabriel Delos Santos, Carl
John Degala, and Betty Polido

10:30-10:50

114

Arman Santos

Maria Ana Quimbo

Title: Development and Vali-
dation of Scouts’ MATHven-
tures: A Mobile Application

Screening Tool for Dyscalcu-
lic Tendencies

Author(s): Arman Santos and
Maria Ana Quimbo

10:50-11:10

47

Elfrida Oktaviani

Title: Teachers’ Challenges
and Strategies of Teaching
Speaking in Virtual Class-
rooms

Author(s): Elfrida Oktaviani,
Cecilia Titiek Murniati and
Heny Hartono

Augmenting the Virtual Environment: Technology
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Room 9 | Session Theme: Digital Ethics

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
1D

Presenter(s)

Presentation Title & Authors

10:10-11:10

1 December

2021 (Day 2)

10:10-10:30

37

Mita Yesyca

Title: The Construction of
Virtual Public Space in the
Gamespace

Author(s): Mita Yesyca

10:30-10:50

59

Jacqueline Kareem
Arathi Venkatesh

Abhaya Gurumurthy

Title: Transition from offline
to digital learning: Negotiat-
ing attitudes and challenges
among higher education
students

Author(s): Jacqueline Ka-
reem, Arathi Venkatesh, and
Abhaya N.B.

10:50-11:10

123

Cecilia Murniati

Title: A study of college stu-
dents’ perception and prac-
tice of digital citizenship

Author(s): Cecilia Murniati,
Heny Hartono, Angelika Ri-
yandari, Rikarda Ratih Sapta-
astuti and Andre Kurniawan

Room 10 | Session Theme: Digital Ethics

Jan Cynth Palama

Presentation Paner
Time (Jakarta | Day IEI)pe Presenter(s) Presentation Title & Authors
Time, UTC+7)
10:10-11:10 1 December
2021 (Day 2)
10:10-10:30 153 | Dave Marcial Title: Why Should Students

Take Screen Breaks? Lessons
Learned in Shifting from
Face-to-face to Fully Online
Distance Learning

Author(s): Dave Marcial, Jan
Cynth Palama, and Aurielle
Lisa Maypa

Augmenting the Virtual Environment: Technology
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10:30-10:50

163

Mary Jayanthi Michael

Title: Being and Becoming
a Digital Mentor- An
Explorative Study towards
Building Digital Citizenship

Author(s): Mary Jayanthi
Michael and Merlin Depsy
Nithiya

10:50-11:10

Room 1 | Session Theme: Online Learning

Parallel Session 5

Presentation P

Time (Jakarta | Day Igper Presenter(s) Presentation Title & Authors

Time, UTC+7)

12:20-13:20 1 December

2021 (Day 2)

13:20-13:40 148 | R. Annie Karunya Bagyam | Title: Peer-Teaching as a
Strategy to Augment Synergic
Learning
Author(s): R. Annie Karunya
Bagyam

13:40-13:00 157 | Yuliana Tacoh Title: Developing “deep lis-
tening” Spiritual Pedagogy in
Online Learning
Author(s): Yuliana Tacoh

13:00-13:20

Room 2 | Session Theme: Online Learning

Presentation Paner
Time (Jakarta | Day IEI)pe Presenter(s) Presentation Title & Authors
Time, UTC+7)
12:20-13:20 1 December
2021 (Day 2)
13:20-13:40 156 | Alfie Q. Arcelo Title: Online Communication

Synchrony: Preference among
First Timers in Online Dis-
tance Learning

Author(s): Dave E. Marcial,
Alfie Q. Arcelo, and Fredlie P.
Bucog

Augmenting the Virtual Environment: Technology
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13:40-13:00

158

Augustina Sulastri

Title: Successful factors of on-
line learning during pandemic
Covid-19: Lessons" learned
from Indonesia students
experiences

Author(s): Augustina Sulastri

13:00-13:20

160

Joko S. Prayudha

Title: Students’ Attitudes
towards the Use of Animated
Video in Online Learning

Author(s): Joko S. Prayudha

Room 3 | Session Theme:

Online Learning

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
1D

Presenter(s)

Presentation Title & Authors

12:20-13:20

1 December

2021 (Day 2)

13:20-13:40

78

Qiu Ping Lim
Sylvia Chong
Jizhi Li

Title: Online learning, the
new teaching and learning
norm

Author(s): Qiu Ping Lim,
Sylvia Chong and Jizhi Li

13:40-13:00

166

Vincentia Ananda Arum

Permatasari

Title: Utilization of Video as
a Communication Tool in
School Reputation Manage-
ment Activities during the
Covid-19 Pandemic Period in

Semarang

Author(s): Vincentia Ananda
Arum Permatasari and Ro-
tumiar Pasaribu

13:00-13:20

99

Bao Zhen Tan

Zan Chen

Title: Moving Adult Learning
and Higher Education Online
Due to COVID-19: Challeng-

es and Opportunities

Author(s): Bao Zhen Tan and
Zan Chen

Room 4 | Session Theme: Adaptive e-learning

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors
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12:20-13:20

1 December
2021 (Day 2)

13:20-13:40

146

Theresia Dwi Hastuti

Title: Adaptive Learning Envi-
ronments Model for Innova-
tive Educational

Author(s): Theresia Dwi
Hastuti

13:40-13:00

119

Ng Li Shan

Title: Using Chatbots to Sup-
port Asynchronous Online
Learning

Author(s): Ng Li Shan and
Grace Pheang

13:00-13:20

161

Anita Angelina Wibawa

Title: A Qualitative Study on

Self-Directed Learning among
Adult English Learners

Author(s): Anita Angelina
Wibawa and Cecilia Titiek

Murniati

Room 5 | Session Theme: Assessment of e-learning

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors

12:20-13:20

1 December

2021 (Day 2)

13:20-13:40

110

Chonilo Saldon

Title: Validating Students’
Learning in Pre-Calculus
through Virtual Oral Assess-

ment

Author(s): Chonilo Saldon

13:40-13:00

133

Shane Alexander Laong

Title: (Re)Designing Meaning-
ful Online Learning Oppor-
tunities

Author(s): Shane Alexander
Laong

13:00-13:20

155

Ronnie Shroff

Title: Measuring Intrinsic
and Extrinsic Motivation in a
Digital Game-based Learning
Context

Author(s): Fridolin Ting and
Ronnie Shroff

Augmenting the Virtual Environment: Technology

39

Innovation — Humanity




Room 6 | Session Theme: Learning-oriented Technologies

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors

12:20-13:20

1 December

2021 (Day 2)

13:20-13:40

108

Kwok Lung Jim

Title: AP Sensor: A Physics
Experimental App for Flipped
Classroom

Author(s): Ka Lai Wong,
Wang Fai Cheng, Siu Hong
Choy, Chi Wah Leung, Chee
Leung Mak, and Kwok Lung
Jim

13:40-13:00

96

Florence Mei Kuen Tang

Title: Studio-based Learning
Approach for Dissection

in Anatomy Education to
Medical Training: Student
Perspectives

Author(s): Mei Kuen Tang,
Kevin Tl Ho, Sam Hk Poon,
Josephine Ws Lau, Y Leung,
Austin Lh Chau, Tk So, Yc
Fung, Cy Lee and L Yung

13:00-13:20

162

Muhammad Alif R Abdul-

lah

Sanimah Hussin

Title: Utilizing Karaoke
Videos in Learning Japanese
Vocabulary Among Malaysian
University Students

Author(s): Muhammad Alif
R Abdullah and Sanimah

Hussin

Augmenting the Virtual Environment: Technology
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Room 7 | Session Theme: Tools and Platforms

Presentation
Time (Jakarta
Time, UTC+7)

Day

Paper
ID

Presenter(s)

Presentation Title & Authors

12:20-13:20

1 December

2021 (Day 2)

13:20-13:40

141 Arman Santos

Maria Ana Quimbo

Title: Assessing Dyscalculic Ten-
dencies Among Children through

a Mobile Application Screening
Tool

Author(s): Arman Santos and
Maria Ana Quimbo

13:40-13:00

154 | Arne Barcelo

Title: The Application of IT In-
frastructure Library (ITIL) Frame-
work in the Academe-Industry
Partnership Model in Developing
the Immersion and Engagements
System of University of Santo To-
mas (UST) College of Information
and Computing Sciences (CICS)

Author(s): Arne Barcelo, Juan
Miguel C. Burayag, Mary Joy M.

Polinada,

Djorge Kristin R. Salgado, and
Ivan Joseph U. Salgado

13:00-13:20

124 | Vincent Ng

Title: Diversity at Schools Project -
Student Learning Analytics

Author(s): Vincent Ng, Boris
Chan, and Daniel Lai

41

Augmenting the Virtual Environment: Technology

Innovation — Humanity




Room 8 | Session Theme: Social Games

Presentation Paver
Time (Jakarta | Day IDp Presenter(s) Presentation Title & Authors
Time, UTC+7)
12:20-13:20 1 December
2021 (Day 2)
13:20-13:40 44 Yin Ni, Annie Ng Title: Using a Career Card Game
' ' to learn about technical and soft
Liang Lin skills required for occupations
) ) related to the Diploma in Food
Gia Wen Sim Science & Nutrition
Qian Qian Tng Author(s): Liang Lin, Pei Pei Tng,
Zi Xuan Tay Qian Qian Tng, Zi Xuz.tn Tay, Gia
Wen Sim, Rou Shen Liew, Jayden
Pei Pei Tng Ang and Annie Ng
13:40-13:00 100 [ Chin Yin Hue Title: The Development of
Music-Based Working Memory
Mobile Application
Author(s): Chin Yin Hue, Aini
Marina Ma’Rof, Lip Meng Soo,
and Hillary Ng
13:00-13:20 72 Martin Lau Title: A Gamified Approach to
Improving Students’ Online Col-
Theresa Kwong laborative Skills and Broadening

their Awareness of Sustainable
Development

Author(s): Martin Lau and There-

sa Kwong
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ABSTRACTS

Keynote Session I

Digital Ethics: Navigating Disruption in Higher
Education

Kevin Henderson

Director of Digital Content and Programming
United Board
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Plenary Session I

Business, Ethical and Legal Considerations towards
Technological Contribution in an Era of a Rapidly
Changing Society: The Responsibilities of Higher
Education

Aaron Loh, PhD
M.R.Nanyasopark Swasdiwat, LLM

Assumption University of Thailand

ABSTRACT

During the last 18 months, almost all our attention globally,
has been diverted towards the effects of Covid-19 pandemic on
our life as well as its impact towards our global economy. Just
prior to that, for a decade or so earlier, especially in developed
and developing nations, a-buzz was growing louder by the day,
about the emergence of technology. This is especially true
in the areas of artificial intelligence such as those working in
tandem during information gathering and using ‘Apps’, and
‘platform’ for online actives and our leisure time on social
media during the pandemic. These technologies are busily and
often unsuspiciously seeping and impinging into a growing
aspect of all our lives. Historically, technologies were invented,
experimented and finally implemented with the sole intention
of making our lives on planet earth easier, more comfortable
and with better quality in all areas of our living. Unfortunately,
built into these emerging technologies, and hence coming along
with them, intentionally or unintentionally, are also extraneous
material/matters that has significant effects on the users of the
technology.

Traditionally, technological changes in society happen
gradually with few even notice their presence until they become
ubiquitous. Sadly, this is not going to be the case for the present
situation with the emerging technologies we will be confronted
with attributable to the speed and the proliferation during their
arrival upon us recovering from the pandemic.

The present authors with their combined working and teaching
experience exceeding half a century, in their respective field of
specialization, through this presentation and discussion, strives
to attempt in bringing to the attention of a bigger audience, the
urgency of the matter at hand; especially to the professionals and
students who are involved with higher education
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Plenary Session I1

HE Crossroads: Threats and Opportunities

Patrachart Komolkiti, PhD

Director, Learning Innovation Center
Acting Director, Office of Academic Affairs
Chulalongkorn University
Bangkok 10330, Thailand

ABSTRACT

Digital disruption has been impactful in all industries, including
education. The current pandemic has also been a strong catalyst
for the digital transformation. Now, as the situation gradually
returning to normalcy, discussions are circling whether we should
return to the regular classrooms as if nothing happened. We find
ourselves at the crossroads and we must carefully balance with the
ever-changing nature of our learners, with the risk of becoming
obsolete.
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Keynote Session 11

Digital Transformation in Learning and Teaching:
Opportunities and Challenges

Albert Chau

Vice-President (Teaching and Learning)
Hong Kong Baptist University

ABSTRACT

Recent developments in digital technologies have caused major
disruptive changes to many aspects of life. Educators have to
carefully consider how our education should better prepare
our students for a rapidly changing world full of uncertainties.
Students will need to self-learn and work in multi-cultural teams to
address global problems that confront the whole of humankind.
Administrators need to explore how digital technologies may
improve students’ campus experience, optimize processes and
enhance efficiency, and upgrade the use of data to inform policy
formulation and decision making. In this presentation, the
implications of digital technologies and the related challenges in
three major areas of higher education will be discussed:

[.  Under the curriculum, educators consider how course design
and intended learning outcomes should be revised. Increased
adoption of experiential learning activities and group work
also call for a stronger need for authentic assessment,
continuous feedback to students and documenting students’
achievements in generic skills which are readily quantifiable.

II. To improve the support to students, institutions have used
digital systems for student life cycle management, starting with
admissions, course enrolment, academic advising to alumni
engagement. These digital systems also aim at incorporation
of best practices for process optimization and improvement of
user experience.

II1. As part of the accountability system, institutions are expected
to demonstrate the impact of their work. As a result, data
collection and presentation to demonstrate the fulfillment
of key performance indicators (KPI) have become vital for
attracting funding as well as good partners, staff and students.
The data should also be used to close the quality cycle to
ensure institutions are following evidenced-based practices.
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Plenary Session III

Modest Augmented Reality Technology for Education

Professor Ridwan SANJAYA

Professor of Information System, Faculty of Computer Science
Soegijapranata Catholic University

ABSTRACT

During the pandemic, it was not easy to transfer skills and
knowledge to students, especially when it came to laboratory
practice skills. The bottleneck in lecturers delivering skills
and knowledge has been caused our expectations of students'
abilities to be lower than before the pandemic. Of course, this
problem will be faced with real conditions in the field of work
that require a level of skills that has been a common standard.
Augmented Reality is generally known as sophisticated
technology and should be created by people with computer
skills or programming backgrounds. However, modest
Augmented Reality actually could be made using several
tools that already exist on the internet. By using the existing
multimedia, the lecturer could produce an interesting
way of delivering learning content to the students.
This presentation explores the utilization of several
tools on the internet in making modest Augmented
Reality technology for education and scenarios that can
be developed to attract the student interests in learning
content and create a new experience for students.

Keywords: augmented reality, delivering learning content,
modest augmented reality, students new experience, tools
utilization
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Keynote Session I1I

Preserving “The Teacher Within” in Virtual Learning
Environment

Budi Widianarko

Soegijapranata Catholic University (SCU), Semarang -
Indonesia

ABSTRACT

Digital disruption in education has been profoundly accelerated
during the Covid-19 pandemic. In the worst situation, Covid-19
cancelled almost all physical classrooms and substituted them by
virtual classrooms. In that situation, instead of interacting with
the students in three dimensional classrooms, teachers can only
see the students in two-dimensional graphical forms appeared
on their computer screens. The sudden transition from physical
to virtual learning environment has raised many issues both at
the teachers and students sides. The issues have typically been
centered on the technology unpreparedness and adaptation.
Actually, there is an important issue which tends to be overlooked
and demands a serious attention, i.e. the wholeness of teacher’s
presence. Covid-19 pandemic has “helped” the education sector
to swiftly improve its digital learning environment, notably the
teacher’s mastery of the technology. However, the notion of good
teaching cannot be neglected in the learning process. In virtual
learning environment, technology is, of course, an important
determining factor. However, the presence of teacher as a whole
person - comprised of scholarship, pedagogy and personality - is
also another crucial factor. The teacher intrinsic quality, namely
all traits that constitute a good teacher, needs to be preserve in
the virtual learning environment. This presentation discusses the
challenges face by teacher to present as a whole person in virtual
learning environment. In this respect, the ultimate challenge is
to make sure how the spirit of “the teacher within” can radiate
into each student’s individual space as the substitute for physical
classroom. In the post-pandemic scenario, this discussion will
be of highly relevance since digital learning will surely occupy a
prominent niche in the education practices.

Keywords: “teacher within”, virtual learning, transition
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Paper ID 1
A Strategic Approach to Onsite Learning in the Era of SARS-Cov-2

Michael Agyemang Adarkwah, PhD(c)

(Southwest University, China)
Email: adarkwahmichael 1@gmail.com
ORCID: 0000-0001-8201-8965
Telephone: (+86) 15923226920
Faculty of Education, Southwest University, No. 2 Tiansheng Road, Beibei District, Chongqing,
400715, P. R. China

ABSTRACT

The COVID-19 pandemic disrupted all forms of social life, including the education sector. As part
of the efforts to keep the virus at bay, onsite instruction was suspended in 188 countries across the
globe, jeopardizing the educational goals of over 91% of the world’s student population. Online
learning emerged as an ultimate solution to the disruption caused by the COVID-19 pandemic.
The main challenge of most developing countries, especially in Sub-Saharan Africa, is to ensure
effective online learning across all levels of education. The lack of funds, infrastructure, effective
e-learning systems, ICT gadgets, and other challenges hindered the online learning in most
developing countries from achieving its intended goal. With the realization that the COVID-19
may not die out soon and the prospect of a vaccine, Ghana, like many countries, resumed onsite
instruction in early 2021. The study employed a phenomenological approach through personal
interviews to explore the experiences of 20 tertiary students who were the first batch of students
to be part of the temporal resumption of tertiary education in Ghana. From the analysis, it
was observed that universities educated their staff and students on COVID-19. Nonetheless,
there were contextual challenges with; the provision of personal protective equipment (PPEs),
engagement in digital learning, parent-teacher collaboration, psychological health service, and
course completion. The study discusses school preparedness plan of universities for resumption
and draws from literature to outlines 10 strategic ways to reopen schools.

Keywords: Online learning; Onsite learning; COVID-19; Distance Education; Ghana Education.
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Paper ID 81
Out-of-Class Activities: Impact, Facilitators, and Barriers

Kevin CHANY, Cypher H. Au-Yeung?

L2The Hong Kong Polytechnic University, Hong Kong SAR

*Corresponding author

ABSTRACT

Purpose/Background

A substantial portion of face-to-face class sessions had to be replaced by remote teaching
during the times of pandemic. Out-of-class activities usage has grown along the rapidly
adopted e-learning pedagogy. Language instructors were found to have increased usage of
e-learning tools such as

Google Classroom and WhatsApp. Social media and learning applications were utilized to
distribute learning materials. The purpose of this study was to identify objectives, impacts,
facilitators, barriers of out-of-class learning activities from both teachers’ and students’
perspective.

Methods

In this qualitative study, two focus group interviews were held with teachers (n=5) and students
(n=6) who have experiences in out-of-class learning activities to discuss the activities in their
perspectives. Themes related to implementation of out-of-class learning intervention were
discussed and analyzed, including learning objectives, successes and failures, effectiveness,
perceived support, enjoyment, preference over alternative learning activities, metacognitive
attributes, and synergy with different fields of knowledge.

Results

Teachers utilized out-of-class activities aiming to enhance interactions between students
when face-to-face sessions were unavailable, promote peer learning, and to achieve better
learning outcome in class materials, research ability, self-directed learning, and teamwork.
They also reported that technical and pedagogical support from the university played an
essential role in the implementation. Students interview revealed that out-of-class learning
activities may promote understanding to class materials, practical skills gaining, enhancing
autonomous learning, facilitating peer learning and interaction, increase enjoyment, and
provide an experience that could not be earned in traditional classrooms. All students
believed that it would be beneficial if all courses would incorporate partial implementation
of out-of-class learning activities in the syllabus. While some types of out-of-class activities
were not supervised face-to-face, they relied on students’ motivation and self-regulated
learning towards positive learning outcomes. Informative briefing and debriefing sessions
are considered keys to a successful implementation. Sufficient learning resources, such as
laboratory timeslots availability, are also essential for fruitful out-of-class activities.
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Discussion and conclusions

Effectiveness of out-of-class learning interventions appears to be contingent upon students’
motivation and ability towards self-regulated learning. For instructors implementing out-of-
class learning interventions in their courses, ensuring sufficient resources for students and

communicating with different sources of support prior to the activity would facilitate positive
learning results.

Keywords: out-of-class learning; qualitative; experiential learning; active learning; self-regulated
learning
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Paper ID 11
An Experience of Online Teaching in Legal Education: Glimpses from India

Dr. Ved Pal Singh Deswal

Faculty of Law
Mabharshi Dayanand University Rohtak (Haryana)
E- Mail : vpdeswal@gmail.com, Mobile No: +91-946690134

ABSTRACT

Today in the time of Pandemic Covid-19, the entire society has been suffering on account of
various problems such as Corona, health and education. The Corona has shaken the world to its
core. In India also all the educational institutions were locked down on 22 March 2020 resulting
into a breakdown on education system throughout the territory of the nation. As said “Where
there is a will; there is a way”, Covid-19 has prompted experts to rethink that traditional mode of
teaching cannot take place now. For this safety of the individual and others coming into contact
the class room teaching was suspended and Digital Learning came into existence, which proved
that the entire territory of mother earth has become a global village. It was proved by our students
sitting at Kenya, Afghanistan and some other parts of the world who are attending the classes. It
proved application of technology as a tool of globlisation.

Objective of the Paper:

0 To examine the infrastructure/ facilities of digital equipments available with Educational
Institutions and Students.

To undergo a trainee programme for the use of digital platforms.

To assess the potential of teachers to convert their lectures in digitalization form.

To identify the hurdles and roadblocks in the path towards digital in legal education as
well as legal profession.

Some of the benefits of Digital learning:

0 “Whenever, wherever” means digital learning has no physical boundaries.
0 It has more learning engagement expertise relatively than the traditional studying.

0 Itis time saving and a safety mechanism at least during this covid period.

Challenges before Digitalization:

Digital learning is also having its restrictions and challenges. The conduct of examination is full
of challenges. It’s a system of honesty, but some students get into unfair means of cheating and
write their papers because there is no eye watch on them. We need to go for MOOT courses in
Law subjects to strengthen the knowledge of budding lawyers so that they can use of these skills
during live proceedings of the cases in the court of law. As a teacher of Law, I would like to urge
the students to follow digital learning as a tool of globalization in legal education.
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Parallel Session 1 | Room 2 | Session Theme: Online Learning

Paper ID 12
Zooming into a Chinese university to teach about educational leadership from
Australia: what could possibly go wrong?

Christine CUNNINGHAM, Michelle STRIEPE and Wei ZHANG*

Edith Cowan University School of Education
2 Bradford Street, Mt Lawley WA 6050 AUSTRALIA

ABSTRACT

Transnational Education (TNE) refers to the process where an educational institution or organ-
isation in one country makes their programs or educational services available in another coun-
try, thus enabling students in the host country [in this case China] to earn a foreign qualifica-
tion [in this case from Australia] without leaving their home country (Healey & Michael, 2015;
Bannier, 2016; He & Wilkins, 2017). The continuing Australian travel bans to China, as a result
of the COVID-19 virus, forced all transnational tertiary teaching partnerships to move online in
2020 and continuing in 2021. This included a joint Edith Cowan University and Zhejiang
Normal University’s Master of Educational Leadership course, which had to be reshaped abruptly
so that the course could be beamed online from Australia into China for the 16th cohort class of
60 Chinese postgraduate students.

The first goal of the Covid-19 transnational transition was to move learning from face-to-face
instruction to online platforms (e.g. Zoom and Microsoft Teams) and ensure it was compatible
and functional with Internet access into mainland China. Then the course materials and teaching
strategies had to be reconsidered to meet the general challenges associated with on-line delivery
(Yen, Lo, Lee & Enriquez, 2018) whilst at the same time, addressing the unique challenges of
streaming Internet-enabled e-lessons inside

China’s Great Firewall. Finally, as ECU is an English as Medium of Instruction (EMI) university
(Dearden, 2014; Tsou and Kao, 2017) and as such our academics are English speaking to an
audience of Mandarin speaking EFL learners, we had to be mindful of how to offer bilingual
learning effectively from afar.

Our presentation will focus on analysing our planning, creating, translating and recording of
appropriate bilingual teaching material and learning strategies. We analyse our successes and
failures, mindful of the distinct circumstances we faced, through the adoption of Shearer,
Aldemir, Hitchcock, Resig, Driver & Kohler’s (2020) theoretical framework based on distance
education theory. We chose this theory because it moves “beyond the replication of the face-to-
face experience” (Shearer et al., 2020, 36) and updates

Moore’s (1989) ideals and imaginings of “an eclectic pedagogical approach for the future ideal
online learning experience, which merges three pedagogical views: personalized/adaptive learning
experience, transformative learning experience, and collaborative, constructive and connected
learning experience (Shearer, 2020, 43).

Keywords: China; higher education; online learning; transnational teaching.
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Paper ID 18
How Can We Engage And Motivate Students In Learning Biochemical Pathways?

Kit Ying Rebecca Lee, Yuen-King Ng, Hang Mee Yeung,
Yat Nam Bernard Ng and Minghui Chen

ABSTRACT

Given the complex and abstract nature of biochemical pathways, the learning of metabolism
is always a major challenge for students. Over the years, a number of teaching tools have
been developed to aid students in learning metabolic pathways. Two major challenges that
teachers may come across during the courseware development are (1) the low usage rate, and
(2) whether the learning tool can motivate students in learning the subject. Traditionally,
most teachers collect feedback from students by using the evaluation form, and track
the courseware usage by obtaining the activity logs of the online e-learning platform
such as Blackboard. In our studies, a few methods were used to engage and motivate
students in learning biochemical pathways using the courseware Metabolism Metro.

The Metabolism Metro is a self-learning tool which aims to arouse students’ interest in
exploring human metabolic pathways. These pathways are grouped together and presented
as railway lines in different “islands”, including the Sweetieland (carbohydrate metabolism),
the Powerland (oxidative phosphorylation), the Laminolegoland (amino acid metabolism),
the AG City (nucleotide metabolism), and the Oi-volcano (lipid metabolism). This courseware
includes both pre-class and post-class activities. In the pre-class module, students can learn
abstractconceptsthroughanimations, narrations,videos,concept maps,and manga. Moreover,
they can also gain an overall picture of metabolism by studying the connections of the “railway
lines” in the metro map. In the post-class module, they can review their concepts by using the
flash cards, and test their knowledge by playing the mini-games. Students can gain immediate
feedback from the mini-games by earning the “coins” for answering the questions correctly.

In order to engage and motivate students in learning the subject, besides using the evaluation
form for feedback collection, and track the courseware usage in Blackboard, the course
teacher also (1) made announcement at the end of each class and asked the students to
go through the pre-class activities of the next week, (2) guided the students to re-visit the
animations during class in order to strengthen their concepts, (3) attracted the students to
play the mini-games by inviting them to join a prize-winning competition. Among the 29
students, 21 (72%) of them had used the courseware, and 14 out of 21 students (67%) had
completed and gained full marks in the mini-games. In general, there were satisfied with the
courseware.

Keywords: Biochemical pathways, metabolism, biochemistry, micromodules, gamification
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Paper ID 22
Effective VARK model among academician and student classroom engagement:
A case study in American Degree Transfer Program, Sunway University.

Sujitra. S*, Devandran. A?

L2Sunway University, Bandar Sunway, Malaysia *Sujitra .S

ABSTRACT

Student in particular has various preference when it comes to learning and grasping of knowledge
as it is also one of the main contributors for learning interest. However, by using the right model;
could not only have the learning outcome achieved but also in producing active learners. An
effective communication could relate well to the use of VARK model which consist of visual
learning, aural learning, read write learning and lastly the kinesthetics learning. Each learning
style has its unique way of igniting the suitable way of learning among students. Effective
communication does not only help academicians to look into the best suited learning style for
students but also ensuring a good classroom management. This study aims to investigate the
impact of learning preference among students and best suited teaching style using VARK model
by academicians in American Degree Transfer Program (ADTP). The department has a wide
variety of major subjects where each of it is being taught using various VARK model. The study
used qualitative research with simple random sampling. There were five (5) lecturers from various
major’s background from ADTP whom has been interviewed. The study found that learning
style differs according to each module and subject. Further this study confirms that under the
VARK model the visual mode is more popular among student as it’s the millennial generation
who prefers the digital technology compared to traditional classroom. However, respondents
believed that face to face delivery of subject are definitely the best approach. Nevertheless, hands
on activities and presentation does attract student engagement unlike textbook usage which only
helps with further enhancement of a subject matter. Apart from acquiring skills and creating
positive attitude, this study also creates unique learning environment that could ignite the sense
of students to think further. As a conclusion, the study is important for academicians to know
and understand their students in order to acknowledge the best suited learning style preferred
by students. A comparison of learning style using the VARK model can be carried out between
private and public varsity in future studies.

Keywords: visual learning; aural learning; read and write learning; kinesthetic learning
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Paper ID 24

Students’ Perception of Different Learning Activities in Online Synchronize Lesson

Yin Ni Annie, NG’

Nanyang Polyethnic, Singapore

ABSTRACT

It has been a challenge for educators to engage and motivate students during the COVID-19
pandemic without face-to-face lessons. Nanyang Polytechnic adopted the strategy of recorded
lectures coupled with face-to-face tutorials to manage the number of students in school. However,
during the phase two heighten alert in May to June 2021, the tutorial sessions converted to
synchronize online format to minimize unnecessary contact to fight the pandemic. The research
was conducted in June 2021 to compare students’ perception of three different learning activities
e.g., collaborative mind-mapping (CMM), worksheet, and rose-thorn-bud (RTB), conducted in
the synchronize online lesson after three different recorded lectures. A 32-item (30 quantitative
and two qualitative) survey was administered to 76 students after the last online lesson to measure
their perception of the three activities in the following area: usefulness, success, interest, care, and
relatedness.

ANOVA was conducted to make pair-wise comparisons between students’ perception of the three
activities. The area of usefulness, success, interest, and relatedness showed a significant difference
(p<0.05). PairT-test results from the various activities indicated that students perceived the
worksheet as the most useful and successful activity. Whereas students felt most related with their
peers when they were doing CMM. CMM (M=6.45, SD=1.46) is significantly more interesting
than RTB (M=5.46, SD=1.74), t(70)=4.57, p=0.00).

The students expressed that doing the worksheet is tedious compare to the RTB and CMM, but
doing the worksheet is still useful as the questions were from the past year’s test paper. CMM
enabled students to summarise the recorded lecture collaboratively via MIRO® platform. Doing
the worksheet with the guidance from the tutor online helped students practiced for the test.
Students experienced difficulties generating meaningful questions as a group for the RTB, but
they still appreciated the insight obtained after the activity. Hence, there is no single activity that
can solely recommend in the synchronized online lesson, the mix of the teaching activities is
required to engage different types of learners for different topics.

Online Lessons; Active Learning; Learning Activities; Peer Learning
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Paper ID 32
Towards Creating a Conducive Remote Learning Milieu: A Case Study of
Development Communication Graduate Students’ Reflective Accounts in the Time
of Pandemic

Ernesto Cordero Collo, Jr.

eccollo@up.edu.ph
College of Arts and Sciences, Don Mariano Marcos Memorial State University /
College of Development Communication,
University of the Philippines Los Bafios, Philippines

ABSTRACT

This paper is a qualitative navigation of the reflective accounts of development communication
(devcom) graduate students at the University of the Philippines-Los Bafios (UPLB). Mead’s
symbolic interactionism guided my understanding of the participants’ reflective evaluation based
on a virtual roundtable that aimed at reinvigorating reflections. It also foregrounds devcom as a
field of theory and practice in honour of the contributions of its pioneer and mother Professor
Emeritus Nora C. Quebral. The credence of instrumental case study design (Stake, 1995), through
the participants’ reflective accounts derived via “distance turn-digital” methods (Luton, 2020),
informed the direction of this research in addressing a paucity of literature that examines the
experiences of graduate students on remote learning in the current milieu. Participants’ stories
were broadly themed as learning struggles in the time of pandemic which refer to personal struggles and
academic struggles as categories. Under the same theme is an emergent category that collectively
refers to alternative opportunities constituting two pivotal subcategories: institutional support and
online forms of communication support. Organizing these three categories is a schema that looks at
the learning struggles of the participants and their recommendatory course of action towards a
conducive remote learning milieu. In navigating further, online social support communication and
recreational (dis)engagement for holistic well-being have served as the participants’ virtual and real
coping strategies during the pandemic.

Keywords: Reflective accounts, remote learning, symbolic interactionism, learning struggles,
alternative opportunities, coping, schema
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Paper ID 74
360-Degree Panoramic Virtual Site Visit for Construction Technology
Education

Junyu CHEN, *Wai Kei KONG, *Minkoo KIM, ‘JoonOh SEO,
Hung-Lin CHI and ‘Michael C.H. YAM

121065586R@connect.polyu.hk, kong.wai-kei@polyu.edu.hk, *joekim@chungbuk.ac kr,
Yoonoh.seo@polyu.edu.hk, *hunglin.chi@polyu.edu.hk, *michael.yam@polyu.edu.hk

Department of Building and Real Estate, Faculty of Construction and Environment,
The Hong Kong Polytechnic University, Kowloon, Hong Kong SAR

ABSTRACT

In Construction Technology Education, construction site visits play an important role for
undergraduate students to get familiar with the real construction environment, combine
the textbook knowledge with practice and develop their competence to embrace the
industry innovations and challenges. Real construction site visits face challenges in getting
the access to proper construction sites and ensuring the safety of visitors. This study first
utilizes 360-degree panoramas to develop a projectlive e-platform with game elements to
provide an immersive environment and present the approximate complexity of construction
sites. Secondly, the study evaluates the effectiveness and the degree of satisfaction of the
360-degree panoramic virtual site visit in Construction Technology Education through the
implementation in relevant courses at the Hong Kong Polytechnic University. The students’
knowledge acquisition and technology acceptance as well as their opinions are collected and
well measured. Finally, feedback as obtained from in-class quizzes and questionnaire surveys
is analyzed. According to the responses, the comparative analysis of teaching methods is
conducted to not only present the distinction of the proposed 360degree panoramic virtual
construction site visit from the available lecture-based approaches but also elicit the future
improvement in teaching aids for Construction Technology Education.

Keywords: Construction Technology Education; 360-degree panoramas; virtual site visit;
e-platform; Hong Kong
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Paper 1D 10
Ultilizing Textbooks in Online Language Classrooms: A Combination of
Synchronous and Asynchronous Learning

Thuy Pham

ABSTRACT

The widespread Covid-19 pandemic has led to the switch of teaching and learning from
offline to online mode in most regions of the country. As a result, language teachers of
textbook-based courses, or those who must follow a core book throughout the course, face
the challenge of either digitizing the book or designing appropriate activities to utilize it
effectively in the online settings. This requires a balanced and efficient combination of
synchronous and asynchronous learning. While the former refers to “online or distance
education that happens in real-time, often with a set class schedule” and with the presence
of both teachers and learners, the latter involves students’ independent learning and flexible
access to materials outside class time. This approach is also known as one type of blended
learning, and it often requires a certain range of online resources to be well-implemented.
However, for teachers who have used textbooks as their primary source of teaching materials,
the availability of such supplementary aids might be an issue of concern. Therefore, this
presentation aims to address how synchronous and asynchronous activities can be conducted
to maximize the use of textbooks. Specifically, it summarizes the advantages and disadvantages
of each activity type, principles for selecting either synchronous or asynchronous learning
to achieve particular objectives, and techniques to digitize or adjust textbook activities/
tasks for online teaching or self-study. One example of how an upper-intermediate English
textbook has been adapted would also be given to facilitate understanding of the approach.

Keywords: textbook, online learning, synchronous, asynchronous
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Paper ID 14
Learning Foreign Language Using Mobile Application In Enhacing
Communciation Fluency Among Young Professionals

De Leon, Phill Andrew J.
Sy, Maria Christina N.
Jimenez, Princess Khayle
Pelayo, Mikhaela Cassandra
Nacario, Princess Nica
Carino, Kendrel May
Reyes, Princess Nadine
Gamuac, Cyniza Jane
Student Researchers

Espinola, John Christian
Faculty Researcher/ Adviser

Lyceum of the Philippines University

ABSTRACT

The acquisition of learning different foreign languages plays a vital role in people’s lives,
as it is not only for entertainment and leisure purposes, but also it has become one of the
main important edge in one’s education and professions. This study aimed to measure how
effective these mobile applications in terms of its Gamification, Ease of Use, and Learning
Enhancing factors in learning foreign languages and its correlation to enhance one’s
communication fluency, specifically with their Pronunciation and Vocabulary factors. 400
Filipino Young Professional users with the ages of 20 to 35 years old were chosen to be the
respondents of the said study. The instrumentation used was adapted from Schroeder (2016)
and Gafni, et al. (2017) to gather the desired data. With the applications stated in this study,
"Google Translate App” was that most used application with 56.75% of responses followed
by Duolingo App with 42.5%, “HelloTalk App” of 41.25%, “Others” with 21.5%, “Memrise
App” of 6%, and lastly, the “Busuu App” of 3.75%. A significant relationship between
the Use of Mobile Application and Communication Fluency was found (p<.000) using
ChiSquare. The Pronunciation and Vocabulary under Communication Fluency resulted to
have a significant relationship with the Gamification, Ease of Use, and Learning Enhancing
under Mobile Application variable (p<.000). Furthermore, Communication Fluency and
Mobile Application resulted to have a Significant Positive Moderate High Correlation with
each other (r-value=.617). These prove that the use of mobile application can effectively
enhance the learners’ communication fluency in learning foreign language.

Keywords: Mobile Applications, Communication Fluency, Young Professionals, Foreign
Language
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Paper ID 20
Globalizing the Classroom through Virtual Exchange

Emma H. ZHANG

College of International Education, Hong Kong Baptist University, Hong Kong

ABSTRACT

The proliferation of virtual communication in tertiary institutions around the world has
made it possible to connect learners across the globe through technology and offer cross-
cultural perspective to populations with limited physical mobility. To improve students’ cross-
cultural effectiveness in the classroom setting, the project “Enhance cultural understanding
through virtual exchange” was launched in June 2020. The project was designed to facilitate
person-to-person online communication between learners from different cultural, linguistic,
and geographic areas for an extended period. In the first phase, 30 American students and
19 Hong Kong students were brought together through asynchronous video messaging for
10 weeks. In the second phase, 120 American students, 76 Hong Kong students, and 29
English majors from India participated. These learners from three geographic regions and
multiple linguistic and cultural backgrounds had opportunities to interact together online
for a period of six weeks. The participants interacted with each other synchronously through
Zoom and asynchronously through Flipgrid. They also shared learning resources with each
other on Padlet. Participants from Hong Kong took the Intercultural Effectiveness Scale
(IES) survey both before and after their virtual exchange to measure their improvements
in intercultural communication. They were also invited to join focus group interviews to
share details of their experiences. Initial findings indicate that virtual exchange successfully
improves participants’ overall intercultural effectiveness. The experience helps learners
to be more open to different cultures and to be more confident in their language skills.
Though virtual exchange is not effective in developing interpersonal relationships, it can
offer advantages other overseas exchange programs do not offer. Virtual exchange provides
wider and potentially more in-depth cultural exposure by connecting participants from
multiple cultural backgrounds and providing a context for them to engage in research and
discuss a range of social, cultural, and environmental issues.

Keywords: virtual exchange; collaborative online international learning (COIL);
internationalization at home (IaH)
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Paper ID 23
Experiences of Aged Teachers in The New Normal Learning

'Arnee H. Dengal, *Ma. Kareysha Claire J. Mancera and
3Kathleen Ashley D. Pantollano

larneedengal4@gmail.com, 2kareyshamancera@gmail.com,

Spantollanokathleenashley@gmail.com

STEM, Senior High, Zamboanga del Norte National High School, Dapitan City, Philippines

ABSTRACT

With the sudden transition of traditional learning to online learning, teachers specifically the
aged ones found themselves challenged with the changes of the new normal type of learning. The
Department of Education innovate, made adjustments and changes in the teaching and learning
process to ensure the safety of both learners and teachers. Hence, this study was conducted for
the purpose of being able to enumerate the experiences amongst aged teachers in the new normal
learning amidst pandemic. This study was anchored on Herzberg’s Motivation Theory model or
two-factor model by Frederick Herzberg. Qualitative methods are used in this study applying a
narrative research design. A narrative method was used to conduct an online interview through
messenger calls as a means to gather and provide as much information and relative evaluation.
The questionnaire prepared by the researchers were based on the theoretical framework of the
author. The questions focused on the perceptions of aged teachers in the new normal learning.
There were ten (10) respondents who are secondary teachers aging from 50 years old and above
with at least five years of teaching experience in areas of Dipolog and Dapitan City in Zamboanga
del Norte, Zamboanga Peninsula, Region IX, Mindanao, Philippines. The study found out that
the experiences of aged teachers in the new normal learning include the following: Adjustments,
Health Prioritization, Work Dedication, Learning Issues, Developed Routines, and Support
System. The findings revealed that aged teachers are struggling hard resulting them to cope up
in response to the demands of new normal learning. Moreover, this study recommends the aged
teachers to exercise a proactive approach in learning technology, find better ways to contact
students, collaborate with co-teachers, develop strong attitudes towards learning and ask for
online learning assistance. Learners must connect with teachers and parents as well as prioritizing
school responsibilities by treating online classes like real classes to help lessen the burden of these
aged educators. Further, strengthening schools support for teachers enhancement skills towards
technology integration, create professional development opportunities and recognize teachers’
efforts amidst online learning.

Keywords: Aged teachers; education; experiences; online learning; pandemic
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Paper ID 26
Resiliency of the Architects in the Academe: A Qualitative Focus on the Virtual
Architectural Design Studio in the Philippines

John Clemence Pinlac, Noel Cruz!, Caryn Paredes-Santillan!

Instructor, College of Architecture, University of Santo Tomas, Manila, Philippines
Corresponding Author, jmpinlac@ust.edu.ph, Beato Angelico Building, University of
Santo Tomas, Espafa Blvd., Sampaloc, Manila, Philippines 1008

ABSTRACT

The widespread impact of COVID-19 greatly affects the deployment of higher education. In the
Philippines, with the current physical restrictions, academic institutions have shifted to online
learning. However, with limited technological resources compounded by one of the poorest
internet connections in Southeast Asia, online learning is a constant challenge to educators.
Even more so in Architectural Design, a studio culture in which creativity and mentorship are
the main thrusts.

Current literature on online learning in the country currently focuses on general subjects. This
paper seeks to define the ways in which the architecture studio culture adapted to the challenges of
conducting education online. This research employs qualitative methods that focus on the online
shift of educators handling architecture studios in the Philippines. In particular, it examines the
resiliency and resourcefulness of educators as well as the tools and techniques used. The study
hopes to produce a framework for the continued improvement of the online architectural studio
that will benefit educators and students alike.

Keywords: resilience, human capital, virtual design studio, architecture education, Philippines
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Paper ID 137
Adaptive E-Learning - A Comparative Study

Dr. A.K. Shafreen Banu, 2S. Mohamed Aslam and *X. Antony Julian
shafreenbanu@gmail.com , 2assukutty2018@gmail.com , *julianx941@gmail.com

'Associate professor, Department of Information Technology, Bishop Heber College
(Autonomous), Tiruchirappalli, Tamilnadu, India
23Student (3rd B.Voc IT), Department of Information Technology, Bishop Heber College

(Autonomous), Tiruchirappalli, Tamilnadu, India

ABSTRACT

Adaptive e-llearning is currently a high exposure topic in education, research and development
streams, it redefines the process of “one size fits all” and brings a whole new outlook to education
that insists on changing away from building infrastructures and providing information via the
internet and towards better learning and performance. The difficulty of enhancing learning
and performance is primarily dependent on correctly understanding a learner’s characteristics.
Adapting to the new normal lifestyle is important, the most important part is that a child, teenager
ora

youth adapting to the new normal. Everything in the world revolves around normality and
adapting or fixing ourselves into the box is also considered normal in the contemporary. In
other words, adaptive learning is a teaching method that adapts to the confidence as well as the
understanding of each learner. In an adaptive learning path, learners may start with the same
content, but based on their answers, the system will feed each user with relevant and unique
content to master certain areas. Learning via the internet was considered to be taboo in the past
but now, the whole educational system is dependent on e-learning. Parents, Teachers and even
Students think that the exposure a student gets in offline is more efficient than what they receive
online. To break this myth“Adaptive e-learning should be adapted”.

Keywords: Master Chain areas, Building Infrastructure, Online, Education, Efficient
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Paper ID 6

Teaching Law Online to Adult Learners in a Pandemic - A Singapore Experience

Ben Chester Cheong

School of Law, Singapore University of Social Sciences,

463 Clementi Road, Singapore 599494

ABSTRACT

Purpose of the Article

COVID-19 has disrupted our way of life. As work from home became the modus vivendi, many
of our working adult students grappled with the difficulty of managing work, familial distractions,
and their law studies, from their homes. Students were suddenly thrust into social isolation as
lockdown measures to curb the spread of COVID-19 were implemented. Notwithstanding these
negative effects, the rise of technology has enabled legal education to continue to thrive in this
challenging milieu. Without past experiences to draw from, it became important to find solutions
quickly to adapt dynamically. As course leader and tutor for a number of law subjects, I found
various methods to adapt quickly to deliver quality education to students as well as enhance
student satisfaction in the process.

Methods

Use of Technology: 1 deployed a range of technology to teach, including the usage of (i) Nearpod
where 1 hosted all my learning content for live teaching, (ii) Kahoot! for multiplayer games to
assess learning outcomes, and (iii) Study.com videos to enhance the learning and assimilation
process. The use of interactive multi-player games (on Kahoot! and Nearpod) facilitated real-time
assessment and feedback of students’ understanding of the course content.

Consistency in delivery of content: Due to work from home and minimised contact among colleagues,
I prepared detailed teaching guides for the minor tutor (i.e. explanation for the slides as well as
copious guidelines for the class discussion questions) for each of the study units. Each teaching
guide was approximately 6,000-8,000 words and took me many hours to prepare.

COVID-19 preparedness: In light of COVID-19 and to facilitate online teaching on the Zoom
platform, I also prepared extensive YouTube videos (including preparing the introductory video
using an advanced video production software - Camtasia). Having the YouTube videos greatly
reassured me that the Zoom sessions would not need to be a didactic lecture without compromising
on teaching quality as students would have access to the full lectures separately. I could then use
the Zoom sessions to focus on the recapping of concepts as well as on the application process
through the use of class discussion questions.

Results

[ am the course leader for the LAW303 Law of Business Organisations module. I taught it for the

first time in Semester 2 of 2019 with 75 students across 3 tutorial (T) groups, where I received a

very positive feedback with average teaching scores of 4.67, 4.77 and 4.89, for TO1, TO2 and TO3,
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respectively, for my electronic course evaluation (eCE) in 2019. This was the highest teaching
score achieved by a law faculty member in Semester 2 of 2019. In addition, as course leader, the
course itself received an eCE score of 4.58, which was the highest course evaluation score among
all law school modules in Semester 2 of 2019.

I taught this module for the second time in Semester 2 of 2020. In my eCE 2020, I received a very
positive feedback with average teaching scores of 4.73 for TO1 and 4.71 for TO2. In addition, as
course leader, the course itself received an eCE score of 4.59. Under my leadership of the course,
the course has consistently received very high eCE scores for two consecutive years.

Please see my published work on Post Pandemic University:
https://postpandemicuniversity.net/2020/12/05/teaching-law-in-a-lockdown,

Conclusions

Through sharing best practices in teaching law during the pandemic, I hope to stimulate discussion
and contribute to the educational landscape. I am focussed on the holistic development of
students and to improve the experiential learning process.

Keywords: Teaching, Law, Online Learning, Pandemic
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Paper ID 77
Using Video-Based Formative Assessment to Facilitate Skill-Based Learning in

The Time of COVID

Dave GATRELL", Kai Pan MARK?, Kevin CHAN?,
Cypher H. AU-YEUNG* and Ka Yee LEUNG?®

1234 5The Hong Kong Polytechnic University, Hong Kong SAR
*Corresponding author

ABSTRACT

The COVID-19 pandemic has accelerated the transition from face-to-face to online and blended
learning in the higher education sector. Whilst knowledge transmission has adapted seamlessly to
remote lectures and the online distribution of materials, academics have experienced challenges
in using online learning for skill acquisition and assessment, such as laboratory work and
clinical procedures. Video-based formative assessment enables students to practise and record
courserelevant skills without being limited by instructor and classroom or laboratory availability.
Using video recordings and video annotation software, students can reflect upon their
performance and make improvements in subsequent attempts. Prior to submission, students can
share their practice with peers to receive time-stamped feedforward comments and gain further
insight. The goal of this formative assessment is to ensure that students can develop relevant skills
during a course, rather than being summatively assessed on a single performance and finishing
the course without having mastered the correct skills or techniques. This paper describes an
upcoming video-based formative assessment project involving courses in applied science, social
science, optometry, and nursing.

To investigate the feasibility and effectiveness of video-based formative assessment in different
disciplines, interventions related to learning with video will be implemented in a variety of
subjects. Students will engage in video-based formative assessment tasks tailored to the learning
outcomes of their courses. For example, optometry and nursing students may practise clinical
skills, applied science students may report on experiments, while social science students may role-
play scenarios prior to interacting with older adults on a field visit.

Interviews and qualitative surveys will be conducted with instructors and students to analyse the
impact of the approach and video annotation tool on students’ learning experience. Findings
will be triangulated using ‘trace data’ from the video content management system and thematic
analysis of in-video reflections and discussions. To further explore the impact of the intervention
on reflective practice, selfregulated learning and peer learning, students will also complete a
quantitative survey derived from the National Survey of Student Engagement and the Motivated
Strategies for Learning Questionnaire.

The outcome of this project may shed light on the feasibility of replacing a portion of traditional
inperson summative assessments with video-based formative assessment tasks. This could mitigate
the negative impact of the reduction in face-to-face teaching hours during the pandemic. It should
also identify the challenges involved in implementing the approach in different disciplines and
help teachers develop strategies to overcome them.

Keywords: video; formative assessment; reflective practice; self-regulated learning; peer learning
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Paper ID 25
Students’ Voices in Online Learning Assessment

Heny Hartono!

Soegijapranata Catholic University, Indonesia

ABSTRACT

As one of the most essential components of a learning process, assessment is not only to
measure learner’s ability or teacher’s success in teaching, but it also provides feedback on
the learning process itself. In a normal learning cycle, assessment can be done in the class
and take form of formative and summative assessment. Most of the informal assessment
in the classroom can be grouped as formative assessment in which teachers give feedback
to improve the learners’ ability. Hence, the formative assessment is mainly focused on the
ongoing development of learners’ ability. Summative assessment is the one prepared by
teachers to measure students’ achievement at the end of the course. Amidst the Covid-19
pandemic which has made teachers use online platform for their classes, teachers still
cannot neglect the role of assessment. Though both teachers and students strive to adjust
themselves with the fully online classes, the assessment should be conducted along the
classes. Through the Learning Management System, teachers conduct both synchronous
and asynchronous assessment. This article presents the results of a qualitative study on
how university students perceive online assessment. This study involved 20 university
students from Indonesia, Taiwan, and the Philippines who participated in the open ended
questionnaires and FGDs. The results of this study reveal that students more appreciate
and believe in formative assessment than the summative assessment. Despite the ease of
asynchronous assessment, students admit that synchronous assessment is more objective
than the asynchronous assessment. The results of this study echo the students’ voices on
the online assessment that will be valuable for teachers and higher education institution in
developing appropriate online assessment for their students.

Keywords: student, assessment, online learning
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Paper ID 27
Educator’s Perspective on Teaching-Learning Process during COVID-19
Pandemic in Higher Education Institutes of West Bengal

Dr. Varbi Roy and Dr. Aniruddha Chatterjee

ABSTRACT

Purpose: To assess the impact of lockdown amidst COVID-19 on teaching
learning process on undergraduate and postgraduate learners of various
colleges and universities of West Bengal from the perspective of teachers.
Method: An online survey was conducted from 1 September 2020 to 31 January
2021 to collect the information. A structural questionnaire link using ‘Google
form’ was sent to teachers through WhatsApp and E-mail. A total of 448 teachers
provided complete information regarding the survey. The objective of the study
aimed to learn the effectiveness in online teaching learning during the pandemic.
Result: This study suggests that e-learning and use of ICT tools has become effective
during pandemic as it is the only available alternative to continue with the teaching
learning process. However, the online mode cannot be an alternative or replacement
of traditional mode of teaching. One cannot expect successful implementation of
blended mode of learning in post pandemic times also without proper infrastructural
set up and without gauging the capabilities and mindset of educators as well students.
Conclusion: The current online teaching learning practice is viewed by the educators
only as a successful means to resist complete shutdown of the learning process,
however successful, the process especially the examination system is not without flaws.
Future Recommendations: Up gradation of infrastructure, revision of curriculum and
examination pattern, proper training of educators to equip them on online teaching are
among some of the pre-requisites for enjoying full benefit of the online mode of learning.

Keywords: COVID-19 - Pandemic, E-learning, Higher education, ICT, West Bengal
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Paper ID 31
Assessment of Students’ E-Learning Readiness at Yenagoa Study Centre,
National Open University of Nigeria

Gordon M. BUBOUY, Ibebietei T. OFFOR?and Job C. GABRIEL?

'NACETEM South-South Office, National Centre for Technology Management, NDU, Nigeria
’Department of Science Education, Federal University Otuoke, Bayelsa State, Nigeria
’Department of Educational Foundations, National Open University of Nigeria, Abuja
*Corresponding author

ABSTRACT

The times we are in now requires that people stay at home for most parts of the world to avoid
the highly contagious novel corona virus (COVID-19). That means learning in brick-and-mortar
school buildings has become a challenge. For the education and training sector not to suffer total
collapse, and to make up for the absence of face-to-face interactions in the classroom, the sector
is now experiencing a rapid uptake of elearning. E-learning offers platform for transmission
instruction, interaction between learners and teachers online through the Internet. While
e-learning as an educational innovation had been in existence for some decades, it only took a
global pandemic to leapfrog it to become the new normal in the education arena. Furthermore,
in a country like Nigeria where admission seekers far outnumber available spaces, educational
innovations such as e-learning becomes imperative. However, integrating e-learning into learning
institutions requires stakeholders to be ready for its adoption. One critical set of stakeholders are
the learners because they are the ones at the center of the learning process. Thus, the purpose
of the study was to assess the elearning readiness of first- and second-year students of a Study
Centre of the National Open University of Nigeria, the biggest university in the country, in terms
of student enrollment. A descriptive quantitative survey design was adopted for the study. With
a survey questionnaire, this study involved a sample of 476 students of the Yenagoa Study Centre
of the National Open University of Nigeria. This paper investigated the e-learning readiness of
220 first- and second-year students of Study Centre that responded to questionnaire items. A
t-test was also used to verify if significant differences in the e-learning readiness existed between
the two classes of students. Findings revealed an e-learning readiness index of 57.08 out of a
possible 100%. The results imply that the students were not fully ready to adopt the learning
innovation. Statistically significant differences were also found between the two classes with first-
year students possessing higher e-learning readiness scores. Given the results obtained, it suggests
that the National Open University of Nigeria need to provide adequate training to students to
prepare them for its e-learning systems.

Keywords: Online learning; E-earning readiness; Open and distance learning; Educational
innovations; Instructional technology
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Paper ID 42
Effectiveness of Online Teaching Approach to the Learning Domains of Nursing
Students in Iloilo City

Gregorio, Jorim Joel H., Gutierrez, Ma.Lou Ester R., Implica, Jelma Crystel C.
Jainga, Alyssa Nicole L., Jamelo, Jouraine Aine Marie L., Jimenez, Lharyza B.
Jover, Marielle C., Salex, Alibogha E., Jovero, Rossini G.

ABSTRACT

Online teaching has been one of the alternative approaches currently utilized by learning
institutions to continue education through the COVID-19 pandemic while ensuring that
they complied with the universal precautionary healthcare protocols. Thus, this study aimed
to determine its effectiveness particularly on the learning domains of nursing students. A
preexperimental, one-group pretest-posttest designwas utilized forthe cognitive domainand a
descriptive design for the affective and psychomotor domain swhich were for supplementary
information only because of certain limitations. About 40 students from the selected university
were select edutilizing purposive sampling and were exposed to online instruction. A pretest on
the cognitive domain was only given before conducting online teaching, and a post-test thereafter
consisting of the affective, cognitive, and psychomotor domains. To avoid any threat to validity,
one clinical instructor was utilized in the whole duration of the study to teach in the online
class, proctor the tests, and check all the tests afterward. The effectiveness of online teaching
was statistically tested using Paired T-test. A Pvalue of (0.005) which wasless than the level of
significan ceset at 0.05 was obtained.Therefore, the null hypothesis: “There was no significant
difference in the level of performance of Nursing students in intraoperative concepts in terms
of the cognitive domain before and after online teaching” was rejected. Interpretation of results
indicated that there was a significant difference in the level of performance of nursing students
in intraoperative conceptsin terms of the cognitive domain as the mean score of the participants
increased after being subjected to online teaching. The increase of the mean during the posttest
was also accompanied by a decrease in the mean average deviation indicating that the score of
the participants was more clustered to the mean. Also, in terms of the affective and psychomotor
domains, the majority felt satisfied in their online class experience and performed excellently on
their psychomotor return demonstration. Overall, the study concluded that the online teaching
approach positively influenced the learning domains of the students.

Keywords: Learning domains, Affective function, Cognitive function, Psychomotor function,
Online teaching approach
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Paper ID 9
A Prototype of Wireless Portable Learning Management System to Support
E-learning in Remote Area

Albertus Satriyo Bayu Aji!, Zevanya Devendra P.N!and Vittalis Ayu®’

"Department of Informatics, Sanata Dharma University, Indonesia

*email: vittalis.ayu@usd.ac.id

ABSTRACT

E-learning has been an emerging trend in education in recent years. The Learning Management
System (LMS) as the basic of eslearning need to be accessible anytime and anywhere with the
support of good internet connectivity and allow the students to experience paperless-based
learning. However, not all schools in Yogyakarta region has good internet connectivity, particularly
in remote area such as elementary and middle schools in Panggang, Gunungkidul. This become a
concern in those schools which do not have the support of stable internet connectivity and proper
computer lab hence it cannot provide the e-learning environment as a classroom experience. Even
though nowadays most of the students and teachers have smartphones, but without the support
of stable internet connectivity, the connection to the remote server of the provided learning
management system will be difficult to be accessed. Therefore, to overcome that aforementioned
issue in e-learning, a portable learning management system based on Raspberry Pi is built. This
enables students and teachers to use a local learning management system with short-range wireless
connectivity (Wi-Fi) of their smartphone or laptop. This prototype can be used locally as a server
without the support of internet connectivity thus still provide basic LMS functionality. In the
implementation, Raspberry Pi B+ was used as the main server hardware, Mikrotik wireless router
was also exploited to provide the wireless connectivity, and Moodlebox was installed on it as the
LMS. In this portable system, teachers can upload their material and students can access it from
their own smartphone/laptop locally. Moreover, the teachers can also give tasks to the student
and students can do their assighments online (locally) with their smartphone/laptop. We have
successfully implemented this prototype in our lab and the LMS (Moodle) can be accessed via
WiFi simultaneously with 8 devices. However, still there are need of improvements to enable this
prototype to serve more devices because when we implemented it using more than 8, there are
still have some problems with the access speed to the portable LMS.

Keywords: learning management system, wireless connectivity, portable server, Raspberry Pi,

Moodlebox
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Paper ID 29

Facebook Classroom as Alternative Learning Management System for Remote
Learning

Manilyn E. Templo!
Jeovanny A. Marticion?

1Zamboanga del Norte National High School
*University of the Philippines - Cebu

ABSTRACT

Social media platforms became instrumental in the delivery of instruction during the pandemic.
The features of Facebook and Messenger were very useful in providing immediate feedbacks to
learner’s outputs, monitoring the academic progress, sharing of accessible learning materials,
repository of supplementary learning resources and interactive platforms for discussions and
communication of for parents, learners and learning facilitators. Thus, the researchers sought
to understand how the intervention coined as Facebook Classroom, a Facebook group platform,
could help teachers in managing learning resources from various platforms, build interactions
with other classmates and assist in their remote learning. The Facebook classroom was introduced
to pool of teachers from building their classrooms, managing files, linking Google drives, updating
their outputs, posting announcements, interacting through reaction buttons, creating polls
and monitoring their presence in the virtual world. The levels of communication, ease of use,
navigation and instructional use were measured using survey questionnaire. Analysis of responses
from teachers and students were also conducted. Results revealed that the use of Facebook
Classroom indicated how learners found the intervention easier to access files, communicate
with their co-learners and teachers and manage their academic activities. Teachers, on the other
hand, found the social media helpful as a learning management system. The experiences of
teachers and learners revealed the advantages of social media as an LMS tool, how it helped
them in teaching-learning process even with the remote set-up and opportunities to interact with
teachers and learners in virtual classrooms. Although they are still hopeful of the implementation
of face-to-face learning as it allows them to build human connections and meaningful learning.
It is recommended to utilize Facebook classroom as alternative learning management system for
remote education in public schools due to affordable access, general usage and friendly features.
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Paper ID 38
Digitalizing Rural Village: Adopting Deep Learning Technology and Community
Empowerment through Nature Tour Classes in Kulon Progo, Indonesia

Desideria Cempaka Wijaya MURTI !, Victoria Sundari HANDOKO?*"
and Antonius Bima Murti WIJAYA?

L2Universitas Atma Jaya Yogyakarta, Indonesia
SUniversitas Kristen Immanuel, Indonesia

ABSTRACT

Communication technology in artificial intelligent are emerging areas of academic inquiry that
rely heavily on the applications of technology to gather data. Still limited research and community
outreach program try explore more participatory actions in implementing artificial intelligent, and
the potential of participatory research to generate knowledge. The purpose of this article focuses on
the process, limitations, and benefits of this alternative approach, as discovered through a research
project in Kulon Progo, Yogyakarta. In particular, the research project combined a community
outreach program using three processes: (1) to develop and design the technology with local people,
(2) to design the Al program according to the existing tourism packages, and (3) to examine how
Desa Wisata Tinalah residents perceived, experienced, and responded to this technology. The
researchers function as the sparing partners to the community and work hand in hand in the co-
creation process of the technology. The research project also integrates image recognition technology
using deep learning algorithm by targeting nature objects such as stones, animals, and plants that
grow very specifically in the area. The technology will be able to recognize the images taken from the
visitors’ mobile phone, give information which was written by local people, and provide points or
scores for gamification in the tour program provided by the local people.

Briefly, the research and community outreach uses focus group discussions method to generate
discussions and knowledge to be built within the technology and the tour packages. FGD was
conducted for more than six times (48 hours) involving 10 key persons of the village to discuss the
ways technology of deep learning can be integrated within the tour packages such as outbound,
trekking, river tubbing, and another experiential package. The FGD also functions to generate
curriculum design of the package which mostly targeted for high school students, produce short
articles to explain the objects, and create games or experiences that use the technology as an
innovation program during the existing tour packages provided by the local people. The results
show two aspects of learning. First, from the usability of the technological point of view such as
the ways deep learning processes the images through learning phase and evaluation/recognition
phase. Second, from the ways local people able to feel empowered through the involvement and the
co-creation process of technology using local resources and their own potentials. The technology
called “Mbak Dewi” driven from their icon of Desa Wisata Tinalah or Dewi Tinalah which is located
in the rural slope of Menoreh Mountain of Kulon Progo. It also brings more ownership to the local
people and to build innovation for the digitalization process of their village without leaving the
human aspect. Evetually, with the technological innovation, the village able to sell the nature tour
packages with unique selling proposition compare to other villages. Overall, this method offers a
new approach to understanding the interactions between human communication and technology
to create a more nuanced theory-building in communication and technology.

Keywords: artificial intelligent, community, tourism, village, deep learning, digitalizing, rural,
empowerment, communication, Indonesia
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Paper ID 7
Will Vocabulary Breakthrough Games Help Learners with Lower English
Proficiency?

Hui-Kuei Alice Hsieh

ABSTRACT

Nowadays, young college students were mostly born in information erawho have been exposed
to video games since childhood. The traditional crawl-style recitation of words is very boring
and ineffective for them. This research is a case-based action research, and the subjects are
121 lower English proficiency learners from an island Univeristy in Taiwan. Aiming at the
problem of insufficient vocabulary when students pass the English graduation threshold,
an online vocabulary breakthrough game is designed to stimulate students’ motivation and
interest in learning, and increase the vocabulary related to an international standardized
test of English language proficiency. The results show that students’ English vocabulary has
greatly increased, and students’ autonomy and efficiency in vocabulary learning through
games have been significantly enhanced.

Keywords: action study, vocabulary breakthrough games, English vocabulary
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Paper ID 64
IMMEX:- Ten years of introduction and digestion

Dawei Xu'!, and Hongyu Ren*

IShanghai Experimental School, Shanghai, PRC
’Shanghai Xile Information Technology Co., Ltd, Shanghai, PRC

*Corresponding author

ABSTRACT

Interactive Multimedia Exercises Platform (IMMEX), created by Dr. Ronald Stevens, a professor of
medicine at UCLA in the United States, the relevant data provided by the system can reproduce
the thinking process of students when solving problems. Therefore, to a certain level, it realizes
the “black box” that opens the thinking process of students when solving problems. The Shanghai
Experimental School introduced the system in October 2008, and kept on experimenting with
daily education practice, which has lasted 12 years. This article uses a large amount of data to
realistically reflect how an advanced technology has been digested, absorbed and innovatively
applied in Shanghai Experimental School. In line with insisting on being student-centered,
honing the team of teachers; continuous experimentation and in-depth research, we successfully
established a School-based curriculum, starting from cultivating students’ thinking habits,
improving students’ thinking quality, and significantly improving students in the change on
problem-solving ability of the disciplines.

Keywords: Problem Solving; Thinking Habits and Thinking Quality; introduction and digestion;
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Paper ID 21
Organizing Canvas for Effective Online Learning

Leland Joseph R. Dela Cruz, Ph.D.

Ateneo de Manila University, Quezon City, Philippines

ABSTRACT

A number of principles and strategies can be adopted by instructors using Canvas to maximize
learning in an online environment. These principles and strategies were derived from one year’s
experience of online instruction and survey feedback from students from two classes, anecdotal
feedback from the university community about the online learning experience, and observations
about the management of online classes as a parent of an incoming freshman. One of the main
problems with online learning is that students struggle to take note of and process all their
requirements across multiple courses. Instructors can help students focus on learning by stating
all course requirements and expectations from students explicitly in the syllabus and on the
learning management system from the very start. From observation, some course requirements
are practically hidden in the learning management system. It also helps when various actions of
the instructor are predictable such as when announcements are made and when recordings are
posted. Over the course of the term, some changes may be inevitable and when such changes
are made, it is important that students are explicitly informed of the changes through an
announcement both in-class and on the learning management system. Other suggestions to make
online learning effective are to use the Canvas calendar which will allow students to see their
requirements across different subjects. It also helps when the titles of entries on Canvas start off
with dates to help students pace their learning. It is also advisable to use the Syllabus Page as the
Home Page on Canvas because this will include the course timeline at the bottom. It also helps to
create one page which contains the hyperlinks for everything needed in the class including links
to the relevant Canvas pages, readings and other resources, assessments, and these should all be
arranged by dates. By organizing the learning management system and making everything explicit
and predictable, students can concentrate on learning the course material.

Keywords: Online learning; Learning Management Systems; Course Design
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Paper ID 13
Designing Virtual Reality Experiences in Education

Ramesh Chander Sharma

ABSTRACT

Pedagogy of student engagement embodies creativity, student autonomy, engagement, and
metacognition. We have been working on developing a framework for transformed pedagogies
by designing and creating virtual reality experiences for learners. These transformative
learning experiences enable learners to learn creatively by exploring and experimenting;
as active citizen by making choices, taking decisions, and solving problems; engaging
intellectually by generating ideas; reflecting on their own learning, and by learning how to
learn through metacognition. We created virtual immersive experiences for the students
using real-world content (360-degree media), synthetic content (computer-generated), or a
mix of these two. Our work involved creating virtual reality content for places of historical
interest in New Delhi and other parts of India. Our work is a type of high-end virtual reality
low-end extended reality. We are exploring the usability of this framework in different
discipline areas within the framework of theory of cognitive fit and situated learning theory,
which allow a greater degree of student engagement for life-enriching experiences.

Keywords: Virtual Reality, Pedagogy, Immersive Environment, MetaCognition, 360
degree media
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Paper ID 46
Trends of technique training with VR technology: investigating from public
information of government

You-Bin KE!, Ting-En WU?, Chia-Hung LAI"*" and Shu-Hsien HUANG*

"Department of Sheet Metal, National Tainan Industrial High School, Tainan, Taiwan, R.O.C.
Department of Industrial Education and Technology, National Changhua University of
Education, Changhua, Taiwan, R.O.C.

Department of Engineering Science, National ChengKung University, Tainan, Taiwan, R.O.C.
3 Department of Information Management, National Chin-Yi University of Technology,
Taichung, Taiwan, R.O.C.

*Corresponding author

ABSTRACT

With the progress of the times, virtual reality has gradually developed and matured, occupying a
very important place in many fields. We have seen many top universities continue to develop in
this field. The application of virtual reality involves education, medical treatment, rehabilitation,
training, Internet of Things(IOT), etc. Common teaching strategies teach students in project
based learning. Project based learning implemented that students have a complete structure
for discussion production to analysis. Virtual reality has great potential in education, allowing
students to simulate, without being disturbed by any time, place, or other factors. In order to
cultivate educational talents who can use virtual reality as a special topic. The purpose of this
research is to collect and analyze the development trend of virtual reality in the past three years,
so as to enter this field as soon as possible. Using public information from the government as the
basis of information to explore and understand trends of virtual reality. This research discussed
in the following can be more innovative, and the results of the project are expected to determine
the development trend and invest in the future research. The Ministry of Education in Taiwan
actively develops virtual education and encourages cooperation among universities, professional
schools, high schools and related institutions. Develop virtual reality or augmented reality
teaching application teaching materials that meet the needs of primary and secondary school
teaching. As needed, projects develop domestic self-made teaching materials, support classroom
teaching applications, and train colleges and universities to develop talents. Then through the
teaching and use of the curriculum, it helps to improve the understanding and learning effect.
At the same time, it has a complete learning concept of high-level, high-interaction, and high-
quality quality. The research indicated that the Ministry of Science and Technology and the
Ministry of Education are actively developing virtual reality. In the past three years, 585 virtual
reality developments have been subsidized, including 205 in 108 years, 206 in 109 years, and
174 in 110 years. Among the 585 grants, 19 grants exceeded NT$10 million. Among these 19
people, there are 1 in society, 2 in medical treatment, 16 in labor, and 2 in medical treatment.
The number of competent departments is: 6 more in the Ministry of Science and Technology, 5
in the Technology Department of the Ministry of Economic Affairs, 4 in the Industrial Bureau
of the Ministry of Economic Affairs, 2 in the Control Department, the Ministry of Health and
Welfare, 1 Water Resources, Department of the Ministry of Economic Affairs and 1 Ministry of
Economic Affairs. 1 case from the Ministry of Commerce.

Keywords: Trends, Virtual Reality, Public Information
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Paper ID 50
Using Augmented Reality to Enhance Learning Experience in a Chemistry
Laboratory

Jayden Ang, Shao Shi and Wai Ming Kong

ABSTRACT

Hands-on learning is a well-established model of learning in chemistry as it increases
students’ understanding of concepts taught and develops practical skills. To improve
students’ learning experience, pre-laboratory materials ranging from the traditional written
experiment manual to more interactive materials such as videos are used. These materials
improved students’ understanding of the experimental procedures. Augmented Reality (AR)
is an immersive technology where the physical and virtual worlds co-exist. User experience
is enhanced by interacting with both real and digital objects, making learning interactive.
Compared to virtual reality, AR retains the real-world environment to provide students with
a more realistic experience. The clock reaction is commonly used in teaching laboratories
to illustrate the concept of chemical kinetics. The experimental procedure is lengthy, and
observations can be confusing for students conducting the experiment for the first time. To
ensure students have a better understanding of the procedure, a mobile AR application was
developed using three software (Unity, Blender and Vuforia). Markers, any form of a figure,
are placed on the laboratory apparatus and water was used as a replacement for chemicals
in the experiment. In this project, students used the AR application prior to performing
the actual experiment. At the end of the session, a survey was implemented to understand
their user and learning experiences while using the AR application. The survey items were
divided into three variables which included interest, user-friendliness and usefulness. More
than 90% of the students found the AR application interesting and useful while 86% of
the responses indicated that the AR application was user-friendly. While using the AR
application, some students feedback that the digital objects would flicker. This could be
improved in the future by using non-marker technology or with a more defined marker.
With the AR application, the instructor observed fewer mistakes leading to reattempting of
the experiment were made. This reduced the additional time and resources required. Besides
improving the learning experience, the AR application would allow virtual experiments to
be conducted in non-laboratory settings. This is especially useful in times when learning is
disrupted such as school closure leading to home-based learning.

Keywords: Augmented reality, Learning experience, Laboratory-based learning, Mobile
learning
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Paper ID 33
Students’ Reflection on Sandwich-like Online Teaching Methods in the Nutrition
Class

Tippawan Siritientong!”

'Department of Food and Pharmaceutical Chemistry, Faculty of Pharmaceutical Sciences,
Chulalongkorn University, Bangkok 10330, Thailand

*Corresponding author, e-mail: tippawan.s@pharm.chula.ac.th

ABSTRACT

A nutrition class consists of basic contents and implementation in consumer or patient
counseling for 3™ year pharmacy students. The objective of this study was to design the sandwich-
like online teaching methods; including flipped classroom, think-pair-share of case-based learning
and a short briefing, on this topic through zoom and Echo360 platform during the COVID-19
epidemics. Basic core contents about food and nutrition; providing all handouts and relevant
documents were uploaded onto the online classroom as VDO clips in Echo360 for a week in
advance. All students were informed to freely set their own learning time, learning speed, learning
place with unlimited number of view cycles, then completed the exercise via google form. In the
live 2-hour zoom meeting, the students were divided into small groups to discuss about the role
carbohydrates, proteins, fats in health or disease, answer the questions in the case studies. Case
studies were sequentially brought up to discuss among students in the whole class to share their
opinions. At the end of the class, the instructor provided formative feedbacks and a short briefing
about core conceptual knowledge. Student self-assessment, satisfaction, and reflection on the
class were evaluated.

Eighty-seven 3™ year pharmacy students in pharmaceutical care program in the first semester of
2021 were enrolled. Almost all students (86/87) learned the online contents and completed the
exercise in time. Of ten-point full score, average instructor’s teaching score was 9.13+0.87. Students
self-assessed recognition score was 8.88+0.95. Average satisfaction score in the teaching materials
was 9.14+0.95. There were 3 students (3.45%) preferred the live lecture rather than VDO clip so
that they could ask the question right away. Seven students (8.05%) suggested that they needed
longer time for small group discussion. Sense of humor, regular speed, voice pitch, and emotion of
the teacher were the important components to gain more learning engagement from the students.
The relaxation of learning atmosphere would let the students voluntarily participated in the case
discussion. Many students expressed that they broaden the content implementation from other
peers during the group discussion. Students also suggested that this sandwich-like online teaching
methods should be continuously applied on the other topics due to comfort learning atmosphere
to share learning contents with friends.

Keywords: Flipped; case; brief lecture; reflection
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Paper ID 34
Applying Design Thinking to Build an Engaging Online Course

Xuzhe Wang

ABSTRACT

These days, all the teaching and learning activities were forced to move to a remote
environment, almost overnight, due to the COVID-19 outbreak. Instructors had to quickly
accommodate mindset, transited courses into an online format, and got the appropriate
knowledge of strategies, methods, and tools to make the experience effective for learners as
well as satisfying for instructors. However, the overwhelming workload to the instructors
and effort made sometimes did not receive sound feedback from the students. Complaints
about the online delivered courses from students made our instructors struggle again with
building an online course that can meet the students’ needs to make them feel engaged.
Design Thinking seems to provide a solution for the course builders or instructors. A design
thinking curriculum immerses students and teachers (i.e., the designers) in real-world
problem-solving. The journey begins with empathy work—an opportunity for understanding
the needs and motivations of our students. And the designers then will use this data as a
guide to work collaboratively to define a problem, brainstorm solutions, design a prototype,
and test their product. The current presentation will look at the struggles that our students
are facing in online learning and propose using technology and design thinking ideas
together to create a quality online learning experience to ensure our students’ success in
online learning.

Keywords: Design Thinking, online teaching and learning, technology
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Paper 1D 52
Using Learning Analytics to Measure Student Engagement and Learning
Outcomes in ‘Virtual Tutorials’

Dave GATRELL", CHAN, Chun Sang'and Albert CHAN!

'The Hong Kong Polytechnic University, Hung Hom, Kowloon, Hong Kong
*Corresponding author

ABSTRACT

Before the onset of COVID-19, researchers from the Educational Development Centre and
teachers from three academic departments at Hong Kong PolyU designed an institutional project
to explore the use of learning analytics for measuring student engagement and learning outcomes
in ‘virtual tutorials’. Virtual tutorials are sequences of learning activities that use a purposeful
combination of synchronous and asynchronous online learning technologies, either outside of
traditional face-to-face lectures or in place of them. As with conventional in-person tutorials,
these virtual learning sequences can enable students to engage with course materials, interact
with peers and teachers and reflect on their learning. Yet they may provide additional benefits:
flexibility, immediate automated feedback and opportunities for repetition. Virtual tutorials can
also help students access more varied multimedia resources, while discussion forums, interactive
video software and videoconferencing platforms can facilitate novel forms of interaction between
students, teachers and content (Bower et al., 2015; Garrison et al., 2000; Scagnoli et al., 2019).

One of the greatest challenges in virtual tutorials is ensuring that students are actively engaged
and learning. To address this, the project uses learning analytics based on ‘trace data’ (Kovanovic
et al., 2015) from the University’s online platforms to provide teachers with reports on the
frequency of different actions for students in each tutorial. This is combined with data from
surveys, showing students’ perceptions of each tutorial and the constituent learning activities,
and teacher reflections on the design and delivery of each tutorial. This mixed-methods approach
provides evidence of the impact of virtual tutorials on student learning and engagement and
supports teachers in monitoring and managing learning and enhancing the quality of their
teaching. Chi and Wylie’s (2014) ICAP framework is also used to categorise individual activities
and measure their impact on engagement.

This paper, drawn from the project, presents case studies of distinct approaches to virtual tutorial
design. It highlights the value of using learning analytics, triangulated using findings from
student surveys and teacher reflections, to evaluate the impact of virtual tutorial learning design
on learning outcomes and student engagement.

Keywords: Learning analytics; virtual tutorials; asynchronous online learning; synchronous
online learning

83

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Parallel Session 2 |[Room 2 | Session Theme: Online Learning

Paper ID 55
Social and Emotional Learning in STEM

Voltaire MISTADES!

'De La Salle University, Manila, Philippines
*voltaire.mistades@dlsu.edu.ph

ABSTRACT

The COVID-19 pandemic brought physical, mental, emotional, social, spiritual, and financial
challenges to students and teachers. The presentation is anchored on the five core social and
emotional learning (SEL) competencies — self-awareness, self-management, social awareness,
relationship skills, and responsible decision-making. In today’s rapidly changing, complex,
and diverse world, how do we equip our learners with the knowledge, skills, and attitudes that
they need? Research has shown that the development of SEL competencies facilitate positive
social behaviors, academic performance, and social relationships. Given the challenges that the
COVID-19 pandemic has brought to our Science, Technology, Engineering, and Mathematics
(STEM) classrooms, this presentation will offer insights that can contribute to helping teachers
and students navigate through these challenging times.

Keywords: social and emotional learning; COVID-19 pandemic; STEM learning;
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Paper ID 56

e-escape Rooms- do students really find them engaging and effective?

Agnes Ng

ABSTRACT

Purpose:

An action research presentation to share findings from a survey of first year students across
5 schools doing Effective Communication Skills at Nanyang Polytechnic, Singapore, after
they have accessed an e-escape room elearning package on the topic “Report Writing”.

Method:

Firstly, an elearning package styled along an escape room concept was done using Articulate
Storyline. An online survey was then conducted to shed light on the following:

e If students find e-escape rooms engaging and effective
e The elements which students find engaging
e If students across different schools differ in their perceptions and expectations

* Any other insights
Results from 763 respondents from across 5 schools in Nanyang Polytechnic were analysed.

Conclusion:
Overall, more than 90% of those surveyed found the e-escape room engaging and effective in
helping them understand the content.

Recommendations/Future directions:
Students do find e-escape room type of elearning refreshing and innovative, so it is worthwhile
to include such concepts. Other learning points gleaned are i) pitching ii) variety and iii) novelty.

Keywords: e-escape room, digital escape room, online learning
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Paper ID 60
Predictors of Academic Performance in Online Medical - Surgical Nursing Class
Among Student Nurses in a Private University

Sumanting, John Paul E., Siva, Emira Janelle M.,
Taton, Therese Marie P., Trabasas, Jann Messiahs S.,
Velez, Chrisxanne M., Yabut, Jerard D., Sale, Melba C.

ABSTRACT

Online learning has become the student’s new form of education as the Covid-19 pandemic
rapidly spreads and disrupted the school’s program. How to ensure the quality of online learning
and the attainment of learning outcomes in institutions of higher education can be considered
an enormous concern since teachers and students have already been used to face-to-face learning.
Hence, this study sought to determine the predictors of academic performance in online Medical
- Surgical Nursing class among Level 3 student nurses in a private university in Iloilo City.

This descriptive and predictive correlational study was participated in by 163 Level 3 student
nurses chosen through stratified random sampling from the total population of 271 student
nurses. Data were gathered using a researcher-made instrument. Descriptive data analysis was
done using frequency distribution, percentages and mean. Inferential statistics used were

Pearson’s Product-Moment Correlation Coefficient, Cramer’s V, Phi coefficient, and Multiple
Regression Analysis all set at .05 alpha.

The student nurses studying in a private university are predominantly 21 years old and below,
female, residing at Iloilo Province, and belonging to upper middle-class family. These student
nurses have received poor family support. Most of them have full internet accessibility and seldom
experience power interruptions. They have an alternating attention span, a moderate study
load, and an average level of academic performance in Medical-Surgical Nursing subject. Socio-
demographic characteristics, family support, internet connectivity, attention span, and study
load were found out to have no significance on the academic performance of student nurses. It
revealed that among the six predictors: family income, family support, internet accessibility, power
interruption, study load, and study habit, it is the study habit of respondents that significantly
influence their academic performance in Medical-Surgical Nursing subject at .05 level as shown
by the beta coefficient of .193 and p-value of .018. The beta coefficient showed that for every
positive change in the study habit of respondents there is a corresponding increase of 19.3 percent
in their academic performance in Medical-Surgical Nursing. Study habit is the strongest predictor
of academic performance of student nurses in Medical - Surgical Nursing subject.

Keywords: Academic Performance, Family Support, Internet connectivity, Medical-Surgical
Nursing, Online Class, Study Habit
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Paper ID 61

Barriers and Levels of Motivation in Online Learning
of Student Nurses in a Private University

Limsiaco, Christel Dawn C., Juele, Bruce Raymond L,
Leong, Jade Alexandra G. Licera, Colleen Kate D.,
Macuja, Kryst lan O., Magallon, Andrea Jean B.,
Magbanua, Jaehazle C., Delariarte, Rosana Grace B.

ABSTRACT

The sudden shift to online learning, brought about by the COVID-19 pandemic, can be a big
challenge to students who are used to being in a physical classroom. This study determined the
barriers and level of motivation on online learning among student nurses in a private university

in Iloilo City, Philippines.

This descriptive-correlational research was conducted among 283 students from all levels in the
College of Nursing, chosen through stratified random sampling. Two researchermade instruments
were used to gather data on barriers and motivations towards online learning. For descriptive
analysis, frequency, percentages and means were used. Inferential analysis utilized Chi square test
and Pearson’s , both set at .05 alpha. This research was approved by the University Ethics Review
Committee.

Results showed that technological and psychological issues were considered as “barriers” while
geographical and socioeconomic issues were “somewhat a barrier”. Generally, student nurses
appeared to be “highly” motivated towards online learning. They were highly motivated because
for them, studying nursing is not waste of time, enrolling in this course is a privilege, they want
to finish requirements before deadline, to participate during lectures, it is what their parents
wanted, they want to show that they can perform tasks despite the circumstances and they want to
achieve good grades to maintain scholarships. They were slightly motivated by reading activities.
There was a negative and significant relationship between psychological barrier and the level of
motivation in online learning among student nurses. This inverse relationship seemed to show
that student nurses who are facing more psychological barriers are less motivated and those who
experience less psychological barriers are more motivated towards online learning. No significant
relationships existed between socioeconomic, technological, and geographical barriers and the
levels of motivation in online learning among the student nurses.

Student nurses face barriers on online learning to certain degrees. Despite these barriers there
are multiple intrinsic and extrinsic motivations, the reasons why student nurses are driven in
online learning. This study showed that motivating students is not only about technological
concerns. It also requires the maintaining communication and strong relationships as to manage
the student nurses’ motivation to learning and deal with the barriers related to online learning.
Understanding barriers and motivations might help student nurses become more passionate and
satisfied with their online learning activities.

KeyWords: On-line learning, Barriers to Online learning, Motivations to Online Learning

COVID-19, Student Nurses
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Paper ID 111
Borderless Lab 365: A Student-Centered Learning Science Platform to Enhance
STEM Education

'Wang Fai CHENG, 'Ka Lai WONG, 'Ming Tak SZE, 'Siu Hong CHOY,
"Kwok Lung JIM, 'Chi Wah LEUNG and *Chee Leung MAK

*c.l.mak@polyu.edu.hk
'Department of Applied Physics, The Hong Kong Polytechnic University,
Hong Kong SAR, China

ABSTRACT

Due to COVID-19 pandemic, distance learning is inevitable and technology is greatly
incorporated in education. However, it is challenging for science educators as there are more
physical and instrumental constraints in laboratory learning than usual. A real-time web-based
remote laboratory platform with the aids of digital sensors, cameras and actuators provides more
experimental opportunities for high school students anywhere/anytime breaking the limitations.

Current project is to develop and implement a real-time remote laboratory platform, namely
Borderless Lab 365 (BL365) which is a systematic, centralized experimental platform covering
various topics in Physics, Chemistry, and Biology. Selected experiments are either not normally
installed in secondary schools, such as radioactive or those fail to yield satisfactory experimental
results, for example, interference. Through the server, the remote experiment setups residing
in the University receive commands from users and make responses. The users, in return, will
control/monitor the experiment via live cameras, as well as retrieve data obtained by the sensors.

Interference is one of the well-received experiments. Parameters can be adjusted by users to observe
the interference patterns formed by laser light passing through single, double or multiple slits; and
the students examine the effect of the wavelength of light and slit width on the interference pattern.
It stands out from virtual lab using computer simulations that the randomness, imperfections
and errors arisen in real experiments can be investigated and experimental skills are needed. This
hand-on experimental experience consolidates the scientific knowledge during classes.

101 participants aged between 13 and 19 from five secondary schools were invited to complete a
user survey after performing interference experiment on BL365. Positive feedback was received.
Students agreed that the platform was innovative. It helped them possess a better understanding
in specific topics and encouraged them to learn new things. They were satisfied with the learning
experience, which implied this BL365 platform is a potential learning tool for self-regulated
learning.

Keywords: remote laboratory; STEM education; student-centered learning
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The acceptance of online inverted classroom model and peer assisted learning
among ophthalmology graduate students
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Witreoretinal Research Unit, Faculty of Medicine, Chulalongkorn University, Thailand
’Department of Ophthalmology, Faculty of Medicine, Chulalongkorn University and King
Chulalongkorn Memorial Hospital, Thailand
’Glaucoma Research Unit, Faculty of Medicine, Chulalongkorn University, Thailand
*Corresponding author

ABSTRACT

Critical Appraisal required a wide range complexity skill, as well as the indeterminate character
of contents. It is important for a critical appraisal classroom to emphasize the outcome that
students can understand what they read in preference rather than to demonstrate only what
is in articles. Moreover, along with the pandemic situation, a virtual classroom has become
necessary worldwide, including in Chulalongkorn University as well. The aims of this study were
to evaluate an acceptance and satisfaction among ophthalmology students and faculty members
of an integrated online inverted classroom and peer assisted learning methods. The study
started with multiple interventions to the classroom including transformation from face-to-face
classroom to virtual class, integration of peer assisted learning classroom with participation of
highly qualified experts, combining flipped classroom method and adding dialogic teaching by
an incharge instructor. Class participants were asked to complete the surveys related to quality of
class, acceptance of the remote teaching platform, attitude toward class environment and open
end questions for quality improvement. The surveys were acquired at baseline (time0), half way
of the course (timel) and after the completion of the course (time2) . The results showed 35% of
participants prefer in-class study at time1 then the number dropped down to 17% at time2. Along
with this, about 26% preferred to abandon the virtual class at timel which declined to only 11%
at timeZ2. The class satisfaction rose up from 76% at timeQ to 95% at time1l. Also, less than 10% of
participants enjoyed the class while the proportion increased to 58% after the class intervention.
Interestingly, there was an 86 % reduction of the members who reported monotonous class
discussion at timel compared to time0, followed by an incline of this rate at time2. More than
85% of class members reflected the useful discussion content of a statistician class participation.
In summary, our study demonstrated an increase of positive acceptance of virtual classroom in
the course of time. The multidisciplinary audiences helped to enhance the practical class contents
in this critical appraisal course. Furthermore, class activities should be modified after the students
gain higher skills to maintain the delightful study environment.

Key words: Critical appraisal, peer assisted classroom, flipped classroom
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Lived Experiences of Subanen Learners in Remote Learning

'‘Grace B. Tagapan, *Argea Joy E. Galleposo and *Trisha Angelica D. Cabrera

'gracetagapan7@gmail.com, 2argeagalleposo17@gmailcom, and
‘trishacabrera0402@gmail.com
Senior High School Department, Zamboanga del Norte National High School Faculty,
ZNNHS, Dipolog City, Philippines

ABSTRACT

Students in remote areas struggle to meet the obstacles posed by this new form of learning, which
pushes their limits in order to meet the academic standards set by the educational system today.
The goal of this study is to determine the adaptive strategy of students in rural communities in
the presence of the COVID-19 pandemic. The study specifically sought the barriers and coping
mechanism of the Subanen students. Case study design was used for this research and utilized
quota sampling technique. During the data collection procedure, the researchers created a series
of questions that served as a guide in conducting the semi-structured interview. The researchers
were able to collect three (3) themes for the barriers in learning namely: Lack of technological
devices, Absence of learning space at home, and Difficulties encountered with selflearning
modules. And five (5) themes for Coping Mechanism namely:

Perseverance, Relaxation, Trust, Self-regulation, and Asking for social support. The findings conclude and
revealed that students do better academically when they cope well with educational burdens and continue
to overcome personal challenges. Despite the challenges that these students face, it is clear that when they
have good coping skills, it improves their class attendance and persistence even when faced with setbacks
or failure in general, and equip them with a stronger, more resilient self that leads to a much more positive
learning experience. The researchers absolutely recommend students living in relatively remote places to
use active and passive coping mechanisms to deal with academic and personal difficulties.

Key words: Subanen; Coping mechanism; remote learning; COVID-19; barriers
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Paper ID 45
Integrating Adaptive and Intelligent practices for an active E-learning
environment

Dr. Siby Samuel"’, Dr. Mary Raymer

'Department of Computer Science,St. Aloysius College (Autonomous), India Department of
English,St. Aloysius College (Autonomous), India
*Corresponding author

ABSTRACT

E-learning offers many benefits over traditional learning environments, namely remote learning
with no constraints to place, distance and no constraints of time, self-time pace. Almost for
decades, there were thousands of web-based courses and remote accessed educational applications;
however, the problem is that most of these are nothing but a network of static hyper textual
information. Among the learner fraternity, a large number of learners have different learning
styles, coming from diverse backgrounds, and having different learning goals. Therefore, it is a
challenge to create fit to all e-learning environments, improve learner engagement, upgrading to
modern tech, and designing an e-learning curriculum for different levels of learners.

The purpose of this research presentation is to study and develop Web-based learning environments
that are adaptive and intelligent; adaptive learning that will meet the diverse social and academic
needs of students and an intelligent system that will design instructional activities based on the
learners’ behavior to provide an active learning environment.

Learners coming from diverse areas experience difficulties in understanding and in keeping with
the pace of the class. So it is essential to advocate the use of personalization and also making the
learning systems that dynamically assess and adapt to the student’s knowledge and ability levels.
To meet the needs of students with varying backgrounds and abilities is a challenge. We propose
a Recommendation based system that can be employed within the education domain to support
educational practices. This system will assist in gauging the students’ knowledge level, individual
characteristics (cognitive and learning styles), and their preferences (independent variable) and
map with appropriate learning materials and methodologies and assessment (dependent variables)
by integrating and adaptive and intelligent (machine learning) techniques in E-learning to support
learner-centered active learning.

This system will help to predict the behavior and interests of the learners and accordingly the
classroom curriculum can be developed to improve diverse students’ learning efficiency. Further,
this system can augment positive self-perceptions of the holistic development of the students
towards education and to the wider community

An adaptive and intelligent recommender system can automate the understanding of the student
diversity in a classroom, choosing an appropriate level of difficulty of the curriculum, selecting
the methodology of teaching, the right mix of exercises, to predict and attain the outcome, and
performance of the students. These conclusions can be represented in the graphical front end
and provide status and feedback to the students.

91

Augmenting the Virtual Environment: Technology - Innovation - Humanity



The Adaptive online learning system can profit by anticipating the students’ performance by
understanding the differences in learning styles and abilities of the diverse students, thereby,
avoiding the use of the “one style fits all* concept.

We would like to explore our paper in the future direction by making use of the factor of
intelligence in the Recommendation system that can predict learners’ unknown favorites so that
it can provide recommendations beyond a simple search.

Keywords: adaptive, intelligent, recommender system, diversity, learning styles
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Paper ID 48
Progressing towards an effective online learning environment building positive
attitude among students of higher education

Dr. Sr. Stella Mary fmm!, Lt (Dr.) Jayalakshmi?, and Ms. Kaviya Nijaritha®

Istellamary@stellamairscollege.edu.in
Yjayalakshmi@stellamariscollege.edu.in

kaviyanijaritha@stellamariscollege.edu.in

Department of Economics, Stella Maris College (Autonomous),

17, Cathedral Road,Chennai, India.

ABSTRACT

The Covid 19 pandemic has transformed the entire system of education from being class
room oriented to completely technology dependent. In India, online education’s or learning
platform’s Compounded Annual Growth Rate has been estimated as USD 1.96 billion by KPMG
(KLYNVELD PEAT MARWICK GOERDELER).The educational institutions across the globe
were shut down for several months and have been conducting online classes for their students due
to various restrictions imposed by the government. The online system of education has imposed
varied challenges on the educators and the students. While online learning is flexible, time-saving
and facilitates use of technology with creativity, it is not free from draw backs. Accessibility,
affordability, infrastructure and attitude of the students towards online system of education are
primary challenges to digital learning. The primary objective of this study is to understand the
students’ perception towards online classes and identify their needs and challenges faced by them
and their satisfaction with respect to various attributes of online learning.The study is based on
the data obtained from the students of one of the predominant catholic minority institutions
in the city of Chennai, India. Information about various aspects of online education have been
collected from students of various departments of the institution through a structured google
form questionnaire. The study also enumerates the usage of technology before and during the
pandemic. A factor analysis has been carried out to classify the factors influencing students’
satisfaction. An ordinal regression has been used to establish the relationship between students’
attitude towards online learning, their perception, health effects and their level of satisfaction.
The study also explores the association between several factors influencing the effectiveness of
online learning. Based on the responses from the students, the study proposes some initiatives
that could be implemented in the online learning environment for effective learning outcomes.

Key words: Online learning, Educational outcome, Students’ satisfaction, Perception, Attitude,
Challenges,Effective learning.

93

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Parallel Session 2 | Room 5 | Session Theme: Adaptive e-learning

Paper ID 152
Designing a Back-to-School Hybrid-Flexible mode of learning in the Philippines:
A Systems Thinking Approach

Arne Barcelo, Mille Andrei De Leon’ and Jan Noffe Rollon

University of Santo Tomas

ABSTRACT

The COVID-19 pandemic makes it difficult for educational institutions to strategize appropriate
plans to improve and deliver quality education. The educational sector in the Philippines is facing
a “learning crisis” after a yearlong lockdown and the closure of schools. However, educators
remain committed to ensuring that education thrives with the challenges hybrid-flexible setup or
known as hyflex mode of learning brought by the COVID-19. The Back-to-School program of the
Commission on Higher Education (CHED) prepares the Higher Education Institutions (HEIs) for
hybrid mode classes during or after the COVID-19 Pandemic. The program allows HEIs to hold
onsite classes for several universities in compliance with the CHED-DOH guidelines, however the
current plan is still in silos, making it not effective enough to implement. Silo mentality exists in
educational organizations in the country. Silos refer to the presence of barriers to communication
and implementation, where different entities hide essential information from others for various
reasons such as lack of understanding between the academic entities, lack of training, competition
for resources among others. On the other hand, cultivating a Systems Thinking discipline creates
clear and healthy communication, and being able to understand and solve a complex problem.

The purpose of this research was to explore the Systems Thinking approach in planning for
Back-to-School-Hyflex-mode. Systems Thinking is a science or a principle to understand the
relationship between the parts of the system. There are different interrelated parts in the Systems
Thinking in Education which are (1) laws and regulations, (2) funding and funding policies, (3)
schools and administrative offices, (4) teachers and staff, (5) books, computers, and instructional
materials, and (6) students, parents, and communities. In a HyFlex mode, courses are delivered
both in person and online at the same time by the same faculty member. Students can then
choose for each and every class meeting whether to show up for class in person or to join it online,
the classroom needs to be set up with, at minimum, a camera, videoconferencing capabilities and
some way of interacting with the students at a distance. (Maloney and Kim, 2020)

Applying the Systems Thinking method in implementing the back-to-school program helps
to understand how stakeholders, decisions, laws, regulations, and even underlying problems
are connected. If problems or issues are not addressed, they repeat and grow more, causing
unexpected consequences. Systems Thinking is a different kind of approach used in designing a
comprehensive plan for back-to-school-hyflex programs.

Keywords: systems thinking; silos mentality; back-to-school; comprehensive plan; hybrid-flexibility
mode
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Paper ID 54
Incentivize Students in Hybrid Class Mode by Flipped Classroom Approach

Vincent, K.K. Leung'

'Department of Management and Marketing,
The Hong Kong Polytechnic University,
Hong Kong
* Vincent, K.K. Leung

ABSTRACT

Scant research on hybrid teaching is currently available for teaching university business students.
This paper aims to add another perspective of conducting hybrid education for business
students, to supplement extant research on hybrid teaching in engineering, linguistics, sports and
technology, etc. The universities in Hong Kong decided from the beginning of the new semester
in September 2021 to accept students coming back to the classroom or attending online, as some
overseas students may still face difficulties in travelling. This teaching arrangement is known as
the hybrid, which means that instructors will simultaneously deliver the learning and teaching
face-to-face (f2f) in the classroom and online.

To enhance students’ learning effectiveness, we posit that applying the flipped classroom practice
will allow students who attended the hybrid class to be more engaged in discussion and learning
activities. The purpose of the flipped approach is to free up more class time for discussion and
interaction. It is a student-centred approach to let instructors and students conduct collaborative
learning and incentivize more students to attend in person.

This research used a 13-week semester course in strategic management with around 150
undergraduate students as the sample. The instructor used video capturing software to prepare
preclass videos of the course content with edited captions and uploaded them to the Learning
Management System (LMS) several days before the class for students to review each week. During
the hybrid class, the instructor will adopt action and experiential learning techniques such as
competition, role play, scavenger hunt, make something and live case studies to make students
act to learn. The online participants can join the activities with the help of e-learning tools and
other classroom technologies. Likewise, the in-person participants can also interact with the
online participants using the elearning tools. The rationale of all the activities is to reinforce
the concepts discussed in the pre-class videos and aim to facilitate students to learn deeper and
developed a good impression about the applicability of the ideas. All hybrid lectures will be video-
taped and uploaded to the LMS for students’ reference.

Data were available from the LMS, such as the number of views of the pre-class video. The author
observed the trends of class attendance and compared the ratio between online and in-person
attendance. The author also collected feedback from students regularly as the artefact of their
learning experience. The author made conclusions and further recommendations.

Keywords: hybrid teaching; flipped classroom; action learning; experiential learning; e-learning
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Paper ID 58
From the Body Offline to the Learning Online: Exploring Ways to Employ
eLearning for Drama in Education

Amy Lee

awslee@hkmu.edu.hk
School of Education and Languages, Hong Kong Metropolitan University,
Hong Kong SAR

ABSTRACT

As the world has been immersed in the pandemic conditions for almost two years, educators
and learners have also gone through different stages of eLearning, despite possible differences in
experience at the beginning of 2020. While the initial months were a period of exploration and
also confusion, as we went along, both educators and learners had acquired new methods and
new skills in interacting with one another without our usual face-to-face encounters. At this point
of our forced online learning journey, many are still claiming that certain subject areas/skills have
to be learned face-to-face, as there are no replacement modes. This presentation is not an attempt
to answer the question of what can or cannot be taught using an entirely online approach, but
instead to share some experience on what can be done using this mechanism. Looking back on
these two years, what came out of these exploratory experiences is not just more e-Learning tools
available, or more mature skills in maintaining a good rapport with our students with whom we
no longer share the same physical space during these interactions. Most importantly, we have to
go back to ask the core question of what we are trying to get our students to learn, while all these
external factors and conditions are changing. In this presentation, I will reflect on an experience
of co-curricular learning through using Playback Theatre, during the second half of 2020, when
face-to-face teaching was not possible. It was an exciting experience of learning, not just for the
learners, but for the educators too, because the theatre art has always been considered as the most
physical and “present” medium. During the pandemic, we were obliged to seek alternative ways
to do drama in education, and the results were encouraging, in terms of showing the value of the
learning, and the possibilities to take us further.

Keywords: drama in education; doing drama via zoom; empathic listening; (emotional) presence;
therapeutic experience

96

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Parallel Session 2 | Room 6 | Session Theme: Assessment of e-learning

Paper ID 49
Teachers’ Perspectives towards E-learning Assessment: A Study at Public and
Private Schools in Semarang

'Tasya Errufana Azalea
Ruben Carmelo Yustian Purba
’Elsa Mutiara Fiscarani
“‘Dr. Heny Hartono, S.S, M.Pd.

ABSTRACT

In this pandemic situation, teachers have to conduct assessment for the students virtually.
Although ellearning assessment is quite challenging, assessment cannot be ignored because it is
used to know the students’ understanding towards the materials given and to measure the success
of the teaching itself. The assessment helps teachers evaluate and improve their teaching. As the
e-learning requires teachers to conduct online assessment, there must be some challenges faced
by the teachers in preparing and conducting the online assessment. This research aims to find
out how elementary school teachers in both public and private schools perceive the elearning
assessment. These perceptions are considered based on some specific aspects such as their feelings
in preparing and implementing their e-learning assessments, the obstacles and satisfactions to the
results. Further, this study aims to see if teachers from public school teachers and private school
teachers perceive the elearning assessment differently. This research used mixed methods by
which closed ended questionnaire, observation, and interview were used as the instruments. The
findings of this research provide valuable input for the teachers and their schools in conducting
e-learning assessment particularly in terms of objectivity, practicality, and effectiveness.

Keywords: Perceptions, e-learning assessment, teachers, public and private schools
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Espafa, Manila, Philippines 1015
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*Corresponding Author

ABSTRACT

Despite the challenges of the abrupt transition from traditional classroom setup into purely online
teaching and learning, students and instructors have now successfully transitioned into this new
mode of teaching and learning due to the prolonged ramifications of the COVID-19 pandemic
worldwide. A constructively-aligned course plan grounded on sound instructional principles was
designed specifically to target this new normal mode of teaching to help students meaningfully
understand key concepts in evolutionary biology by utilizing software-based such as complete
simulation platform and analysis software focusing on online teaching. Evolutionary Biology
Laboratory is a 2-unit laboratory course offered to 2™ year B. Sc. Biology students of the University
of Santo Tomas, which deals with learning concepts about the theory of evolution consisting of
both traditional experiments and virtual simulations of various evolutionary concepts. The goal
of this study is to assess the efficacy of developed online laboratory activities using the appropriate
chosen software as a tool for distance teaching and learning based on the student experience. A
total of 284 students from nine sections (seven Medical Biology, one Industrial Biology, and one
Environmental Biology) were able to completely evaluate the four laboratory exercises provided to
them during the 2nd term of the Academic year 2020-2021. The exit survey results revealed that the
course plan provided clear learning objectives and the course teaching, learning, and assessment
strategies were appropriately aligned and constructively-designed to fit the target learners. The
amount of cognitive workload was deemed to be appropriate for the semester and it allowed the
students to fully participate in the laboratory activities. Evolutionary Biology can be taught in
an enriched virtual mode due to the availability of a wide selection of free online applications
and real-world data related to the subject. The use of free open-educational resources software as
an alternative tool for the laboratory allows the students to further understand and apprehend
the concepts complementing what is taught in the lecture. Carefully designed and analytical-
based online learning activities can enhance students’ critical thinking and creativity skills in
metadata analyses. This study can serve as a reference for future course design and development
for laboratory subjects in fully online, blended, or HyFlex delivery modes of instructions.

Keywords: evolutionary biology; open-educational resources; teaching strategies; constructive
alignment; fully online course design
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Effect of a Single-Session Out-of-Class Learning Cctivity on Learning Skill
Attributes - A Quasi-Experimental Study

Kevin CHANY, Cypher H. Au-Yeung?

2The Hong Kong Polytechnic University, Hong Kong SAR

*Corresponding author

ABSTRACT

Purpose / Background

While demands for out-of-class learning activities to supplement remote lectures has sprouted
during the global pandemic, efficacy of learning out of classroom and class time warrant further
investigation. Current evidence on this type of pedagogy revealed that students engaging in
synchronous and asynchronous learning activities outside of classroom and class time may
yield benefits in improving learning authenticity through experiential learning, enjoyment, and
motivation in the learning process.

In the higher education context, this study aims to find out how out-of-class activities effect on
students’ learning skills related to self-regulated learning and positive learning experience with
students from an introductory level psychology course in a Hong Kong SAR university.

Methods

With a quasi-experimental design, students in the intervention group (n=141) were assigned to
participate in an out-of-class learning activity about personality measurement, while control group
students (n=160) were instructed to prepared for the class with conventional learning activities
including reading and assignment.

Effect of participation in out-of-class learning was assessed with a self-reported online survey,
administered after the learning activity. Learning skills were measured with constructs from the
Motivated Strategies for Learning Questionnaire and The National Survey of Student Engagement.
The nonparametric Mann-Whitney U test was used to analyze the differences in medians for data
did not conform to assumptions for parametric tests.

Results

Improvement in median of extrinsic goal motivation between control group (4.50) and experimental
group (4.75) reached statistical significance, (U = 13298.5, z = 2.688, p = .007_. Difference in
median was also found in self-efficacy for learning and performance between control group (4.33)
and experimental group (4.67), U = 12966.5, z = 2.240, p = .025. The median difference in time
and study environment management was found to be marginally significant between control

group (4.63) and experimental group (4.75), U = 12737.0, z = 1.937, p = .053.

99

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Discussion and conclusions

Study results demonstrated that a single session of out-of-class learning activity could facilitate
students’ motivation to obtain better grades, promote their confidence in learning and
performance, and potentially improve their study habits and efficiency.

Recommendations / future directions

While the study showed promising effect on a single intervention on promoting students’
motivation and confidence in learning, additional research is required to determine the
effectiveness of out-of-class learning activities implemented in a larger scale.

Keywords: out-of-class learning; quantitative; experiential learning; active learning; self-regulated
learning
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Paper ID 8
The Validity and Reliability of the Online Cooperative Learning Attitude Scales
in the Indonesian Language

Elisabeth Rukmini, Arya Nugraha, Hanna Angelina and Dara Christianty

ABSTRACT

Interactive online learning requires students’ cooperation. Online cooperative learning focuses
on learning activities on group cohesiveness to achieve the highest cognitive level. Students can
improve their teamwork skills, problem-solving skills, social skills, self-confidence, academic
success, and metacognition levels through online cooperative learning activities. The Online
Cooperative Learning Attitude Scales (OCLAS) scale is a tool to measure students’ attitudes
towards online cooperative learning. Education in Indonesia uses Indonesian as the language of
instruction. Therefore the adaptation of measurement tools such as OCLAS into the Indonesian
language is crucial. This study aimed to adapt OCLAS into Indonesian by translating the original
OCLAS into the Indonesian language and determining the instrument’s validity and reliability.
The OCLAS has three main components: positive interdependence, individual accountability,
and group processing for equal individual contribution. The original version contained 17
statements with responses using a Likert scale of five and seven points. We validated the OCLAS
using the item-correlation method. The reliability was measured using the Cronbach’s Alpha
method, which is useful for measuring internal consistency. The original OCLAS was translated
into the Indonesian Language. A language center in a prominent university performed the
verification of forward and backward translation of the Indonesian OCLAS. The Indonesian-
OCLA was distributed to 59 students at a private university from the pharmacy and non-
pharmacy study programs and 275 high school students. The validation results showed seven
invalid items for pharmacy students, five invalid items for non-pharmacy students, and six invalid
items for high school students. The Indonesian-OCLAS has Cronbach’s Alpha reliability with a
value of 0.711 for pharmacy students, 0.791 for non-pharmaceutical students, and 0.702 for high
school students. This study showed that ten out of 17 statements had good validity, and they were
reliable. Therefore, we recommended the usage of the Indonesian-OCLAS toward high school
and college students.

Keywords: online learning, cooperative learning, attitude, collaboration, student-centered
learning, measurement
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Paper ID 57
E-Learning Platforms and Students’ Online Learning Satisfaction: The
Moderation Role of Computer Self-Efficacy

HUMA AKRAM

School of Education, Northeast Normal University
Changchun, China

E-mail: xium087@nenu.edu.cn

ABSTRACT

The Covid-19 Pandemic forced the global closure of numerous activities along with education
and shifted traditional education to an online version via several e-learning platforms. All of the
e-learning platforms are mainly grouped into two categories, i.e., synchronous and asynchronous.
This transition was unplanned for all educational institutions, due to which teachers and
students had to face several teaching/learning challenges. The substantive situation thus raises
the importance of investigating the learning satisfaction of students in both synchronous and
asynchronous learning environments. Since the direct relationship of computer self-efficacy
and e-learning satisfaction has been investigated, but its moderation role is unknown. Thereby
a quantitative study was designed to assess the elearning satisfaction of students with the
moderation effect of Computer Self-Efficacy by using social cognitive theory. Closed-ended
questionnaires were employed for quantitative analysis, and 672 students were selected through
simple random sampling from different universities in Karachi, Pakistan. The data were analyzed
through various statistical tests, i.e., (mean, standard deviation and T-test, Anova and structural
equation modeling approach. The Findings identified that students showed satisfactory e-learning
satisfaction in all e-learning platforms. However, showed significantly higher satisfaction in the
synchronous learning environment, and Computer Self-Efficacy significantly moderates the
effect of all the determinants of social cognitive theory. The highest relationship of learning
satisfaction of students was found with the Cognitive Features (r= 0.90, p< 0.01), while the least
correlation was found with Technological Environment (r= 0.71, p< 0.01). Correspondingly, the
study mainly suggests that the learning process should be facilitated with a blend of synchronous
and asynchronous e-learning modes by providing adequate institutional support to optimize
their learning satisfaction. Besides, educational authorities should organize training programs
for students to raise their digital competencies. Regarding the teaching approach, teachers
should employ activity-based teaching Strategies for keeping students involved in the learning
process. Conclusively, the findings of the study present a detailed overview of students’ e-learning
satisfaction and employment of elearning platforms in the time of the COVID-19, which also
contribute significantly to enhancing e-learning satisfaction in the post-pandemic era in higher
education. In addition, the study also proposes suggestions to the concerned educational bodies
and policymakers for analyzing and strengthening the e-learning satisfaction of students for
quality online education.

Keywords: Synchronous; asynchronous; e-learning satisfaction; covid-19 pandemic; computer
self-Efficacy.
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Paper ID 69
Integration of Al- and human-generated Feedback to Improve Short Essay
Writing

Fedor Duzhin and Konstantin Pervushin

ABSTRACT

Learning in biology is essentially feedback-centred practice, with multilevel interactions
between instructors and students, limited time resources, a significant number of students,
and frequent disruptions induced by COVID-19 pandemics. Feedback on short essays aims
to identify deficiencies in knowledge, ability to analyse the subject and constructively use
knowledge and skills to reach new level of understanding. In practice, however, frequent
lockdowns complicate the direct interaction between the instructor and students, reducing
the quality of feedback provided. Limited time resources are often spent on correcting
flaws at lower levels of students’ understanding - grammar and plagiarism, subject
concepts requested by the rubric, coherence of the text and compliance with scientific style.

We have experimented with including the Artificial Intelligence component into the student-
instructor dyad. Our results promise to enhance the art of feedback and make it more meaningful for
both students and the instructor. The new triad, Student-Al-Instructor, synthesizes the instructor’s
input, peer grading, and Al-aided assessment with the purpose of bringing formative feedback to a
qualitatively new level. Specifically, the peers will help students to align their short essays to learning
goals by letting them know immediately which concepts they missed, how to make their answers
more focused and to the point. Further, peer grading generates a training dataset for Al and after
students get feedback from peers on the first draft of their essays, they are supposed to re-write
their essays and now Al will help them to improve further. It is only after students get basic things
right, their short essay will be graded by the course instructor. The course instructor will then be
able to shift the focus of formative feedback to new cognitive dimension and cater to higher values
like insight, inspiration, future orientation and integration across entire domain of knowledge.

Although we are working on improving feedback in biology, our approach is scalable to other
disciplines where feedback on short essays is a crucial instructional tool.

Keywords: peer learning, peer feedback, Al-aided feedback, essay writing, biology, natural
language processing
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Paper 1D 79
Use of Electronic Health Records: Knowledge and Competency Skills Among
Staff Nurses in a Private Hospital in Iloilo City

Yoro, Pio Angelo L., Socobos, Joanna Trizzea G.,
Tacluyan Nathaniel G., Teo, Joyce Anne D.,
Tubongbanua, Ericka S., Villalobos, Laureen ]., Polido, Betty T.

ABSTRACT

Informatics is a core competency for nursing students recognized by several national
organizations in healthcare and nursing education. Nurses must be able to use information
and technology to communicate and manage knowledge in support of clinical decisions. The
purpose of this study was to determine the competencies and knowledge of using electronic
health record as well as determine whether there is a relationship between the variables.
The researchers utilized the descriptive correlational design to identify relationships among
variables. The participants of the study were the 138 staff nurses in a private hospital in
Iloilo City, chosen through stratified random sampling. To gather the data, an adapted
questionnaire on knowledge about electronic health record (EHR) and a revised 15-item
questionnaire on competency skills in using EHR were utilized. A brief demographic
tool in terms of age, sex and area of assignment accompanied these instruments. Data
gathering was done through online survey (google form). Data was processed and analyzed
using descriptive analysis and inferential analysis. For Descriptive analysis the researches
used means, frequency counts and percentages and for inferential analysis, Chi- square
and gamma was used. To find out the relationship among the variables, Chi- Square and
Gamma were used. Cramer’s V was employed to determine the relation of sex and area of
assignment with knowledge and competency skills in using EHR. Significance value was
generated for the significance of relationship between categorical variables set .05 alpha.
Findings of the study revealed that the majority (68.0%) of staff nurses are highly competent
in using electronic health record, less than one third (30.1%) of nurses were fairly competent
in using the electronic health record and only two (1.9%) nurses were poorly competent.
A majority, (88.3%) of the nurses had high level of knowledge on electronic health record
while 11.7% percent had average level of knowledge about it. However, none of the nurses
who had low level of knowledge about electronic health record. The majority of respondents
in the study ages between 30-36 years old and are females. Mostly are assigned in special
areas. The level of knowledge of staff nurses in using EHR is high and the staff nurses in
the study are highly competent in using EHR. Area of assignment is the only variable that
has substantial influence on the knowledge about electronic health record. As a result, staff
nurses in the study regardless of their sex and age can have a high level of knowledge and
be highly competent in using electronic health records. However, with regards to their area
of assignment, a staff nurse can enhance their competency skills if, within their area, EHR
is frequently used.

Keywords: Electronic health records, staff nurses, knowledge and competency skills
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Paper ID 125
Using Social Media to Improve Speaking Skill in Public Speaking Class

Inti Englishtina’

17 Agustus 1947 Semarang University, Indonesia
inti-englishtina@untagsmg.ac.id

ABSTRACT

This paper aims to show how social media can give benefits in practicing and improving
speaking skill in Public Speaking class. It also presents five lesson plans that integrate the
technology being used and the target learning outcomes of this class. The idea is to elevate
teaching method which can be applied by teachers and educators. For students of ESL
(English as Second Language), it needs extra courage to speak in public, however they seem
to have more confidence when talking in front of camera though it will also seen by public.
This paper will show how certain lesson plans could help students of ESL delivering their
speech or presentation in English through social media better than they do it directly in
front of others. As it is provided some teaching alternative, it is hoped that people who
are involved in educational field specially language skills area, will be able to use it in their
class activities. The method being used in this paper is descriptive qualitative. By using this
method, it will be easier for the readers to understand the paper’s purposes and follow the
lesson plans provided. The subjects study of this paper are the students of Public Speaking
class in English Department of Language and Culture Faculty of 17 Agustus 1945 Semarang
University. They are in semester fifth which means they have basic English speaking skill
but still need support and encouragement in performing their speaking skill specially in
public. Public Speaking class is one of the subject that is meant to facilitate the students in
order improving their speaking skills. This subject allows the students to be more creative
and lead them to have more courage to deliver speech or do presentation publicly. Those
will be reached by using the right method, teaching techniques and the means. Therefore
it can be concluded that by using the right technique and media, educators can help their
students to improve their English speaking skill. And it is recommended that the educators
who want to use the lesson plan provided in this paper would follow it step by step and
improvise it according to their own situation.

Keywords: public speaking; social media; ESL
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Paper ID 65
Use IMMEX Assistance to Realize Student-Centered Teaching Practice

Min Chen!, and Hongyu Ren?’

IShanghai Experimental School, Shanghai, PRC
’Shanghai Xile Information Technology Co., Ltd, Shanghai, PRC
*Corresponding author

ABSTRACT

Compared with the passive rote teaching based on isolated facts, the student-centered
educational philosophy has huge advantages. It can give full play to students’ learning
initiative and participation, and can stimulate students to learn more about themselves.
But at the same time, it is a kind of high-level thinking (from memory, understanding,
application to analysis, evaluation, and innovation). Therefore, students often cannot do
without the teacher’s personalized guidance. Therefore, under the current situation of
insufficient educational resources, it is difficult to truly realize student-centered teaching in
middle schools. As a “multimedia interactive learning platform”, IMMEX’s biggest feature is
that it can use information technology to record data to restore students’ thinking process of
solving problems. Therefore, our teaching practice was supported by the IMMEX system and
data to guide students to independently discover problems, think about problems, explore
problems, and try to solve problems by themselves. The teacher has gradually changed from
the role of leading the classroom to the role of coach. Let students give full play to their
subjective initiative, let teachers put more energy on the intervention of students’ thinking
and thinking quality.

Keywords: Student-centered teaching; thinking quality; IT integration;
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Paper ID 164
Rethinking Syllabus and Curriculum Design for Hybrid Learning mode in
Higher Education with reference to the Indian National Education Policy- 2020

Dr Rameesha Kalra,
Dr Kiran Vazirani

Assistant Professor, School of Business and Management

CHRIST (Deemed to be University), Bangalore, India

ABSTRACT

COVID pandemic has disrupted all walks of life in unimaginable ways. There is hardly any
sector where the impact of the pandemic was not felt. As the world limps back to the NEW
normal - Hybrid learning in the education sector has gained both adoption and acceptance.
These rapidly changing dynamics in education sector has challenged the authors of this
paper to come up with new ideas/strategies in designing the curriculum that can cater to
the learning needs of students in the hybrid mode and also maintain the quality of the
education.

In Indian context, National Education Policy (NEP) approved by Government of India in the
year 2020 stresses on providing universal access to quality and practical education. With the
quickly changing employment landscape and skill set required to cater to that, it has become
extremely important to offer holistic, learner-centric and discussion-based curriculum.
Educational institutions must gear itself towards addressing the evolving demands of the
job market too. The need of the hour is to redesign the syllabus and curriculum to match
the expectations of the New Normal and the changing demands of the Job market. But the
change in the curriculum cannot be brought without bringing the necessary change in the
syllabus and pedagogy.

This paper focuses on explaining how the current curriculum can be more objective and
skill focused, in alignment with the requirement of the Revised Blooms’ Taxonomy. Also,
it aims to suggest the changes that can be incorporated in the course structure in order to
offer an enriching learning experience for the students and meet the requirements of NEP
- 2020. The new recommended model of teaching is the Hybrid one. With this paper, we
have tried to recommend the pedagogical tools that can be used by the facilitators to provide
engaging and inclusive learning environment to the learners in the hybrid mode of teaching.

Keywords: Syllabus and Curriculum Design; Revised Blooms’ Taxonomy; Hybrid Learning;
Teaching Pedagogy; National Education Policy.
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Paper ID 116
Evaluation of Physical Therapy Bridging Program During Covid-19: From
Online to Limited face-to-face Learning

Donald Manlapaz, Anne Marie Aseron and Fe Therese Chavez

ABSTRACT

The onslaught of the Covid-19 crisis has shaken the global educational landscape due to
the closure of the academic institutions and the shift to online learning. Both learners and
educators have felt the ripple effects of untargeted intended learning outcomes that can
only be addressed via a face-to-face setup such as practical and hands-on skill applications. In
Physical Therapy (PT) education, where skills are the program’s cornerstone, innovations in
teaching and bridging courses are needed as schools gradually return to a face-to-face setup.
To ensure that maximum learning has transpired while considering the safe and effective
delivery of the program, programs such as this must be reviewed and evaluated. This paper
aims to evaluate Connectivity, a bridging program conducted by the Department of Physical
Therapy of the University of Santo Tomas - College of Rehabilitation Sciences. A total of
160 students participated in a 3-hour session three times per week for six weeks bridging
program. Each week included two days of PT examination and intervention demonstrations
and one day of student’s assessment under Musculoskeletal, Neurologic, Pediatric, and
Cardiopulmonary PT modules and supplemented with curated online activities. The
students submitted weekly electronic portfolios of their experiences and feedback regarding
the strengths and weaknesses of the program. An exit survey was conducted to evaluate
the student’s satisfaction, program’s usefulness, and quality, such as content, teaching and
learning strategies, and facilities. The overall completion rate of the program was 91.02%.
One hundred twenty-four students completed the survey with 92.74% satisfaction and
96.53% usefulness of the bridging program. The program’s quality was rated at 92.12%, with
a high rating on content (91.70%), teaching and learning strategies (94.59%), and facilities
(90.70%). Within the duration of the program, only two students contracted the virus, but
this was mitigated by strict compliance with the institutional health safety and protocols. As
one of the first PT programs to return to limited face-to-face setup in the country and with
the program’s successful implementation, Connectivity’s design and delivery can serve as a
model to other PT and allied health programs in their transition from online to face-to-face
instruction during the pandemic. The results of the Connectivity evaluation will help better
understand the ongoing changes in the educational system and processes while ensuring a
safe environment for the program’s sustainability.

Keywords: Physical Therapy, Bridging program, Face-to-face learning
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Paper ID 92
Gamifying Whole Person Education: The Development of a Mobile Application
with Augmented Reality

*Dave E. MARCIALY, Jade O. MONTEMAYOR? and Joy M. DY?

12Silliman Online University Learning, Silliman University, Philippines
3College of Computer Studies, Silliman University, Philippines
*Corresponding author

ABSTRACT

Whole-person in education is Silliman University’s kind of education for total human
development. This study is an innovative integration of whole-person education in the
classroom. Specifically, this paper describes the development of a mobile game application
that promotes the understanding of whole-person education at Silliman University. Applying
the gamification theory, a learning trail about the 5Cs of Silliman Education - Classroom,
Church, Culture, Court, and the Community, was integrated. The learning trail consists
of three learning paths, and each path consists of then checkpoints. Each checkpoint is
augmented using QR codes. The educational game application was developed using Appery.
io, a rapid development, integration, and deployment platform. The mobile application
runs on the Android operating system. Based on the initial testing conducted, teachers and
students agreed that the application provided an engaging and fun learning experience. The
application is set for an intensive evaluation.

Keywords: gamification; augmented reality; whole person education; mobile application
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Paper ID 94
Collaboration with Secondary Schools for A Virtual Reality Gamification:
Students’ Perceptions in Learning Biology for STEM Education

Christine K.Y. Yu!, K.W. Yang?, Roy K.L. Chan’,
Peter H.F. Ng*, Daniel K.T. Fung®, Olivia M.Y. Ngan®,
T.C. Chan’ and Florence M.K. Tang®

IG.T. (Ellen Yeung) College, Hong Kong (HK),
Sing Yin Secondary School, HK
Po Leung Kuk Ngan Po Ling College, HK
*Department of Computing, Polytechnic University f HK
’Department of English Language Education, The Education University of HK,
®Hong Kong Institute of Vocational Education, HK
’School of Biomedical Sciences, The Chinese University of HK

*Corresponding author: florencetang@cuhk.edu.hk

ABSTRACT

The traditional classroom pedagogical settings of teacher-centred direct instruction,
dominated mainly by didactic-based approaches to biology teaching, are widely adopted at
the high school to efficiently transmit the vast body of accrued scientific knowledge. Such
one-way passive delivery based pedagogy has created a relative monoculture of teaching styles,
making many students think that science is simply a collection of facts to be memorized.
Students are not capable of problem-solving, communication, collaboration, creativity,
and innovation which are 21st-century skills that equip students for complex life and work
environments.

Virtual Reality (VR) applications effectively enhance learning and generalization skills to
the real world as they provide immersive environments. In a modernization changing of the
education landscape, teachers are open-minded to adopt new information technologies that
help them to motivate their students to learn and improve learning outcomes. The urge of
using VR with gamification settings has been widely developed for active learning recently.
VR allows students to understand complex scientific subjects in a way that traditional
methods cannot.

Our team has collaborated with the secondary schools to strengthen STEM education in
biology subjects. The main objectives of this study were to investigate secondary school
students’ perceptions of the use of the immersive virtual reality simulation to learn the
biology subjects, which allows them to knowledge transfer regarding STEM approach
in science education. In the study, the Grade 9 to 12 students were involved from three
different secondary schools. Two groups were divided into a pre-exposure group for VR
gamification or a post-exposure group for VR gamification. The students did the test for their
capabilities in the knowledge gained in between the study. A 5-Likert Scale questionnaire
format was also adopted for the pre-and post-surveys, which have been conducted to study
students’ previous knowledge of tutorial contents and their perception of how the simulator
can motivate and facilitate their cognitive learning. There were no significant differences
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between the test scores of the pre-exposure group and that of the post-exposure group. The
mean of the 5-Likert scale on the perception of the animal handling stimulation is positive.

After the data analysis, we propose that the addition of VR to a lab simulation provides
students with an opportunity to enhance learning about tutorial contents with organization,
integration and application of what they learned practically. To conclude, this study provides
insights into the educational value of VR gamification for the knowledge transfer to science
learning with enjoyment and engagement.

Keywords: Traditional classroom; Virtual Reality (VR) applications; Micro-modules;
Gamification; STEM; Science learning
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Paper ID 87
Online Learning: Students’ Perception and Students’ Learning Success

Novita Al Thyak Dieni

Language and Culture Faculty, University of 17 Agustus 1945 Semarang, Indonesia

ABSTRACT

This paper aims to identify the students’ perception of online learning and the impact of
students’ perception on learning success. The subjects of the research are the Senior High
School graduate students from some cities in Indonesia and they are studying at University
of 17 Agustus 1945 (Untag) Semarang in the first semester of the academic year 2021/2022.
There are 74 students from different Senior High School. The research method used in
this study is a qualitative method. The data was based on the questionnaires filled by the
students. From the questionnaire, it can be seen that the students has been studied using
online learning approximately one year up to two years. They started using online learning
in pandemic era from the even semester in the second grade of Senior High School. It
means, when they were third grade of Senior High School, the whole learning using online
learning. The result of the research shows that only 23% of the students were satisfied
studying using online learning. It can be seen from how they solve the problems when they
found the difficulties in online learning. 14.9% of the students asked the teacher, 18.9% of
the students asked their friends, 59.5% of the students searched from the internet, and no
one solved the problems in online learning by reading a book. By searching the information
from the internet, it cannot help them to solve the problems in online learning. 40.6% of
the students still feel that they can not understand the subjects well, 55.4% of the students
can quite understand the subject, and only 4.1% of the students can understand the subject
well. This is because only 10.8% of the students like online learning. The reasons are they
cannot learn with other friends, they cannot communicate with the lecturer directly, and
there is a signal problem. So that, it is hoped that the result of the study can be used as an
additional information for other researchers who want to do a research related to online
learning and students’ learning success in online learning. For the educators, it is suggested
to know the students’ condition in the learning process to get the best result of study. As an
educator, we should always motivate the students to learn in the pandemic era.

Keywords: Students’ perception; online learning; learning success
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Paper ID 98
Transition to Fully Online Learning Due to COVID-19: The Adult Learners’
Perspectives

Bao Zhen Tan! and Yee Zher Sheng!

Unstitute for Adult Learning Singapore, Singapore

*Corresponding author

ABSTRACT

The rapidity with which governments worldwide introduced the adoption of remote work
and online learning in response to COVID-19 has led to profound changes to work and
learning as we knew it. The push to fully remote and online experiences is without precedent,
with many learning institutions being forced to abruptly and completely transition all in-
person learning activities to online learning. Little is known about the adult learner’s
experience with this sudden and transformational shift in learning and work, as many had
taken the institutional or faculty view. This paper looks into the Singapore adult learners’
experience with the transition to full online learning due to COVID-19. A mixed methods
study consisting of two phases was conducted: (i) Phase One is an online survey which
consists of a series of Likert-scaled items that ask respondents to reflect on their most
recent online learning experience and their perspectives on online learning; (ii) Phase
Two is a combination of interviews and focus group discussions to gather information on
the respondents’ experiences and their collective suggestions. Findings indicate that adult
learners in Singapore are embracing the fact that online learning is becoming a norm, but
there is an immediate challenge of supporting the learners and adult educators to cope with
the transition to fully online learning - ensuring that both the learners and Adult Educators
(AEs) in Singapore possess the relevant digital skills should be a key focus in order for
Singapore’s Training and Adult Education sector to move ahead. Findings also imply that
AEs and training providers should pay attention to the following aspects when designing an
online learning programme: (i) a balance between synchronous and asynchronous modes of
delivery to allow learners to enjoy both the flexibility and the element of social interaction
in an online learning programme; (ii) provide for shorter sessions or introduce more breaks
during each session in order to reduce screen fatigue and maintain learners’ attention; (iii)
prior support needs to be provided to learners for them to familiarise with the functions
and use of learning platforms; and online learning systems should be intuitive. Lastly, it is
observed that the majority of the adults who did not enrol in online learning programmes
since the COVID-19 outbreak, are still engaging in some form of informal learning. This
illustrates that there are many layers in continuous learning and that informal learning
should not be overlooked in the digital age.

Keywords: training and adult education; online learning; e-learning; adult learners; COVID-19
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Paper ID 105
Roots Program in Indonesia: Transferring the Module of Knowledge and
Activities from Offline to Online during Pandemic Covid-19

Rika Saraswati

rikasaraswati@unika.ac.id
Law Department, Faculty of Law and Communication,
Soegijapranata Catholic University, Semarang, Indonesia

ABSTRACT

The Indonesian Ministry of Education, Culture, Research and Technology has a program
namely Roots (Akar) to reduce bullying against students at schools. Prior to the Indonesian
ministry implementing the program at national level, a hard copy (paper) version of the
supporting module was created and the implementation of the module undertaken ‘face
to face’. However, the implementation of the module has been transferred to an online
method due to the Covid-19 pandemic. This paper is written in order to examine the
purpose of the Roots program, the different modes for training (i.e. offline and online),
and the challenges that may have faced the facilitator when transferring the substance of the
training and related activities from offline to online method. The Roots program targeted
selected teachers as facilitators and selected students as agents of change who would be to
spread positive values and norms in order to prevent bullying at schools. The module and
activities can be implemented in three ways, namely: offline, online and via a hybrid. The
choice depends on a school’s geographical situation and conditions such as its availability
of technology and appropriately trained personnel as well as the depth of the problem on
that site.

Keywords: Roots program, offline, online
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Paper ID 106
Learning Creative Design Online with a Flipped Classroom Approach

Jackson Kong

'bsjkong@cityu.edu.hk
'Division of Building Science And Technology,
City University of Hong Kong, Hong Kong

ABSTRACT

One of the most common learning outcomes for engineering students in all disciplines is
to develop an ability to produce design works which are creative yet practical. In modern
engineering design, the process often encompasses the use of computer-aided design
software and 3-D printing which allows designers/students to explore different design ideas
and to print out their design works for verification/testing. However, the conventional
teaching and learning of these software and the 3-D printing process, no matter in real-time
online mode or face-to-face, was perceived to be ineffective, particularly for a large class
without prior knowledge or experience in computer applications. In order to enhance the
teaching and learning effectiveness in this respect and to promote active learning among
students, a flipped classroom approach for the teaching and learning of structural design
was implemented since 2019/2020 Semester B. In essence, the flipped classroom involves
three key components 1) a set of tailor-made, self-learning video (uploaded to Youtube)
that demonstrates the concepts and usage of the software and 3-D printing; 2) a set of
in-class design tasks which contents synchronized with the learning progress of the video
set and the course curriculum and 3) design projects that align with the course learning
outcomes for students to complete in group after class. Before the class, students need
to prepare for it by watching the video beforehand. During the class, the instructor has
more time and flexibility to discuss with individual students about the design work, instead
of just spending most of the time on the teaching of software. The effectiveness of the
flipped classroom approach and its learning environment are evaluated through the use of
student surveys, interview and written feedback. Overall, student survey about the flipped
classroom approach is positive. Given the learning environment, students agreed that the
flipped classroom encourages self-learning, creativity and promotes the learning of new
technology. Further details of the implementation, feedback from students and refinement
and extension works are presented herein.

Key words: Flipped classroom; online learning; design and creativity.
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Paper ID 115
Effects of Instructional Strategies on Enhancing Student Learning

Edmond W.M. LAM" and Daniel W.M. CHAN?

College of Professional and Continuing Education, The Hong Kong Polytechnic University,
Hung Hom, Kowloon, Hong Kong
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The Hong Kong
Polytechnic University, Hung Hom, Kowloon, Hong Kong
*Corresponding author

ABSTRACT

Due to the universalization of technological products and the global COVID-19 outbreak
in late 2019, teaching-and-learning of subjects via an online mode has become a recent
trend and a new normal in the tertiary education sector. As a result of the lack of face-to-
face interactions, e-learning materials and e-databases are considered as the most crucial
elements in enhancing positively-impacting lesson quality and students’ learning progress,
which aimed at assisting students’ learning during online lessons.

The purposes of this paper are to examine the effectiveness of the e-learning activities and
platforms to enhance students’ academic performance including desktop literature search
and learning by doing research in the construction sector as well as the effectiveness of the
learning objects in supplementing lessons and students’ understanding of research-related
knowledge in construction.

In order to analyze the relationship between the use of e-learning materials and learning
performance, students undertaking a specific construction research-related subject were
invited to give responses for this research study throughout a semester after attempting and
experiencing the e-learning materials integrated with the concepts of Technology, Pedagogy,
Content and Knowledge (TPACK) uploaded onto the e-learning platform to assist students’
learning. Self-administered questionnaires were also distributed at the end of the semester
with questions set on students’ acceptance and their opinions towards the effectiveness of
the e-learning activities planned for the research-related subject under investigation.

The findings indicated that even though students did not have ample time to read all the
e-learning materials before the lessons, they still support the use of e-learning materials and
the technology-enhanced teaching methods to enable them to learn the research-related
subject effectively and efficiently. Students agreed that the e-learning tools were effective
in assisting their online learning, such as explaining complicated concepts with the use of
aesthetically-attractive games and interactive videos.

Other than students’ acceptance, e-learning methods have generated positive impacts on
students’ ability in learning the research-based skills and techniques in terms of pedagogy.
Through studying the e-learning materials, students demonstrated their capability in
applying construction-research knowledge to their coursework assignments and lecture
tasks, such as completing citations, searching authorized literature for dissertations and
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analyzing viewpoints in different perspectives by participating in various discussion forums.
Besides, the results proved that students’ research skills were significantly enhanced through
evaluating peers’ viewpoints with evidence, and consolidating construction knowledge by
studying the e-learning materials themselves out of the class contact time.

The study has illustrated a positive relationship from the students’ perspectives between
academic performance and the use of the e-learning materials, which are believed to be
effective in assisting students to achieve the intended subject learning outcomes and enhance
their learning motivations, which can further develop their mindset in conducting research
activities in the long term.

Keywords: Online Learning, Technology, Pedagogy, Content and Knowledge (TPACK),
Information Literacy, Research-based Subjects, Construction and Surveying
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Paper ID 165
Online Laboratory Work for Herbal Processing

Victoria Kristina Ananingsih

ABSTRACT

Herbal Processing Laboratory Work is a learning activity that aims to give students the opportunity
to investigate and apply the theory of Herbal Food and Beverage lectures. This activity was carried
out in the laboratory, attended by all students. However, during the pandemic, the laboratory
work must be carried out online, so a different method is needed for the implementation of this
activity. The stages of the online laboratory work are (1) laboratory work assistance, (2) virtual
laboratory work implementation, (3) hands-on herbal processing conducted by students, (4) herbal
product expo, and (5) final assessment. During the laboratory work assistance, an introduction
to all the materials carried out is given, namely the processing of jamu (traditional herbal drinks),
instant drinks, syrups, confectionery, grass jelly drinks, and dry herbal drinks. Each material is
explained about the background, purpose, and processing method. This makes students clearer
before the implementation of the laboratory work. Furthermore, a video of processing was made
using all the technology and equipment in the laboratory. The virtual laboratory work is carried
out by watching the video of the processing. In virtual classes, learning is carried out to observe
all processing methods, equipment used and process conditions, as well as the qualities of the
final product. Students analyze and solve problems from the given case studies. Then, students
prepare reports containing background, objectives, method, results and discussion, conclusions
and suggestions. From all the topics that have been given, the students choose one topic to make
herbal products (hands-on), take a video, and make video presentations at the herbal product
expo. The forum was opened to discuss about the qualities of the final herbal products produced
by students. At the final stage, a final assessment is carried out in the form of essay and multiple
choice questions to evaluate student understanding in the implementation of online laboratory
work for herbal processing.

Keywords: online, laboratory work, herbal processing

118

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Parallel Session 3 | Room 3 | Session Theme: Adaptive e-Learning

Paper ID 89
Projecting the Impact of Integrated Service-Learning Projects on History
Graduates of Lady Doak College through Online Learning Approach

'T. Durga Devi, ’B. Aashika and *N. Kavipriya
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'Assistant Professor, Department of History, Lady Doak College, Madurai, Tamil Nadu, India
Department of History, Lady Doak College, Madurai, Tamil Nadu, India
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ABSTRACT

Background: Service-learning is a universally accepted student-centric pedagogy that provides
experiential learning by integrating academic study with community engagement activities.
Lady Doak College is the pioneer institution in Tamil Nadu to introduce integrated service-
learning project entitled Life Frontier Engagement (LiFE). It is the capstone of the Integrated
Curricular Model, introduced in the undergraduate level since 2013. It is offered as a core
major course for all final year undergraduate students in semesters V and VI from the
academic year 2015 - 2016. The course opened the avenue for participatory learning and
research to the students by engaging them with the community and thereby enhancing
personal, academic and civic consciousness of students.

The Covid-19 pandemic has created a devastating impact globally. Humans as social
animals were always engaged with others. The pandemic and the restrictions imposed by the
government has altered the lives of the people overnight. Though there were sufferings, the
pandemic did not hinder the humane activities of the people. It proved that social distancing
cannot stop community engagement. In today’s world, digital technology has made it
possible to connect with fellow beings. It has augmented digital transformation within the
education system. History, as a record of events, represents a study of cause, change and
consequences. The pandemic has made the educationalists to analyse the causes, admit the
challenges and adapt new modes in the teaching-learning process using the technological
advancement especially in the service-learning process. To maintain the sustainability of the
LiFE course, Lady Doak College has adopted e-service-learning to strengthen participatory
learning and research during the academic year 2020 - 2021.

Purpose: This study attempts to highlight the effectiveness of integrated service-learning
projects on history graduates of Lady Doak College, Madurai through online learning
approach.

Methodology/Approach: The study has been undertaken by using survey and interview
method. History graduates of Lady Doak College belonging from 2013 to 2017 batch
were the community partners for the study. The study has been done after five years of
implementation of the LiFE course.

Findings: LiFE created a platform for the history major students to relate their academic
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learning in the classroom to real-life learning in the community. It facilitated students to
understand the process of historical research and enabled them to recognise the importance
of oral and local history in the reconstruction of historical and cultural heritage.

Implications: Integrated service-learning projects fostered students’ role in the preservation
and conservation of history and heritage. It also enhanced their sense of civic responsibility
and involvement in the community development.

Keywords: service-learning, experiential learning, participatory research, community
engagement, civic responsibility
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Paper ID 103
Tele-EyePathology: Lessons learned and Survey of the learners’ experiences

Wasee Tulvatana and Vannakorn Pruksakorn

ABSTRACT

Background and purposes: During COVID-19 pandemic, face-to-face lectures and onsite
ophthalmic pathology readings had been converted to online sessions. The objectives of this
study were to evaluate the learners’ experience and satisfaction of the Tele-EyePathology course
and to gather the learners’ suggestions for the course.

Methods: The setting was at the Faculty of Medicine, Chulalongkorn University. The modification
of the learning methods was introduced in the second to the third trimester of 2020, and again
in the second trimester of 2021 until now. This was in response to the government and the
university’s policies of strict physical distancing during the periods. Only few clinician students
were allowed to attend the live face-to-face sessions. Ninety percent of the students had to attend
the live online sessions. To date, more than 30 sessions were implemented. A survey of the
learners’ experience and learning outcomes was performed by online questionnaires. Learners’
thoughts and suggestions were collected.

Results: There was a total of 21 questionnaire responders. Ninety-five percent of them opined that
the sessions were well-organized (scored >/= 4 out of 5). The communication of the sessions was
smooth and productive (90.5% scored >/= 4 out of 5). The most enjoyable parts were the readings
of histopathology in real situations, case discussion during the readings, and the knowledge
shared by brief talks provided by classmates. Ninety-five percent found that the activities had
increased their knowledge and skills in histopathology. Video records of the sessions were posted
for further study. Half of the learners’ had revisited these media after-class. There were still some
technical difficulties during the live sessions regarding the clarity of pictures and interruption of
voice, which depended on the internet quality on both ends. Therefore, a significant number of
the learners’ would like to study onsite when the pandemic situation alleviates.

Conclusions: The learners of tele-eyepathology sessions satisfied with the live online sessions
and found that their aptitude in ophthalmic pathology had increased. Synchronous learning by
combining the live ophthalmic pathology readings, clinico-pathological correlation and online
sharing of clinical resources helps the tele-eyepathology course promote the learners’ experiences.

Recommendations/future directions: We would like to expand this setting to broader audience
and to other institutions. Moreover, an integration of digital pathology application to the live
pathology readings should be explored whether it can be simply implemented and augment the
learning outcomes.

Keywords: Telepathology, Telemedicine, Eye Pathology, Ophthalmic Pathology, Synchronous
learning, Asynchronous learning, Learning experience, Learning outcome, Digital platform,

Digital media, Cloud storage, Active learning, COVID-19
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Diffusion Innovation in Online Learning and Practical Studies in Event
Organizer Management Course During the Covid-19 Pandemic

Lenny Setyowati
Isetyowati@unika.ac.id

'Department of Communication Science, Law and Communication Faculty,

Soegijapranata Catholic University, Semarang, Indonesia

ABSTRACT

As one of the products in the modern digital era, online learning offers a new way to meet
human needs in the context of higher education institutions. The learning management
system was implemented to complement the direct learning system. However, only a small
percentage of campus organization members are willing to use it. Covid-19 entered Indonesia
in early 2020 and to reduce its spread, the Indonesian government imposed restrictions on
community activities (PKM). SCU followed up by conducting online learning since mid-
March 2020 through the Learning Management System, we call the platform as cyber.unika.
ac.id and supercyber.unika.ac.id that is divided for ten faculties.

The phenomenon of online learning as part of an innovative product of change, can be
studied using the development from the perspective of the diffusion of information and
influence theory initiated by Everett Rogers and his colleagues, which was later known as
innovation diffusion theory. This theory focuses on the phenomenon of social change that
occurs in society, due to new technological innovations.

“Event Organizer Management” (EOM) is one of the lecture held online in the odd semester
of the 2020/2021 academic year. As a lecturer in this course, the writer hopes that students
can have an overview of the process of organizing events, starting from the planning, financial
management, implementation to evaluation stages. In the EOM course there is a practicum
where students, in groups, must organize an event with different themes such as: Event
Organizer Seminar, Public Speaking Seminar, Book Review, Photography Competition and
Exhibition, Film Festival, and Music Parade. This practicum is sound different since we are
in the pandemic situation, the events must be held online.

Keywords: Online learning; Soegijapranata Catholic University; Diffusion of innovation;
Event Organizer Management
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Paper 1D 122
Use of Gamified Platform to Improve Freshmen’s Unreflective Approach to
Learning

Sok Mui Lim, Oran Devilly, Xiao Feng Kenan Kok and Chek Tien Tan

ABSTRACT

Transition to university education is an important area to address. To improve the learning traits
of newly matriculated freshmen, we developed AdventureLEARN, a gamified platform that
targets four key learning traits, namely, “Approaches to Learning and Studying”, “Well-Being”,
“Grit and Resilience”, and “Mindset”. These traits have been identified in the literature as being
crucial to learning. The current study presents a summary of how the AdventureLEARN platform
works and reports on the change in the specific learning trait of unreflective approach to learning

(UAL) from the start to the end of the academic year (AY) for freshmen in the AY19/20 batch.

All freshmen in the AY19/20 batch were given remote and private access to AdventureLEARN.
Students first answered validated questionnaires in the platform relating to the four learning
traits to learn more about themselves. The AdventureLEARN platform then generates feedback
about their strengths and weaknesses with respect to these traits and recommends high quality,
curated resources to help them develop traits that were identified to be lacking. AdventureLEARN
contains over 100 curated resources which have gone through the rigorous process of interrater
reliability for quality and appropriateness. The resources include mini quizzes for assessing
knowledge, developed with academic faculty and staff with psychology backgrounds. The platform
also utilizes meaningful gamification where visualization of students’ progress and rewards are
provided to encourage participation.

302 freshmen from the AY19/20 batch participated in this study, while 398 freshmen from the
AY18/19 batch were used as a historical comparison group. The results indicated significant
differences in the levels of UAL between both batches of freshmen. Over one year, freshmen who
used AdventureLEARN reported a significant decrease in UAL, whereas those in the historical
comparison group did not report any significant decrease in UAL. Based on the qualitative data
from the interviews we conducted, students reported that AdventureLEARN provided “engaging
content”, “resources that develop character”, and “videos that were short and easy to absorb”.
The biggest hurdle to accessing the platform was the heavy academic workload and finding time
to watch resources that help develop their learning traits. With the increase in online learning,
especially during the COVID-19 pandemic, we believe that AdventureLEARN has immense
potential in helping students develop their learning traits independently. For future research,
we propose the inclusion of additional meaningful gamification techniques that address the
psychological and social needs of higher education students.

Keywords: Gamification, AdventureLEARN, Approaches to Learning, Unreflective Approach
to Learning, Higher Education
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Paper ID 127
Using Discord as a Platform for Team-based Work in Online Learning

Gregorius Pramudita Witaradya

ABSTRACT

The sudden shift to online learning due to Covid-19 has presented many challenges not only
for the teachers but also for the students. Students who no longer can see each other have
to study the topics on their own, and to find ways to communicate and work on team-based
projects. One of the ways chosen by the students to communicate and to work together is
by using discord. Discord is one of the many social media forum platforms used by mostly
gamers. Interestingly, discord has many features that may support online learning process
especially discussion. Those features are the ability to share ideas in the forum, the ability
to share files, the ability to chat and share screen if the team work is done using computers,
and the ability to create video meeting sessions to discuss the teamwork. In short, the
students can use discord as a platform to do group studies or team-based works.

Keywords: discord; collaborative learning, online learning
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Paper ID 129

Mendadak Daring: Challenges and Opportunities in Transitioning Teaching and
Learning into Online Environment

Toong Tjiek LIAUW

Petra Christian University, Jl. Siwalankerto 121-131 Surabaya 60236 INDONESIA

ABSTRACT

The COVID-19 pandemic has forced educators and students to experience sudden transitions
from fully offline learning and teaching activities into fully online. There was virtually no
preparation in making this sudden transition since it was made out of necessity due to
the worsening public health situation at the time. Teachers and students have had their
struggles in making the transition in adjusting to the new and fully online environment of
learning and teaching.

This article intends to share best practices in transitioning from fully offline (onsite) teaching
mode into a fully online due to the COVID-19 pandemic in early 2020. The discussions
will be based on action research methods; employing the first-person approach by using
the author’s personal experience in teaching the International Business and eBusiness
Management courses offered to undergraduate students at Petra Christian University in
Surabaya, East Java, Indonesia.

This article focuses on a teacher’s perspective of the transition, where the author shares
and reflects on his personal experience at the beginning of the transition up to the current
situation; one and a half year after the initial transition. The reflections include the trial and
error approaches the author had utilized in adjusting to the new environment of teaching,
some small innovations in teaching being tried out, and the small surveys being done to
get feedbacks from the students. Some of the small innovations made include the use of
blended learning (asynchronous and synchronous learning modes), semi-flipped learning,
and the use of online tools to increase interactions with students.

Based on the classroom surveys there seems to be struggles by students to adjust to the new
environment. However, it’s also the case that there is increase in student satisfaction for
the small innovations that the author has implemented in his classes. There have also been
indications that genuine learning has occurred. Thus, it can be concluded that although
sudden transition from fully offline learning and teaching mode into fully online has caused
numerous struggled for students and teachers, the transition has also provided opportunities
for innovations that can result in increased students’ learning and satisfaction.

Keywords: blended learning; flipped learning; action research; offline to online learning;
synchronous and asynchronous mode
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Paper ID 70
How to Reduce the Dilemma in Students’ Peer Appraisal

Vincent, K.K. Leung"’, Kai Pan Mark?, Hazel Lee.?

"Department of Management and Marketing, The Hong Kong Polytechnic University,
Hong Kong
’Educational Development Centre, The Hong Kong Polytechnic University,
Hong Kong
’Department of Management and Marketing, The Hong Kong Polytechnic University,
Hong Kong
* Vincent, K.K. Leung

ABSTRACT

Peer appraisal can be a component of the total assessment in both undergraduate and postgraduate
business subjects. Some conscientious students prefer the instructor add this assessment
mechanism even if it is not a required assessment component. The rationale is to maintain a fair
culture when assessing the performance of group projects, and all students can use this designed
mechanism to reflect their opinions of those contributing members or those who shirked their
responsibility.

There are two main issues in running the peer appraisal mechanism. First, collecting all the filled
forms individually, even through electronic means, and then input and calculate the scores is
tedious, time-consuming, and daunting. Second, some students may behave strategically, just
like the situation described in the prisonet’s dilemma; they would give all members the highest
level to maintain their optimal positions without revealing the truth view to the instructor. This
behaviour made the instructor more challenging to distinguish the different levels of performance
in a group.

Most learning management systems support peer evaluation forms ranging from a simple form
to a comprehensive table with rubrics automating points calculation and anonymous feedback
delivery, which helps reduce the hassle of using a traditional form. To resolve the second issue,
we suggest using a forced ranking method, and the ranking is exclusive, which means no member
in the same group can get the same score from an evaluator. Moreover, the evaluator has to give
qualitative justification of the given score.

Feedback from students revealed that it built trust between the instructor and the students,
and it also increased the self-efficacy of the students’ effort and contribution in group work. It
contributes to a positive teamwork spirit. Further improvement is necessary to reduce the errors
caused by missing data, input errors and an individual case of no participation in the appraisal
process. All these problems would affect the data integrity and the efficiency of the peer appraisal.

Keywords: peer appraisal; forced ranking; learning management system
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Paper ID 91
Teachers’ Language Competence Segmentation Using K-Means Algorithm

'Rosita Herawati, 2Heny Hartono and *Cecilia Titiek Murniati

frosita@unika.ac.id, Zheny@unika.ac.id,
’c_murniati@unika.ac.id
'Soegijapranata Catholic University, Indonesia

ABSTRACT

This paper presents a part of an educational research and development which has been
being conducted for the last three years with a focus on bilingual program teachers’
communicative competence assessment. This study involved six aspects of communicative
competence by means of three di erent assessments, so called self-assessment, receptive
productive assessment, and performance assessment. Despite the fact that the assessment
has been digitalized, due to the pandemic time, only self-assessment could be done. The
other two kinds of assessment could not be done because of the limited access to the schools
during the pandemic.

This study highlighted the teachers’ segmentation in 3 di erent classes. This segmentation
is done using the K-means algorithm. This algorithm is vastly used for clustering in many
data science applications. The Elbow as a common heuristic mathematical method is also
used to optimize these algorithms. The optimum K value is modeled using a metric WCSS
(Within Cluster Sum of Squares).

The teachers’ language competence segmentation study is the practice of partitioning a
teacher into groups that have similar language competence. It is a signi cant strategy to
recognize teachers’ language competence. The results of the study can be used to map
teachers’ communicative competence as well as giving recommendations for the most
appropriate professional teacher training to improve their communicative competence.

Key words: communicative competence assessment, K-means algorithm, Elbow, teachers’
language competence
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Paper ID 53
A Second Pair of Eyes: Remediating Formative Assessment in a Clinical
Optometry Module Using a Video Annotation Tool

Dave GATRELLY

'The Hong Kong Polytechnic University, Hung Hom, Kowloon, Hong Kong

*Corresponding author

ABSTRACT

This paper studies how implementing video-based formative assessment using an online
video annotation tool remediates an existing approach to formative assessment and exam
preparation in a clinical optometry module. Using a case study methodology and an
activity theory-derived theoretical framework, and incorporating Engestrém’s notion of
expansive learning, it analyses uses of the tool and practice change among a group of 20
undergraduate students. It highlights the contextual factors that inform the development
of the new activity system and the multiple contradictions inherent in it. In doing so, it
contributes to the literature on student experiences of video-based formative assessment
in health HE. It finds that students are likely to experience the benefits of the approach,
such as supportive, objective and contextualised feedback, if tutor and student roles are
clearly communicated and tutors are flexible, adopting either more tutor-facilitated or more
student-centred approaches to peer assessment to suit the needs of different peer groups.
Using example videos and posts to scaffold reflection and feedback might reduce some of the
affective barriers to participation and build group dynamics and interaction.

Keywords: Video annotation, video-based formative assessment, self-reflection, peer
feedback, health HE, expansive learning
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Paper ID 68
Text Analytics on WhatsApp Chats

Fedor Duzhin and Joo-Seng Tan

ABSTRACT

The covid-19 pandemic has accelerated the shift to online and mobile collaborative learning.
WhatsApp is increasingly used by educators as a tool to support online and mobile collaborative
learning due to its ubiquitous use and accessibility among students. By monitoring and
participating in students’ WhatsApp chats, an educator can potentially understand the students’
needs and help students to work on their communication, critical thinking, and leadership skills.

However, a work mode where educator carefully reads all WhatsApp messages is hardly scalable.

The purpose of our study is to apply modern Al-based natural language processing techniques to a
large collection of WhatApp messages in order to help an educator to make sense of what students
are discussing. This study is a continuation of our previous studies presented at eLFA2019 and
eLFA2020, where we looked at the number and the order of WhatsApp messages. Now we will
look at the content.

We collected WhatsApp chats of student project teams in four undergraduate courses: two
courses in business, and two courses in mathematics. For each course, we created a directory with
all WhatsApp chats exported into txt files and one xIsx file with anonymized student information.

We used R for natural language modelling, clustering, topic modelling, and text visualization.
Our analysis showed that words used in WhatsApp chats have important associations with
certain topics that relate to task orientation and relational orientation. Our findings provide
insights on how students collaborate, and how they build an online community using words in
WhatsApp chats. Our findings also showed that R can be a useful tool to conduct text analytics
on WhatsApp chats. Suggestions for future research will be discussed.

Keywords: WhatsApp chats, mobile collaborative learning, text analytics, natural language
processing, topic modelling, unsupervised machine learning
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Paper ID 112
Cooperative Learning in Physical Education through the Use of Fitness
Apps

!Georgina V. Kusano

kgv0976@dIsud.edu.ph
'De La Salle University - Dasmarinas, Cavite, Philippines
International British Academy, Imus, Cavite, Philippines

ABSTRACT

The COVID-19 pandemic has brought school closure and restrictions on conducting
outdoor and sports activities. This caused an alarming effect on the level of physical
activity of students. This action research will report the experience of an intact Physical
Education class that utilized Cooperative Learning strategies and mobile fitness apps. This
paper presents the improved conceptual understanding, psychomotor skills developed, and
the attitudes of the students towards fitness activities. In accomplishing the four learning
outcomes of physical education, which includes: physical learning, cognitive learning, social
learning, and affective learning, the following five essential elements were integrated: positive
interdependence, promotive interaction, individual accountability, soft skills instruction,
and group processing. This approach allowed the students to work effectively together in
accomplishing the learning goals of the team. The members of each Cooperative Learning
group realized that each group member’s efforts and work output are important to both
individual and team success. Aside from the academic skills, they also learned leadership,
decisionmaking, trust-building, communication, and conflict-management skills working
with each other. Given the challenges that the COVID-19 pandemic has brought to our
P.E. classes, this presentation will offer insights that can contribute to helping teachers and
students navigate through these challenging times

Key words: Cooperative Learning; Physical Education; Fitness Apps
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Paper 1D 140
“STOU-ODL to Serve the Demanding SDG’s Cross Cutting Issues in Thailand
under the Digital Technology & COVID-19 Pandemic Disruption”

Kamolrat Intaratat

ABSTRACT

This research aims to study 1) the demanding of SDG’s cross cutting issues in Thailand
that ODL can facilitate under the digital technology & COVID-19 pandemic disruption; 2)
how STOU use ODL to serve the SDG’ s cross cutting issues under the digital technology &
COVID-19 pandemic disruption; and 3) to recommend how to scale up ODL to serve the
SDG’s cross cutting issues under the digital technology & COVID-19 pandemic disruption.
Qualitative research with STOU-ODL case study approach was used to analyze how ODL
of STOU serve the demanding SDG’s cross cutting issues in Thailand under the digital
technology & COVID-19 pandemic disruption.

Results found 1) the demanding of SDG’s cross cutting issues in Thailand under the digital
technology & COVID-19 pandemic disruption respectively are 1) Goal 4: Quality education;
Goal 3: Good health and well-being ; Goal 5: Gender equality; Goal 1: No poverty ; Goal 2:
Zero hunger; Goal 9: Industry, innovation and infrastructure; Goal 10: Reduced inequality ;
Goal 11: Sustainable cities and communities; Goal 16: Peace, justice and strong institutions;
and Goal 17: Partnership. And 2) STOU use ODL to serve the SDG’s cross cutting issues
under the digital technology & COVID-19 pandemic disruption by embedded with ICT to
offer all types of educational programs : 1) Formal, 2) Non-formal & Informal educations to
cover all groups of people in Thailand including all the marginalized can be easily accessed
to all kinds of SDG’s cross cutting issues for their new required knowledges and skills,
more opportunities, and better quality of life. ODL must be appropriate designed with
partnership model to fit well with all contexts of the SDG’s cross cutting issue i.e. in-time &
demanded base issue, friendly & appropriate pedagogy, agile administrative & management,
and all kinds of participatory contribution. Some examples of STOU-ODL’s academies to
serve all the SDG’s cross cutting issues are Smart MOOC, Smart Ageing, Smart Farmer,
Smart Youths & Young Women Entrepreneur, and others.

Keywords: ODL, SDG, Digital technology, COVID-19 pandemic, STOU, Thailand
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Paper 1D 17
The Digital Future of Note Making

Tracy JOSE

Department of English, Stella Maris College, 17 Cathedral Road, Chennai, India

ABSTRACT

Obsidian is a software that was founded in 2020 and it signifies a remarkable shift in the process
of note making on computers. It is a software that resulted out of the Covid-19 quarantine/
isolation period. Although there are several other note making apps in existence, my presentation
and my paper attempt to highlight how Obsidian is a very unique entrant into this field. As their
website tagline suggests, Obsidian claims to be ‘a second brain for you forever’.

The software itself can be compared to a WikiLinks, except it is for your individual note making
purposes. The layout is divided into vaults, folders, and then into files. One of the unique features
of Obsidian is that it is capable of back-linking data and using hashtags to connect different ideas
together. In simple terms, in any given vault, based on each subject or any other connection that
you can think of, if you use a particular hashtag for particular sections, it is capable of clubbing all
the data together and showing it to you in one go. So for each file that has a particular hashtag,
if you search using that hashtag, the software shows all the instances across files and folders.
Effectively, it works as a digital, local mind map (that is also completely offline) that stays on your
computer while you also continue to have complete control over your data.

The main reason why Obsidian stands out within the range of note making apps is because it
provides a digital solution to a problem that is also digital in its nature and origin: the problem of
our dwindling attention spans. As more and more of our worlds begin to exist solely in the digital
space, our attention span has also drastically decreased. Several scientists have suggested that
one of the side effects of the modern world with increased use of technology and internet is the
reduced attention span. This reduced attention span has serious repercussions on the teaching-
learning experience as well. For a generation that has grown up reading listicles and shunning the
long-form article or books; moving from YouTube videos to TikTok shorts and Instagram reels, it
is interesting to see how they will adapt to these challenges. I believe that apps such as Obsidian
have a huge role to play as they claim to be a second brain for us while our first brain has to
constantly adapt to the rigmaroles of the changing digital space, especially post Covid.

Keywords: obsidian; notemaking; technology
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Paper ID 109
Laboratory-in-Your-Pocket: A Real-time Hand-on Experimental Platform Based
on Arduino-Smartphone

'Ka Lai WONG, 'Wang Fai CHENG, 'Kwok Lung JIM,
!Chi Wah LEUNG, Chee Leung MAK, and "*Siu Hong CHOY

“albert.choy@polyu.edu.hk
"Department of Applied Physics, The Hong Kong Polytechnic University,
Hong Kong SAR, China

ABSTRACT

Laboratory learning is one of the ways to promote science process skills which are essential
in science education. Yet, affordance and limitations require that we reconsider the learning
approach. Many science educators find it become more difficult to bring students into laboratory
at local high schools due to various reasons. Our team has been dedicated in bringing laboratory
to students, eventually advancing towards a model of decentralized laboratory education and
selfregulated learning.

In the Lab-in-Your-Pocket project (LYP), we have developed an Arduino-based platform hosting
real-time experiments, connecting smartphones with external sensors via Bluetooth. This
platform allows access to different demo-experiments, and users can read and record data on the
smartphone instantly, which provides students a powerful but yet userfriendly tool to perform
inquiry-based learning investigations anytime/anywhere. Nine sensors and eight experimental
modules have been developed covering cross-disciplinary studies such as Physics, Biology, and
Environmental Science. With the high flexibility of the platform, more laboratory modules for
other subjects are expected to come.

Electromagnetism is one of our developed experiments on the platform, it is used to study the
magnetic field strength of a solenoid with electric current flowing in it. 83 students aged between
16 and 19 were recruited. Pre-test and posttest of scientific knowledge in electromagnetism
were administered before and after performing the experiment. In addition, a user survey was
conducted at the end of the study.

[t was found that students improved significantly in their understandings of electromagnetism in
terms of the experimental skills and total score after using LYP. Positive feedback on teaching and
learning materials and learning experiences was received. Students were satisfied with LYP and
evidence supporting LYP as being a potential impactful platform on learning was obtained. In the
future, students can even build their own platform with selected sensors for scientific explorations
through the platform. Teachers are also engaged to cocreate authentic science experiments with
students; Teachinglearning is shifted to a learner-centered and collaborative learning model.

Key words: Arduino; mobile learning; flipped classroom
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An Intelligent Cloud Teacher for Unmanned Robotic Online Laboratory

Dongkun HAN¥, and Martin Yun-Yee LEUNG

Department of Mechanical and Automation Engineering,
The Chinese University of Hong Kong, Shatin, Hong Kong
*Corresponding author

ABSTRACT

One-on-one student-instructor communication is essential in many aspects for science and
engineering education. Especially under COVID-19, individual student-instructor interactivity
becomes increasingly precious yet growingly difficult. To address this issue, we developed a so-

called

“cloud teacher”, which is an intelligent conversational agent for answering the questions from
students in building and manipulating their robots online. The basic underlying idea is to train
the agent by utilizing open-source artificial intelligence tools from Google’s DeepMind, such that
the agent can understand and answer the questions raised by students in making their robots
online. Specifically, distinct features of cloud teacher include:

1) Provide instant textual answers to students’ questions regarding robot assembly and computer
programming (Arduino and SolidWorks: Two most common software in robot control and 3D
printing). 2) Supply video demonstrations for helping students in building and manipulating
their robots. 3) Automatic assessment of students’ online lab performance on controlling their
robots. 4) Personalized quizzes based on big data analytics of students’ historical questions and
performance. Based on the above features, an unmanned robotic online lab has been constructed
with 11 sets of real robotic arms, controllers, touchable monitors and corresponding software.

The approach of Al-powered conversational agent has demonstrated its effectiveness in 4
engineering courses with more than 200 students. Furthermore, we collaborated with an oversee
university, and applied it in the distant robotics education with 50 students from U.K. This
method has a high potential to be explored across different disciplines and countries for virtual
experiential learning in the new normal.

Keywords: Artificial Intelligence in Education; Experiential training; Online teaching; Education
in Robotics;
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Paper ID 66
Use the IMMEX information environment to develop the cultivation and
exploration of the mathematical problem-solving ability in middle school

Haisheng Wang'!, and Hongyu Ren?’

IShanghai Experimental School, Shanghai, PRC
? Shanghai Xile Information Technology Co., Ltd, Shanghai, PRC
*Corresponding author

ABSTRACT

Interactive Multimedia Exercise platform (IMMEX) is composed of question sets. It brings
together several variants of a type of problem, allowing students to fully practice through the
disturbance of the variants in a type of problem. From “getting answers” , to “getting correct
answers”, then “getting continuous correct answers”, and then “getting correct answers
efficiently and reliably”, and finally by summarizing the constants in the variants of this
type of question Strategies for answering questions should be expressed explicitly. Through
such systematic problem-solving training, the goal of improving problem-solving ability is
achieved. This article summarizes the effective method of “variable disturbance” in training
students to shift from low-level thinking to high-level thinking from the experimental
data for more than ten years. With the application of the “cognitive structure of problem
analysis”, students have tangible thinking objects and explicit expressions of problem-solving
strategies when they are doing high-level thinking in an information environment, which
greatly improves students’ understanding the efficiency effect of the problem, to achieve the
effect of improving the student’s problem-solving ability.

Keywords: variants of a type of problem; Cognitive structure; problem analysis;
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International Case Studies for Promoting Intercultural Competence and Social
Responsibility in University Students

Archimedes David GUERRA"

"Department of Finance and Decision Sciences, Hong Kong Baptist University,
Kowloon Tong, Kowloon, Hong Kong SAR
*Corresponding author

ABSTRACT

More and more, institutions of higher learning have been tasked to prepare graduates for
an increasingly global and inclusive working environment through an internationalized
curriculum. Indeed, “internationalization of higher education” and “globalization” have
increasingly been cited together in curriculum design and policy discussions. Research on the
internationalization of higher education has been dominated by two primary approaches: a
process-focused approach referred to as internationalizing the curriculum, and an outcome-
based approach which centers on measuring and enhancing the intercultural competence of
learners. This study investigates how a specific approach to internationalizing the curriculum—
the use of international case studies in teaching marketing and entrepreneurship courses—
may contribute to the intercultural competence and social responsibility of learners.

Case studies in marketing and entrepreneurship from countries such as the Philippines,
Thailand, and India were used in three sections of undergraduate university students in
Hong Kong. At the end of the term, 60 students participated in the study by completing
a questionnaire which measured the influence of the use of international case studies on
social responsibility and three intercultural competence constructs, namely: “knowing”, or
complexity of thinking; “knowledge” of intercultural issues; and “affect”, which pertains to
respect and acceptance of cultural differences. Participants in the study scored significantly
higher than the scale neutral point across all four measures. In addition, using regression
analysis, knowing, knowledge, and affect were found to be significant predictors of social
responsibility.

This study contributes to the literature of the internationalization of teaching and learning
and the practice of international curriculum design. The results highlight the potential
of international course materials such as case studies as an alternative tool for promoting
intercultural competence among university students. In addition, the link between awareness
and acceptance of “other” cultures and social responsibility, which the study suggests,
further strengthen the importance of the internationalization of teaching and learning in
nurturing global-minded future leaders.

Keywords: intercultural competence; internationalization of teaching and learning; social
responsibility
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Virtual Reality (VR) for Immersive 3-D eLearning, Making, and Communications
in Architecture
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Hong Kong Metropolitan University, Ho Man Tin, Hong Kong
*Corresponding author

ABSTRACT

The incorporation of technology in Teaching and Learning can be a solution to address the
increasing complexities of professional practice. Accordingly, significant strain has been placed
on academic programmes to find more effective avenues for eLearning, especially those that are
grounded in hands-on learning such as Architecture.

This research aims to demonstrate how emerging VR technology can be integral in cultivating
design thinking among students in the School of Architecture at the Chinese University of Hong
Kong. Workshops exposed students to a process of discovery learning based on an iterative design
and problem-solving approach. In addition to VR hardware, specific software solutions were also
tailored to fit into teaching activities found in architecture to augment modelling and presentation
activities. Such customization was found to enhance the accuracy and user-experience in learning
architecture. When learning with alongside this technology, students could gain experience
with the following: 1) SCAN the three-dimensional properties of objects into digital format, 2)
DESIGN with creative interventions, and 3) COMMUNICATE with other students for shared
3D experiences in virtual medium. Thus, VR technology and other software bear the ability
to execute conventional learning tasks in architectural education, such as 3D modelling, group
communication, and presentations. Beyond this, the immersive nature of VR headsets offers a
positive conduit to upgrade the traditional learning experience to an innovative “first person”
perspective that stimulates greater student motivation and engagement in their work.

Students were invited to provide feedback on the perceived usefulness, potential, and replaceability
of conventional activities when learning with VR. The teaching and learning processes were also
evaluated for ongoing development of architectural education through technology adoption.
Overall, students were found to be receptive and enthusiastic about their exposure to novel
technology as part of their regular learning activities. This research adds practical knowledge
regarding VR adoption, viability and ‘best-blended’ approaches for teaching and learning.
It confirms the potential that eLearning via 3D-VLEs “can be an alternative or replacement
for traditional learning methods” (Nejad & Nejad, 2012) by presenting new possibilities for
architectural practice.

Keywords: Virtual Learning Environments; Architecture Education; eLearning; Design; VR.
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An Application of Immersive Augmented Reality Technology for Clinical Skill
Training in Medical Education
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*Corresponding author

ABSTRACT

The teaching and learning landscape has evolved from traditional classroom to more advance
usage of educational technology tools. In recent years, the organization such as healthcare
and education explore the use of of VR (Virtual Reality), VR360, AR (Augmented Reality),
MR (Mixed Reality) and XR (Extended Reality) to provide users or students with a more
immersive experience. Augmented reality is a technology that augments or enhances our
view by overlying digital content onto the real world. We had investigated the impact of
the immersive augmented reality technology which applies to create an alternative training
environment and educate the undergraduate medical students in clinical skills training
with experiential learning. Our project was innovated by using Zappar augmented reality
platform, or ZapWorks. The purpose of this study was to examine the effectiveness of
using augmented reality to enhance the students understanding in performing clinical skill
procedure in medical education. The students can view it by using Zappar application via
mobile devises, in the clinical skill simulation lab or online at their own pace. We use the
continuous quality improvement (CQI) to monitor the performance of the students for
practical/ clinical skill performance of the group using the augmented reality application
and the previous groups which were not using the augmented reality application. At the end
of the rotation, the students were asked to complete the questionnaire survey to examine
their perception of adopting the augmented reality as the adjunct in the clinical skill
training session. The feedback from the students will facilitate the future development to
embrace augmented reality technology in other clinical posting in our faculty. Our study
will contribute to the literature of education innovation in medical discipline as a general,
and in the clinical skill training in particular.

Keywords: Augmented reality; clinical skill; immersive learning; medical education
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Education in Hong Kong and Indonesia
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’The Chinese University of Hong Kong, Hong Kong SAR, China
*Corresponding authors

ABSTRACT

The E-learning team from the Chinese University of Hong Kong (CUHK) proposed Crisis
Resilience Pedagogy (CRP) as the implementation of resilience attributes in teaching and
learning that enables teachers to respond rapidly and also to adapt creatively through any
critical situations or emergency circumstances [1]. In 2020, CUHK and KPR Academy
experienced a teaching and learning crisis caused by the COVID-19 outbreak. As part of
the strategies in managing the crisis, School of Hotel and Tourism (SHTM) of CUHK and
KPR Academy team have been actively implementing online and innovative pedagogies
through the use of video conferencing applications (such as ZOOM and Microsoft Teams),
live webinars, animation and infographics videos, and Virtual Reality (VR) applications. In
the past year, KPR Academy has produced an online library of over 120 short videos with
topics ranging from introduction to mortgage investment, financial regulations, insurance,
interest rates, credit rating and banking system in Indonesia [2]. On the other hand, SHTM
has developed two VR applications: “A Walk in CBD & Wanchai District” for real estate
economics courses and “Peak Galleria” for shopping mall courses with the objectives to
replace physical field trips, to increase learning experience and enhance knowledge retention.

This presentation aims to share the adoption of CRP attributes by the team at KPR Academy
and the use of VR technologies for real estate courses at SHTM as effective tools to maintain
and enhance teaching and learning activities in times of crisis. Moreover, through this
presentation we also hope to explore how resilience can also be adopted by teachers across
various subjects as the coronavirus outbreak continues to impact education around the
world.

Keywords: crises, Crisis Resilience Pedagogy (CRP), Virtual Reality (VR) based education,
online learning, mortgage education, real estate education, resilience
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Online Office for the Graduate Studies

Supakarn CHAMNI and Duangjai Taweepa
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Chulalongkorn University, Bangkok, Thailand
*Corresponding author email: Supakarn.c@pharm.chula.ac.th

ABSTRACT

During the COVID-19 pandemic, the university has been temporarily closed and transformed
to online learning at both undergraduate and graduate levels. Face-to-face activities are
entirely prohibited for keeping the social distancing and prevent infection. An Office
of Graduate Studies Affairs at the Faculty of Pharmaceutical Sciences, Chulalongkorn
University in Thailand creates the userfriendly online office platform. Our platform
consists of SharePoint, Line Official Account, and Facebook Page. The online platform
connects 100 faculty members, around 250 current graduate students from domestic and
international origins, several program staff, and prospective students. The online office
aims to facilitate graduate studies and helping students meet their graduation goals without
delay and financial problems. Students can access and get general information at any
location for self-learning and preparation anytime. We use SharePoint as the key database
for all documents. Response to student and staff inquiries can be made individually by Line
official Account chat. The public news and announcements for current and prospective
students are posted on the Facebook Page. We have 3,737 page views on SharePoint and
299 Line Official members during one year of using the online office. The satisfactory
evaluation was collected from 145 evaluators, including Master’s students, Doctoral
students, faculty members, and staff. The satisfaction survey consists of 3 parts, including
Part 1: Satisfaction towards the graduate studies services, Part 2: Satisfactory evaluation of
online office platform, and Part 3: Outcome/benefit of the online office. The survey results
revealed that the most satisfying online services consisted of the information, help, and
guidance communicated by Line Official chat, which helps students prepare for graduation
on time. Thus, the online office is successfully served as the alternative standard operating
platform for managing general regulation, examination, document submission, response to
student’s inquires, and graduation.

Keywords: Online Office; Social media; SharePoint; Graduate Studies
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Paper ID 36
The Effectiveness of Using E-learning for Information Literacy

Rikarda Ratih Saptaastuti

ABSTRACT

Information literacy becomes one of the knowledge and skills needed for students who
currently do more online learning activities.Information literacy is needed so that students
can choose and access electronic information sources that are in accordance with information
needs for the benefit of learning. Previously the library provided support for information
literacy activities conducted face-to-face to students, it is currently changing by providing
literacy materials using the Learning Managament Systems (LMS) platform. Libraries need
to find new ways to improve knowledge and understanding related to information literacy
through e-learning, to train students in information literacy skills.Through e-learning
information literacy, The Unika Soegijapranata Library develops online learning methods,
practices and quizzes to improve students’ information literacy knowledge and skills.The
purpose of research is to find out the extent of effective use of e-learning for information
literacy to students’ understanding of the identification, evaluation and use of appropriate
and needed information sources supporting the learning process.The research was conducted
on students of research methodology classes who were given information literacy materials
by the Unika Soegijapranata Library using e-learning.

Keywords: effectiveness, e-learning, information literacy
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*Corresponding author

ABSTRACT

A misconception is a belief that is broadly contradicting scientific evidence and is particularly
common in the field of psychology. Misconceptions in psychology are often associated with
critical thinking. A lack of critical thinking skills among students makes them vulnerable to
misconceptions in psychology. Improving students’ critical thinking skills through critical
thinking instruction is one of the means that can be done to reduce misconceptions in
psychology. In this digital era, students tend to spend a lot of time playing games. So, to
make critical thinking instruction more interesting, it can be integrated into a serious game.
The purpose of this research is to describe the development of a Critical Thinking Serious
Game with the framework of Critical Thinking Instruction to reduce misconceptions in
psychology by using the ADDIE Model. The ADDIE model is a design model that involves
stages, which consist of Analyze, Design, Development, Implementation, and Evaluation
Phases. Validation of the critical thinking serious game is achieved through the evaluation
of expert judgments. There are nine experts from different expertise, which are three
experts from Psychology subject, three experts from Media and Learning Methods subject,
and three experts from Media and Game Development subject. The result shows that a
Critical Thinking Serious Game that has been developed is appropriate to instruct critical
thinking. In conclusion, the ADDIE model can be used as a method to develop a Critical
Thinking Serious Game with the integration of a critical thinking instruction framework.
For future recommendations or directions, it needed experimental research to evaluate the
effectiveness of the Critical Thinking Serious Game that has been developed.

Keywords: Critical thinking; serious game; misconceptions in psychology.

142

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Day Two-1 December 2021

Parallel Session 4 | Room 1 | Session Theme: Online Learning

Paper ID 117
A Case Study: The COVID-19 Pandemic Challenge for Motivating Teacher
Candidates to Improve their English Knowledge and Skills

Yuli Christiana Yoedo
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ABSTRACT

The purpose of this article is to demonstrate how the use of technology and online English
training fulfilled the needs of teacher candidates at Petra Christian University so that they
were motivated to improve their English knowledge and skills. The Faculty of Teacher
Education, Petra Christian University entered into an agreement with the Christian West
Sumba Elementary School teachers to provide an English training which would enable them
to address the need for some extra, more interesting and motivational material and methods,
due to the restrictions on teaching imposed by COVID-19. This was also advantageous for
Petra Christian University as it allowed them to involve a group of their own students,
who had not yet had the experience of being involved in the actual teaching process in the
preparation and presentation of the materials, thereby increasing and strengthening their
own developing skills. The task was to provide online teaching sessions to the Christian West
Sumba Elementary School teachers, which would incorporate the strategies and activities
to motivate middle and higher level English students. A descriptive qualitative method was
used to collect the data. The researcher was also the lecturer who led the online English
training and it was her teacher education students who participated. The results showed
that the students were highly motivated to improve their English when they were presented
with challenging opportunities to choose roles according to their capacity and passions.
They became enthusiastic in the preparation of materials and also ensuring they were able
to perform perfectly. In addition, the use of a social networking application and music video
platform called Tik Tok and the various educational games involved, all contributed to the
enthusiasm. In fact, not only were the English knowledge and skills of the students improved
but also their communication skills. It can be concluded that a significant challenge for
students is likely to produce more benefits than expected. The recommendations for future
research are threefold: to investigate the use of the material for English teachers from other
remote areas; to use a quantitative method; and to consider different challenges.

Keywords: online English training; pandemic challenge; improve; technology; educational
games
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Paper ID 128
Students’ Response Toward Teaching Online in English Reading Class

Steffie Mega Mahardhika

English Teacher, Language and Culture Faculty,
University of 17 Agustus 1945 Semarang,
Indonesia

ABSTRACT

Pandemic COVID-19 is not over yet, however as an educator we should more creative
and innovative to motivate our students in teaching and learning processes. One of the
important aspects of learning The English language is increasing reading comprehension.
It is challenging for the educator to make it happened when doing online teaching and
learning process. To evaluate and analyze the problem the writer makes this research. The
purpose of this study is to find out teacher strategies in teaching online reading classes
during pandemics. The subjects are the thirdsemester students of The English Department,
Language and Culture Faculty, Universitas 17 Agustus 1945 Semarang. The research was
held during the even semester of the academic year 2020/2021. This study uses a descriptive
qualitative method. The instruments of the data used in this study are questionnaires filled
by the students. The objective of this study is to know some problems that happened during
online teaching and learning process in reading class that give an impact in improving their
reading comprehension skill. In this research, the writer collected students’ responses and
doing evaluations to make them more effective and interesting in the teaching process. The
research indicated that there are some problems faced by the students dealing with learning
processes such as teaching strategies, technical problems during online teaching and learning
process and they also need extra motivation to improve their reading comprehension. The
findings suggested that educators can use diverse teaching strategies in reading class such
as scaffolding, QARs (Question and answer relationship), and other strategies to stimulate
them being active in online learning processes, the other problem is a technical problem
as a signal when they are joining in a class by virtual meeting application. The learners
also stated that they need motivation and guidance to use various methods in reading a
text. Thus, the process of teaching online doesn’t have a big impact on improving reading
comprehension but there are other problem that should be noticed.

Keywords: EFL Classroom, Online, Teaching Strategies, Reading Comprehension
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A Qualitative Analysis on Students’ Perspectives Towards Online Learning

Maheswaran A/L Muniandy

SK Putrajaya Presint 9(1), Presint 9, 62250 Putrajaya, Malaysia
maxewmahesh@gmail.com

ABSTRACT

With the pandemic COVID-19, online learning had become a new norm of learning. Though
online learning used to be a common practice in some higher learning institutes that offer
distant learning, the implementation of this learning mode across all education levels only
happened since March 2020. Due to the sudden transition of learning mode, most of the
students entered the new norm of learning quite unprepared. Despite of numerous reviews
and changes implemented in online learning since it was started, there seems limited effort
made to understand students’ perception about the online learning. Literature studies
showed there were both advantages and disadvantages experienced by students participating
in online learning in many different places around the world. Therefore, this research
aimed to identify the issues faced by Malaysian students in online learning and the impact
of these sessions to them. Qualitative research design was selected and data from samples
were collected through the in-depth interview method. Samples from both primary and
secondary school students expressed the issues such as technical interruption, difficulty in
staying engaged in the lesson and lack of comfort. In terms of the impact, health and work
efficiency were expressed as the students’ main concern. Future study in the similar scope
is reccommended to be conducted with multiple research approach to gather more in-depth
insights about online learning in Malaysia.

Keywords: Online learning, students, interview, issue, impact.
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Pre-Service English Teachers’ Readiness for Online Instruction and Anxiety
amidst Covid-19 Pandemic

PAULUS WIDIATMOKO?, IGNATIUS TRI ENDARTO*

"Universitas Kristen Duta Wacana, Indonesia
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ABSTRACT

COVID-19 pandemic has brought about changes in various aspects of human life, including
education. Classroom instruction in the time of global crisis demands preparedness to deal
with the complexity of its conducts. Focusing on Indonesian pre-service teachers’ readiness
and anxiety towards online instruction amidst the COVID-19 pandemic, this study took a
sample of 334 students from 10 English Language Education Departments in Yogyakarta.
The quantitative data of this study suggested that the highest mean was on the students’
computer self-efficacy and the lowest one was on their perceived usefulness of online
learning. This indicated the students’ readiness to deal with online learning technicalities
and conducts, although online learning might not be their favorable mode. Furthermore,
positive correlation was gained among all 5 aspects of online learning readiness (computer
self-efficacy, perceived usefulness, self-directed learning, motivation, and financial resources)
with varied significance levels. The highest correlation was between self-directed learning
and motivation (R .6517), meanwhile, the lowest one was between perceived usefulness
and financial aspect (R .3077). Moreover, regression analysis suggested that the 5 aspects
significantly influenced their readiness in which self-directed learning was known to be
the most significant one (R .843; R? .711; p < .01). Consistent with previous findings,
the financial aspect was known to be the least significant influence (R .678; R? .459; p <
.01). Meanwhile, the respondents’ anxiety level was found to be moderate. Despite positive
correlation between anxiety and readiness (p < .01) was identified, its effect was weak (R
.273; R? .075). This study confirms findings of previous research on the effect these five
aspects into instructional technology readiness. Further qualitative studies on how these
five aspects contribute to EFL pre-service teacher readiness for online instruction would be
required. Moreover, affective factor including anxiety at time of crisis needs to be considered
to contribute the students’ readiness of online instruction.

Keywords: Pre-service teachers; Online Instruction; COVID-19
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ABSTRACT

In India before Covid-19 education system was traditional one. Educational institutions
like Schools, Colleges and University use traditional Chalk and talk method, face to face
lecture in classroom. Due to this deadly disease Covid-19 entire world was outburst and
World Health Organization (WHO) declared it as a pandemic. This makes the education
institution to change the education from offline to online mode. This paper deals with the
importance of online teaching-learning process. ICT tools used to make teaching-learning
interactive, modes of online learning and issues deals with online learning.

Keywords: Covid-19, ICT tools, Issues in Online Learning
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Peer Review in Online Academic Writing Class from the Students ‘Perspective

Emilia Aydawati

ABSTRACT

This study aims at exploring the students’ perception of the peer review activities in Academic
Writing Class using CyberLearning, an e-learning platform used to do an online learning with
some activities. This platform is a newer twist on e-learning, where technology tools are used
to carry out and facilitate learning experiences. It is a platform that has been used during this
Covid 19 pandemic. There are several activities that can be done on this platform, such as chat,
feedback, and forum. To get data, a questionnaire was distributed to sixty students in Academic
Writing Class to know their perception of the peer review activities done in cyberlearning. These
activities are done in a forum, chat, discussions, and google doc. The result indicates that they
perceive the peer review in online Academic Writing Class in CyberLearning positively. They
were considered peer review activities they done were helpful. They believe that doing peer review
can improve their writing skills. The most preferred peer review activities are using Google doc
and forum, while discussion is the least preferred peer review activity.

Keywords: Cyberlearning, Peer Review, Witing activities
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ABSTRACT

The paper provides insight into factors that influence students’ ability to write corresponding
essays. The purpose of this paper was to identify the impact of the Listicle Writing Guide
on low proficient students’ ability in writing corresponding essays. Listicle Writing Guide is
a new intervention created to guide low proficient students to produce good corresponding
essays, which are presented in a thematic structure of five steps guide. To gain a deeper
understanding of the matter at hand, a mixed-mode case study was conducted involving
3 teachers and 36 students from two different schools. These 36 students were chosen
through purposeful sampling, where all of the students had difficulty writing corresponding
essays and had weak command of the language. The initial interview with the teachers
shows that the students have problems developing ideas, lack of understanding in writing
corresponding essays and confusion of the structure of the essay being written which led to
their lack of motivation to write corresponding essays. This matter deteriorated after schools
were forced to shut down due to the pandemic as teachers are not able to give students the
intended guidance and supervision. An intervention has taken place where the Listicle
Writing Guide was introduced to the students through Google Classroom for two weeks.
The findings suggest there is an improvement from a mean of 26% (sd 2.55) in the pre-test
to 77% (sd 2.95) in the post-test. An extensive interview after the intervention shows that
the systematic writing guide helped the students to write with correct format and structure,
have good flow in-between paragraphs and are able to expand ideas more efficiently. The
interview also shows that students are more motivated to write corresponding essays after the
intervention. In conclusion, our findings indicate that the Listicle Writing Guide is found
to be a useful technique to improve low proficient students’ ability to write corresponding
essays as well as their motivation to write corresponding essays. For future direction, a more
extensive study should be conducted on the subject to create a framework for teachers to
teach corresponding essays using the Listicle Writing Guide.

Keywords: Listicle Writing Guide; writing; corresponding essays
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The effects of teaching skills on teaching performance in Petra Christian
University (PCU): Did the Covid-19 pandemic make a difference?
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*Corresponding author

ABSTRACT

Previous studies have shown that teaching skills positively affect teaching performance.
However, with the Covid-19 pandemic has forcefully transformed the traditional on-
site classes to distance learning, less were known on what teaching skills are required
to maintain teaching performance. This study explores the effects of teaching skills on
teaching performance in three different periods: one semester before the pandemic began
and two consecutive semesters after COVID-19 hit Indonesia. This study uses the teaching
performance evaluation database used at Petra Christian University (PCU) which consist
of ten (10) teaching skills indicators before COVID-19 pandemic, and twelve (12) teaching
skills indicators during COVID-19 pandemic. The data is in the form of four-point Likert
scale, where the indicators used have been set and developed by the Quality Assurance
Department at PCU. A linear regression model with cluster robust standard errors at the
faculty level is used to measure the effect of teaching skills on overall teaching performance.
We use several control variables in order to control the differences in faculty characteristics
(eg, workload and age) and class characteristics (class size and faculty fixed effects). By
randomly selecting 1,500 classes by proportionally sampling classes from the three different
periods, we find that, in general, lecturers in PCU have a high score in teaching skills and
teaching performance (> 3.00 in four-point scale). Teaching skills positively affect teaching
performance. “The teaching matches the learning plan” has the highest effect on teaching
performance. Whist, “The lecturer uses attractive teaching materials” has the least effect. In
the first semester of the pandemic, the effects of “The lecturer has an extensive knowledge
on the topic” on teaching performance increased relatively to the last semester before the
pandemic, while the opposite takes place for the effects of “The study workload corresponds
to the lesson objectives”. Interestingly, changes on the strength of the effects then flatted-
out in the second semester of the pandemic, matching that of the effects in the last semester
before the pandemic. In conclusion, the necessary teaching skills to maintain teaching
performance shifted in the first semester of the pandemic. During the time, the lecturer was
required to upgrade their knowledge and emphasized less on the study workload. Studying
the root causes of this phenomenon could be an agenda for future research.

Keywords: teaching skills; teaching performance; Covid-19, online learning, distance
learning

150

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Paper ID 136
Students’ Evaluation on the Use of Google Jamboard in the Online Learning

Angelika Riyandari

ABSTRACT

Asking the students to do collaborative learning during the synchronous session of an
online course can be a tiring task for the teacher. The unstable internet connection is a
cliché excuse for the students to not turning on the microphone and participates in the
class discussion. As a result, the teacher ends up doing most of the talking even in the
supposedly class discussions. In the small group discussions, granted the internet connection
is stable, the teacher still needs to dedicate extra time to move from one virtual room to
another. Google Jamboard, then, can be an alternative to do collaborative learning. This
presentation aims to share the students’ evaluation on the use of Google Jamboard in the
writer’s classes. In general, the students viewed the use of Google Jamboard positively. They
were also confident that they could navigate this application on their own. However, some
students said that they had difficulty to use the Jamboard via their mobile phone and, again,
when the internet connection is unstable.

Keywords: Google Jamboard, evaluation, collaborative learning, online learning
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ABSTRAC

The purpose of this pilot study is to evaluate the possibility of using low- delity simulations
in a social network to achieve diverse learning goals. While popular simulations use
modern technologies like virtual reality, the cost involved in acquiring such technologies,
the student learning curve, and the scalability of the solution often create challenges in
teacher-student adoption. Popular communication technologies like social networks may
help as the multimedia format can still re ect realistic scenarios or events. The easy-to-use
and familiar nature of social networks also may encourage adoption. However, besides being
unclear how a game design can t into a social network, students may not nd the experience
purposeful for learning. This is in light of studies that show that students do not prefer
social networks in learning if not designed with purpose and learning goals. This gap in
knowledge and evidence has motivated this pilot study for which 23 students taking part
in a housing economics course in a Hong Kong university post pictures for properties on
a private social media application, Soqqle. Soqqle is a code-protected mobile application
where students can post multimedia and engage with each other using comments. In this
context, participants posted properties on Soqqgle and transacted with each other using
comments through a bidding and purchase acceptance process over three rounds.

Post-course re ective essays suggest that students nd the process authentic as conditions for
re ective thinking, knowledge transfer, and optimal challenge were met. The authors invite
other researchers interested in low- delity game-based learning to develop other use cases
that may use a multimodal approach.

Keywords: game-based learning, gami cation, economics education, social
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A Study on Students’ Perception of Social Media to Learn English as a Foreign
Language

Kenny Sely, Cecilia Murniati and Heny Hartono

ABSTRAC

This study focuses on the use of social media for learning English as a foreign language. The
purpose of this study is to find out students’ perception of social media which are used to
learn English, what type of social media which students mostly use to learn English, and
how students use social media to learn English. To address the research questions, this study
used qualitative method approach. To obtain the qualitative data, the writer interviewed
two sophomores, two juniors, and a senior. The qualitative data were aimed at getting in-
depth information about how students used social media to learn English and what type of
social media which they used mostly to learn English at the one of private universities in
Semarang. The result of the study showed that students had positive perception on the use
of social media to learn language skills. They reported that they mostly used Instagram and
YouTube to learn English as their foreign language. The findings of this study also suggested
that lecturers had an important part in their learning process even though they already
learned a lot of lessons from social media.

Keywords: Social media, Instagram, YouTube, language learning

153

Augmenting the Virtual Environment: Technology - Innovation - Humanity



Parallel Session 4 | Room 5 | Session Theme: Assessment of e-learning

Paper 1D 101
Evaluation of Acceptance of Block Programming Technology for
Multidisciplinary New Students at Unika Soegijapranata

Agus Cahyo Nugroho

ABSTRACT

At this time most of the people can not be separated from the gadget. Smartphones, tablets,
laptops and others are always there wherever we go. This is based on various kinds of social
media, entertainment, and education contained in these gadgets. People of various ages
ranging from old, young and children cannot be separated from these gadgets. Even today
people are more worried if they leave their gadgets at home than if they leave their wallets
behind. This fact further strengthens the importance of gadgets in the daily life of almost
some people. But on the one hand, most of the people are just connoisseurs or consumers
of the various advantages offered by these gadgets. Therefore, there is a need for education
on how to make various kinds of applications contained in these gadgets. The hope is
that people will not only become users or consumers of various kinds of applications on
these gadgets. However, the community is also actively involved in presenting solutions to
various problems that exist in the community. One of the easiest technologies in developing
applications on gadgets is Block Programming. Categorized as easy because users only
need to arrange program blocks based on their logical flow. So that users can focus on
presenting solutions to real problems that exist in society without paying attention to errors
in writing lines of code. Evaluation of acceptance of Block Programming technology for new
multidisciplinary students is expected to be able to measure the level of ease of use of Block
Programming for new students from various Study Program backgrounds.

Keywords: Evaluation, Block Programming, Multidisciplinary
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ABSTRACT

Effective oral communication skills are instrumental to students’ academic and professional
success. While students can practise presentations on their own, the improvements could be
limited without timely and appropriate feedback. Real-time assessment of oral presentations
in a class with more than a hundred students is not feasible either, nor is it practicable for
teachers to offer input to students on each of their practice attempts. Meanwhile, non-
language specialists would find it challenging to address the specific oral presentation needs
of Chinese speakers. As such, a team of engineering and English teachers are creating an
Al-assisted virtual presentation platform to develop the speaking skills of Chinese students,
improve their self-learning and learn-to-learn ability, and address the heavy assessment
load of subject teachers. This platform has three components: 1) learning units with
exercises on the delivery aspects of oral presentations, 2) preliminary Al evaluation of
presentation practices, and 3) customizable rubrics for teachers to adjust evaluation criteria
and weightings based on their discipline-specific requirements. To understand Chinese
students’ weaknesses in delivering oral presentations in English, in-depth discussions, needs
analysis and focus group interview were conducted. Their results inform the design of
customized learning materials that address some of the areas of concern, such as repetitive
signposting and overuse of vocal fillers. The technical team then develops the platform
for students to submit their presentations for preliminary Al evaluation. This Al-assisted
platform under development targets the learning needs of Chinese students. It aims to
provide practical exercises specifically for Chinese students and enable them to practise
English presentations on their own. Meanwhile, the Al evaluation of the delivery aspect
of students’ oral presentations serves two purposes. Firstly, the Al-generated feedback
enables students to reflect on the communication part of their performance. Secondly, the
Al scoring mechanism shares teachers’ grading workload. With the Al feedback targeting
the delivery/communication aspects, discipline teachers can focus on the content of
students’ presentations. Working out this platform has presented challenges of weighing
feasibility against desirability. The language team advises on the needs of students, while the
technical team identifies the appropriate Al tools to use. Through negotiating differences
in perspectives and working out solutions, this cross-disciplinary collaboration strengthens
the efforts for the betterment of e-learning.

Keywords: Artificial Intelligence; Al; Chinese students; virtual English presentation;
learning and assessment tools
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Dharma University, Indonesia

Bernardus Rukiyanto

ABSTRACT

During COVID-19 pandemic, e-learning resources need to be developed so that the
teaching-learning process can continue to run well and smoothly. In Religious Education
Department, e-learning resources are needed to support the development of faith and
to develop the ability to educate as well as the ability to assist in the formation of faith.
Prospective religious teachers also need to be equipped with the ability to use learning media
so that later they can teach by utilizing all kinds of available media. As religious educators,
they also need to know people of other religions so that later they can work together with
them to build a just and prosperous society and nation. Realizing these needs, lecturers need
to develop creative e-learning resources due to the limitations during this pandemic. These
e-learning resources were explored in this article. The purpose of this article is to explore
e-learning resources through technological advances, the internet, learning media, and so
on. This study applies a qualitative method. The researcher made deep interviews with
lecturers and students. The expected result of this research is to find varieties of e-learning
resources for teaching-learning in Religious Education Department. The conclusion of this
research is that there are many e-learning resources that can be used to teach. The researcher
recommends lecturers of Religious Education Department to use e-learning resources to
teach and to develop teaching-learning process so that students can learn effectively.

Keywords: Religious Education Department, e-learning resources, learning-oriented
technologies
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Paper 1D 120
Face to Face or Online? Student-led Approach in Driving Acceptance and

Sustainability of Hybrid Teaching

Kai Pan MARKY", Rodney Wai Chi CHU?, Karmen ZHENG? and Charles W. H. WOQO?

"Educational Development Centre, The Hong Kong Polytechnic University, Hong Kong SAR
’Department of Applied Social Sciences, The Hong Kong Polytechnic University,
Hong Kong SAR
*Corresponding author

ABSTRACT

As a response to the local COVID-19 pandemic, face-to-face (F2F) classes were suspended in Hong
Kong universities since spring 2020. While the local pandemic situation has been improving,
these universities also started to adopt hybrid teaching (F2F teaching with online attendance) since
summer

2020 on teachers’ voluntary basis. After one year, in fall 2021, hybrid teaching has become mandatory
in all classes, allowing students to freely attend classes F2F or online irrespective of their present
geographical locations.

It is, however, challenging for teachers to deliver their lessons in hybrid mode. Thus, many concerns
were raised at the beginning, worrying about the lack of support provided on infrastructure, digital
learning pedagogy, teaching assistants and readiness of teachers to teach in hybrid settings. In the
previous practices, the ratio of students who attended F2F classes to online lessons could vary
significantly among different classes. This further affected teachers’ perceptions on hybrid teaching,
as itwould be difficult to design effective teaching and learning activities, and cause unequal attention
either to the F2F or online group. This can have a significant impact on students’ engagement and
learning experience on the less privileged, although unintended, mode.

After one year’s voluntary adoption, our attempt to minimise the gap between teacher’s concerns
as well as improve students’ experience in the current academic year 2021/22 is to adopt a student-
led approach to bridge the digital gap between teachers, especially from the digital immigrant
generation, and the students who are generally from the social media generation. Built on the
experience and lessons learnt in academic year 2020/21, students and recent graduates are engaged
in the pedagogical planning and the development process, providing input and guiding the
implementation of an online and blended learning solutions that naturally resembles the daily lives
of the current student generation. Students with different expertise, including social sciences, design
and computer science, are further trained to take up active classroom supporting roles in hybrid
teaching activities, from acting as the “avatar” of online students in the classroom, to providing
onsite operational help and troubleshooting technical issues. The immediate benefit to be seen
is that teachers can design activities that address students’ behaviours, digital habits and learning
needs without investing much effort and trials. Student assistants can also provide feedback to the
department promptly and drive innovative solutions timely as a response. The approach, however,
will need to be carefully designed and implemented to avoid potential conflicts and to sustain the
positive impacts on student learning.

Keywords: hybrid teaching; social learning; studentled pedagogy development; learning
management systems; video in learning
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Paper ID 126
Commonplace of Curriculum Design in the Next Normal:
Insights from Philippine Pandemic Classrooms

Louie B. DASAS'

"WUniversity of Santo Tomas, Manila, Philippines

ABSTRACT

The ongoing COVID19 pandemic daunted educators with a herculean task to modify and
migrate an in-person curriculum to an online teaching and learning environment. It should
go without saying that the current pandemic curriculum is not without blemish, such that
it was initially designed to “make ends meet.” Moving forward with and post-COVID19,
schools are challenged to respond to the emerging need for dynamic curriculum design
that is responsive to the needs of disruptive times. A thought-provoking inquiry: What is
the commonplace of curriculum design in the next normal? This session describes an inquiry that
documents teacher experiences given the volatile realities of curriculum implementation in
a pandemic classroom. The current Philippine K-12 curriculum is analyzed from the lens
of classroom practice. More specifically, this session outlines curriculum design practices
of selected Filipino K-12 teachers and elucidates on the push and pull factors concerning
curriculum design. This session explicates curriculum design in the next normal, focusing
on a dynamic structure rooted in the eccentricities of a complex and ever-changing world
with and post-COVID19. Lastly, this session underscores the importance of include teacher
agency, curriculum content, and dynamic milieu as commonplaces of curriculum design in
the next normal.

Keywords: curriculum design; curriculum design in the next normal; pandemic curriculum
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Paper ID 135
Project Based Learning and Transdisciplinary approach as Pedagogies for

Innovative and Enterprise Education to develop 21* century skills

Cherine Tan MF" and Foon Yee Lee!

"Nanyang Polytechnic. 180 Ang Mo Kio Ave 18, Singapore 569830.

ABSTRACT

Singapore SkillsFuture and 21st century skills initiatives are national movement which
help Singaporeans to develop to prepare themselves in the future workplace. These
initiatives suggest that apart from the technical knowledge, soft skills such as creative and
transdisciplinary thinking, problem solving, communication and teamwork/collaborative
skills are also keys to the success for them to stay relevant in the face of this constantly
changing environment and be effective in their workplace. How can our higher education
institutions best position our graduates for the challenges and opportunities they will
encounter in a real world work environment! Research suggests that repeated exposure to
high impact practices such as project-based learning (PjBL) could be the answer. This research
aimed to evaluate and compare the effectiveness of using PjBL and the transdisciplinary
pedagogical approaches in the development of the skills mentioned above. Students’
perceptions of their development and importance of these skills were examined with a
set of survey questions answered by two groups of students at the beginning and in the
end of the project under the PjBL approach, except that one of the group also practice
the transdisciplinary (TD) approach which required students to collaborate with students
from another disciplines. Using a I&E (Innovation and Enterprise) module which required
students, working as a team, to complete a project by developing a solution to a real world
problem. The study focused on two questions: 1) What are students’ perceptions of their
development and importance of these skills? 2) What relationship, if any, is there between
students’ perceptions of these skills among the different groups of students?! Quantitative
analysis paired samples t-test and two samples t-tests were used to analyze the survey data.
The results showed students’ perceptions of their skills were positive and that PjBL helped
them develop multiple skills including, but not limited to creative & critical thinking,
problem solving, and collaboration in both PjBL and TD groups while the comparisons
between the 2 groups was not significantly different. Implications of this research suggest
that PjBL is an effective pedagogy to improve on students’ life skills development and helps
prepare them to be successful in the 21st century global community and economy.

Keywords : Project-based learning; Innovation and Enterprise; 21st century skills;
Transdisciplinary
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Paper ID 73
Promoting Flipped Learning in Hong Kong’s Secondary Schools through a Joint-
Institutional Project

Martin LAU! and Theresa KWONG"

'Centre for Holistic Teaching and Learning, Hong Kong Baptist University, Hong Kong

*Corresponding author

ABSTRACT

Flipped learning has grown in popularity worldwide over the past few years. However, it is
still at an early stage of recognition and adoption in Hong Kong’s schools, particularly those
below the tertiary level. While some teachers in Hong Kong wish to “flip” their classes, heavy
workload and insufficient support are the major hurdles in their successful implementations.
Furthermore, due to the “spoonfeed” characteristic of the traditional teaching and learning
approach in Hong Kong, many students are not active in terms of learning. Many of them
rely on the lecturing of teachers heavily and seldom seek self-learning opportunities, making
it difficult to ask students to self-learn before coming to flipped classes. Two universities
in Hong Kong have joined forces (with a teacher society as a collaborative partner) to
implement a territory-wide pilot project to facilitate teachers at secondary schools in Hong
Kong to implement flipped learning at the junior secondary level. Being a pilot project,
flipping is promoted mainly for English Language and Mathematics classes at the junior
secondary level. The project is being implemented with four major components, namely: (1)
Lowering of the threshold of flipped learning, by producing teaching and learning resources
for teachers, and developing an online platform for disseminating the resources and for
teachers to manage their flipped classes. (2) Enhancement of teachers’ knowledge of and
confidence in flipped teaching through workshops of pedagogical and technical areas, a
scheme providing close mentoring and support to participating teachers, as well as a flipped
learning case contest. (3) Competitions and activities to promote flipped learning and self-
learning among students. (4) Research and evaluation to build a comprehensive flipped
classroom model that can be replicated or adapted in different educational settings in Hong
Kong and other regions. In this presentation, the work being done by one of the universities
will be detailed. In addition, feedback from participating teachers in terms of the benefits
of flipped learning to them and their students, as well as the approaches they adopted to
overcome the challenges encountered during their flipping, will be shared. It is envisaged
that through this presentation, participants will recognise how flipped learning can be
applied to Hong Kong’s secondary education.

Keywords: flipped learning; teacher training; secondary education; English Language
education; Mathematics education
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Paper ID 76

Lived Experiences of Doctors Utilizing Telemedicine for Patient Care in a Private
Hospital in Iloilo City

De Asis, Hazelene Grace, Capague, Christienne,
Blancaflor, Veronica, Capate, Celyn, Degala,
Carl John, Delos Santos, Jan Gabriel,

Dr. Betty Polido, MAN, M.Ed, Ed.D

ABSTRACT

This study aimed to answer the question, “What are the lived experiences of doctors
utilizing telemedicine for patient care in a private hospital in Iloilo City!?” The goal of this
study was to learn about the experiences of doctors who have integrated telemedicine into
their practice to satisfy the health-care needs of patients. Telemedicine is the electronic
transmission of health-related services and information with the purpose of providing,
delivering, and augmenting healthcare when participants are separated by distance. It
can efficiently handle the challenges that the medical community encounters in terms of
communication, health education, follow-up, and research. This study used a qualitative
descriptive phenomenological research design, which focuses on the examination of an
individual’s lived experiences. The participants in this study were purposefully chosen, and
data saturation occurred after the sixth participant was interviewed. Data were gathered
through unstructured, in-depth interviews that were recorded utilizing the Zoom internet
platform. Colaizzi’s method of data analysis was utilized to describe the phenomenon
under investigation. Methods to establish rigor, trustworthiness, and integrity of data were
established. The data collected showed three repeating patterns that were made into the
major themes and eight subthemes, namely, (a.) Telemedicine: An Enabler, with subthemes
(1) Continuity of Care and (2) Increasing the Scope, (b.) Coping with the New Normal, with
subthemes (1) Minimal Risk Exposure and (2) Adapting Telemedicine, and (c.) Telemedicine:
A Challenge with subthemes (1) Inadequate Assessment, (2) Lack of Connection, (3)
Being Legally Conscious, and (4) Technology-Related Difficulty. Telemedicine has given
physicians the opportunity to have the scope of their practice expand and allow them to
cater to the needs of patients in an era where contact and exposure poses the greatest risk
to one’s health. Despite its promising outcomes however, it also proves as a challenge for
those who are not fond or used to such technology. The themes identified were used to
formulate recommendations for physician telemedicine use, such as holding trainings and
seminars on the topic which are crucial in the development of a knowledge-based approach
to Telemedicine. Furthermore, this research can be used as a foundation for future research
to better understand the role of telemedicine from the perspective of clinicians who use it
to provide patient care.

Keywords: education; health care; technology; Telemedicine
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Paper ID 114
Development and Validation of Scouts’ MATHventures: A Mobile Application
Screening Tool for Dyscalculic Tendencies

Arman DC. Santos">’, Maria Ana T. Quimbo'

"University of the Philippines Open University, Los Baiios, Laguna, Philippines
Polytechnic University of the Philippines, Sta. Mesa, Manila, Philippines

ABSTRACT

The main objective of the study is to develop and validate the psychometric properties of Scouts’
MATHuventures, the first Philippine mobile application screening tool for dyscalculic tendencies.
As the first screening tool of its kind in the country, Scouts’ MATHventures aims to be the primary
step to help children atrisk to dyscalculia through early identification. The test is embedded in
a playful game environment using a tablet computer and includes eleven (11) tasks divided into
basic number skills, arithmetic calculation, and other cognitive tasks. The study was conducted
using instrumentation and qualitative research designs. A total of 248 Grade 3 pupils (136 boys
and 112 girls) were included in the standardization or norming group. For the psychometric
properties, validity was measured using face and content validity while reliability was measured
using internal consistency and test-retest reliability. Findings revealed that the screening tool has
excellent level of face and content validity and acceptable to excellent level of internal consistency
and testretest reliability. This suggests that the screening tool is a valid and reliable instrument
to identify children with dyscalculic tendencies. From the results of norming procedure, the
study provided stanine norms and cut-off scores that can be easily utilized by teachers, parents,
and other researchers to identify atrisk children. In terms of mobile app quality, all aspects of
engagement, functionality, aesthetics, information quality and subjective quality were rated as
excellent by a panel of experts. Moreover, the respondents had high level of engagement and over-
all satisfaction as indicated by their enjoyment and interest in completing all the tasks. Likewise,
the app‘s functionality and aesthetics were evaluated to be very good. Hence, the children had
an overall positive experience. The use of Scouts’ MATHventures is highly recommended to
mathematics teachers and parents for initial identification of dyscalculic tendencies among

children.

Keywords: dyscalculia; dyscalculic tendencies; mobile application; screening tool
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Paper ID 47
Teachers’ Challenges and Strategies of Teaching Speaking in Virtual Classrooms

Elfrida Oktaviani,
Cecilia Titieck Murniati
Heny Hartono

ABSTRACT

COVID-19 urges the education system to adapt with the inevitable situation. The teachers
are obliged to conduct online classes to reduce the virus transmission. However, teaching in
an online class can be a new thing for some teachers. Online class requires the mastery of
technology in order that the teaching-learning process can run well. Thereby, some teachers
might face difficulties and challenges in operating the platforms and managing the class
during teaching in online classrooms. The present study aims to examine the challenges
that teachers face during teaching speaking online in the pandemic era and the strategies
to overcome those challenges. The participants in this qualitative study were teachers
of speaking classes in universities. The findings will discuss the challenges that teachers
encounter in speaking classes and how they navigate these challenges to attain the teaching
objectives.

Keywords: online classes, speaking skill, English teaching, challenges, strategies
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Paper 1D 37
The Construction of Virtual Public Space in the Gamespace

Mita YESYCA"

"Universitas Kristen Indonesia, JI. Mayjen Sutoyo No. 2, Kel. Cawang,
Kec. Kramat Jati, Kota Jakarta
Timur, Provinsi DKI Jakarta-13630, Indonesia
*Corresponding author

ABSTRACT

Today, because of the impressive technology development, we have virtual public spaces.
Some virtual public spaces are connected to the real space and life, while many others are
not. The paper aims to explore the agency of cyberspace users by investigating the formation
of an unregulated virtual public spaces. Online game is used in the research because it is
suitable for representing the unregulated virtual public spaces with millions of users. This
research begins by recognizing at how a public space, which is intended to be safely and
comfortably used by anyone, tends to be harmful and violent-friendly towards a particular
group of people. Instead of looking at public space as given, following some Feminists’
arguments, the paper looks at public space as always contingent and constructed through
violent acts and language of paternalists. By examining player-driven media (internet forums,
contents, websites) in various online games; the rules, the dialogues, and discussions
there are reread to capture the capacity to prevent, defend and remedy violence inside of
those gamespaces. This way, how the virtual public space in the gamespace constructed
simultaneously as players taking part in concrete social struggles to convey and ascribe
meaning to their ‘public’ dialogues and conflicts, as well as (2) how difficult it is to create
genuinely virtual public space when the question of what constitutes ‘legitimate’ violence is
itself in dispute, can be shown.

Keywords: Virtual public space; violence; gamespace; agency
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Paper ID 59
Transition from Offline to Digital Learning: Negotiating Attitudes and
Challenges Among Higher Education Students

Jacqueline Kareem, PhD, Arathi Venkatesh, PhD, Abhaya N B

School of Education, CHRIST (Deemed to be university)
Department of Psychology, CHRIST (Deemed to be university)

Department of English and Cultural Studies, CHRIST (Deemed to be university)

ABSTRACT

Digital teaching and learning is a major consequence of COVID 19 pandemic. Educational
institutions at all levels have adopted digital platforms with various success. This past year and a
half has encouraged researchers and academics to reflect upon digital intervention, its impact on
pedagogy, learning, assessment. However, the focus of the research across the globe, specially in
India has been to think about access to effective infrastructure for institutions and its learners.
Such research has pointed out the limitations of available infrastructure, lack of expertise of the
faculty to adapt themselves to digital teaching, socioeconomic factors affecting the learners to
access digital platforms for learning. Educational institutions will have strict rules and policies on
campus and will effectively deploy them with the help of appropriate measures. However, in the
present circumstances, online teaching, learning and assessment will demand the learner to bring
in their own ethics unrestrained by the external institutional rule book, hence this study. This
study is an exploratory study, exploring the attitude towards online classroom engagement and
online assessments and exams and challenges in digital learning. The sample were 1017 students
in higher education across India. The tool used was a researcher made ‘Digital Learning’ scale.
The tool has three factors namely; Attitude towards Online classroom engagement (14 items),
Attitude towards online assessments (7 items) and challenges in digital learning (11 items). There
were 32 items marked on a 5-point scale from strongly agree to strongly disagree. The reliability
and validity of the tool was established and administered to the sample through gform. Normality,
tests of significant differences, correlation and percentage analysis have been computed. The
major findings of this study are: Around 50% of the students prefer that there should be a balance
between online and offline teaching, learning and evaluation; there is significant positive very high
correlation between the last online exam and last offline exam scores(1=838); there is a significant
positive high correlation between attitudes towards online class engagement and attitude towards
online assessments and exams ((=630); there is a significant positive high correlation between
attitudes towards online class engagement and attitude towards online assessments and exams
(1=630); there is a significant positive low correlation between attitudes towards online class
engagement and challenges in digital learning (1=069); there is a significant positive moderate
correlation between attitude towards online assessments and exams and challenges in digital
learning (I=340); around 60% of the students appreciate digital learning and digital exams at the
present times; there was significant difference found in the attitude towards online classroom
engagement and online assessments and exams and challenges in digital learning with respect
to Undergraduate and postgraduate students; 65% of the students agree that digital learning
increases social isolation; 55% of the students agree Incidence of cheating by the students in
Digital Exams is evident; 60% of the students agree that added skills are required to overcome
any glitches in Digital learning. The study concludes with recommendations to faculty and
administrators in Higher education in India.

Keywords: Higher Education, Digital learning, Digital ethics, Online classroom engagement,
Online exams.
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Paper 1D 123
A Study of College Students’ Perception and Practice of Digital Citizenship

Cecilia Murniati,
Heny Hartono,
Angelika Riyandari,
Rikarda Ratih Saptaastuti
Andre Kurniawan

ABSTRACT

The COVID-19 pandemic presents an unprecedented challenge worldwide including
education. To prevent the spread of the virus, governments enforce school closure. Students
learn from home. Teaching is conducted remotely and learning activities are done through
various digital platforms. As the world continues to be connected virtually, digital citizenship
has become increasingly more important. As a place to nurture the minds, schools should
guide learners to act responsibly and respectfully to other people in their communities.
College students as the users of digital technology have to possess the ability to read, write,
interact with diverse online communities as well as the ability to think and act critically,
analytically, and responsibly in online environments. This quantitive study is exploring
college students’ perception and practice of digital citizenship. An online survey covering
elements of digital citizenship was distributed to college students. This presentation will
delineate the results of the study. Implications of the findings on higher education policy
will also be discussed.

Keywords: digital citizenship, college students, technology
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Paper ID 153
Why Should Students Take Screen Breaks? Lessons Learned in Shifting from
Face-to-face to Fully Online Distance Learning

Dave Marecial,
Jan Cynth Palama,
Aurielle Lisa Maypa

ABSTRACT

The sudden shift from face-to-face to online learning continues to challenge every
stakeholder of learning. One of the emerging issues in online distance learning is screen
time management among teachers and students. To mitigate, some schools implement
screen break initiatives. This paper answers the question, “Why should students take screen
breaks! Specifically, it measures the degree of benefits of screen break as perceived by the
students. Likewise, it assesses occurrences of activities done by the students during the
screen break in the academic semester. Respondents are students from Silliman University.
A total of 236 survey responses were analyzed. The result shows that 92% of the respondents
agreed that the screen break is helpful in their well-being. 86% of respondents said that
they enjoyed doing non-school-related stuff during the screen break. More than half of the
respondents are not taking the screen break and are still performing school works. Not
all respondents (65%) believed that the objective of the academic screen break had been
achieved. The activities that the students performed during the break include bonding with
their family and relatives, sleeping and resting, and doing some outdoor activities. It is
highly recommended that academic screen breaks be part of the school calendar in online
distance learning.

Keywords: Online learning, screen break, academic break, mental health
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Paper ID 163
Being and Becoming a Digital Mentor- An Explorative Study towards Building

Digital Citizenship

Mary Jayanthi Michael
Merlin Depsy Nithiya

ABSTRACT

Education across the world had experienced a paradigm shift since March 2020. With
technology dissemination at its peak, it creates an urge to equip the post-apocalyptic learning
cohorts and their mentors to understand the principles of digital citizenship. Hence, this
paper is an attempt to platform the role of a teacher in the E-classroom and provides ethical
guidelines for students in the digital age. It further discusses the need for digital detox and
suggests ways to implement them within and outside the 21st century classrooms. The paper
includes surveys for teachers and students and the findings analyze the need for imparting
digital citizenship.

Keywords: Digital Mentor, Digital Citizenship, Digital Detox, Post-apocalyptic
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Paper ID 148
Peer-Teaching as a Strategy to Augment Synergic Learning

Dr. R.Annie Karunya Bagyam

Assistant Professor of English, Bishop Heber College
Tiruchirappalli 620017, Tamil Nadu, India

ABSTRACT

The Gen Z teenagers, who pursue their higher studies in colleges are digital natives, well
versed in technology. This article endeavours to prove the power of peer-teaching which
facilitates in enhancing the potential of both the trainers and learners. The students of III

B.A. English Aided in

Bishop Heber College were instrumental in organising B.U.ILL.T. - Buddy Upliftment
Incorporating Learning and Teaching: A Peer Teaching Initiative under the guidance of the
researcher Dr. R. Annie Karunya Bagyam to augment the constructive growth of student
community during the time of pandemic. A group of student volunteers identified their
skills and talents in extra-curricular aspects, teamed with like-minded peer talents and
framed syllabi for crash courses. There were twenty seven trainers from III B.A. Aided and
they offered twelve courses ranging for a week to ten days through online google meet/
zoom platform for the students of the department of English from September 2020 to
January 2021. Separate Whatsapp groups were created for each course and this promoted
cordial communication between the trainers and learners.

The courses are Acrylic painting and Micro Art, Cooking and Baking, Class of Cultures,

Calligraphy, Blogging for Beginners, Creative Writing, Starter Kit for Online Learning,
Basic French, Basic Hindi. Basic Malayalam, Basic Keyboard and Basic Guitar. More
than 150 learners benefitted from this venture. Apart from acquiring basic knowledge,
the learners were also channelized in the right pursuit of greater knowledge through their
respective courses. Some of the courses facilitated the learners to acquire life skills like
cooking, entrepreneurial skills like creative art and writing. The initiative also boosted the
confidence of the trainers and widened their horizons in exposing their talents and skills.
This was possible through constant motivation and periodic feed-back. As both the trainers
and learners are peer members, it established mutual love and respect. It is win-win venture
and it can be extended to regular curriculum.

Keywords: Peer-teaching; digital-natives; trainers; learners
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Paper ID 157
Developing “deep listening” Spiritual Pedagogy in online learning

Yuliana Tacoh

ABSTRACT

This article focuses on how to develop the application of the “deep listening” spiritual
pedagogical framework in online learning, religious education. The development of
spiritual pedagogy in online learning departs from various problems of connectedness and
student involvement in online learning. The article aims to (1) explain what deep listening
spiritual pedagogy is, (2) explain what online learning is and the various learning problems
experienced (3) develop spiritual values from one’s own perspective within the framework
of deep listening pedagogy, (4) describe the implementation of pedagogy spiritual “deep
listening” conducted in religious education courses. The first work is to review and explain
the meaning of spiritual pedagogy and the various value concepts used. Then understand and
describe the spiritual pedagogy of “deep listening” and the values that can be implemented.
Next is to describe online learning and its advantages and disadvantages. The next step is
to describe the value of one’s own perspective used in religious education learning activities
and analyze its integration with the value in the “deep listening” spiritual pedagogy. The
last section describes the implementation in online learning classes which is carried out by
discussing spirituality in the topic of discussion, using teaching methods that include real-
life cases according to the topic of discussion, which are analyzed from the perspective of
“deep listening” spiritual pedagogy.

Keywords: Spiritual pedagogy, deep listening spiritual pedagogy, online learning
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Paper ID 130
MEMS Design and Fabrication Project-Based Assessments during Pandemic
Remote Teaching and Learning

Mohd Hafiz Ismail!

"Faculty of Electronic Engineering Technology, Universiti Malaysia Perlis, Pauh Putra Campus,
02600 Arau Perlis, Malaysia

ABSTRACT

Project-Based Assessments have been successfully implemented for EMT463 MEMS Design
and Fabrication, a final year undergraduate course for Electronic Engineering Program
at Faculty of Electronic Engineering, Universiti Malaysia Perlis. These assessments were
conducted remotely during Semester 1 2020/21 from October 2020 until February 2021
due to COVID-19 Movement Control Order announced by Malaysian Government. Google-
based platforms are utilized for the course delivery, learning activities and course assessments.
Google Meet was used for synchronous lecture and tutorial sessions, Google Meet and
Google Jamboard were utilized for the team synchronous discussions and YouTube was the
platform for the asynchronous presentation, question and answer sessions. In addition to
Google-based platforms, Turnitin is also used for assessment submissions and WhatsApp
is the communication platform for the course announcements and consultations. ANSYS
Academic Version was the simulation software used by the students to complete the
project. These Project-Based Assessments are aligned with three Course Outcomes, which
are (CO1) Ability to explain the fabrication processes of MEMS devices, (CO2) Ability to
design and analyze MEMS devices and (CO3) Ability to simulate MEMS devices. There
are six individual and team assessments for the project with the theme “MEMS Sensors
and Actuators in Fight against COVID-19”. 75 students were divided into 21 teams with
three to five members in each teams. Each teams were assigned with one MEMS device
and were required to design, simulate and analyze the device as well to propose the device
applications related to COVID-19. Overall, all course and program outcomes are attained
for this Project-Based Assessments. The average marks for the assessments are as follows;
74.68% (Project Part A), 75.84%(Project Part B), 82.72% (Project Part AB), 64.78% (Project
Part C), 75.78% (Project Part D) and 83.35% (Project Part E). Student evaluations on the
course at the end of the semester were excellence with 87.22 % for Course Evaluation,
90.75% (Teaching Evaluation), 88.27% (Project Evaluation), and 81.75% (Pandemic
COVID-19 Remote Teaching, Learning and Assessments). These Project-Based Assessments
can be continued to be implemented as Continuous Alternative Assessments for Blended
Learning Substitution approach post-pandemic COVID-19.

Keywords: Project-Based Assessments; MEMS Design and Fabrication; Remote Teaching
and Learning
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Paper 1D 156
Online Communication Synchrony: Preference Among First Timers in Online
Distance Learning

Dave E. Marcial!, Alfie Q. Arcelo" and Fredlie P. Bucog'

1Silliman University, 1 Hibbard Avenue, Dumaguete City, Philippines 6200
*Corresponding author: alfieqarcelo@su.edu.ph

ABSTRACT

In online learning, there are two primary communication synchrony options. These
are synchronous and asynchronous learning. This paper evaluates the preference for
communication synchrony among students who are first timers in online learning. Using
Google Form, a survey among 1,260 responses was analyzed. Students from Silliman
University who were enrolled during the second semester of 2020-2021 were the respondents.
The result shows that 51.5% of respondents prefer to have 50% synchronous and 50%
asynchronous activities. Among the learners, 20.3% prefer to have more asynchronous than
synchronous learning, while 16.6% preferred to have more synchronous than asynchronous
learning. The result also shows that laptop ownership, tablet, smartphone, and device
ownership are significantly correlated with communication synchrony preference. Desktop
ownership does not significantly correlate with communication synchrony preference. It is
concluded that students’ preferences for online communication synchronous vary from one
another, which is affected by the hardware resources of the learners.

Keywords: synchronous learning; asynchronous learning; bichronous learning
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Paper ID 158
Successful Factors of Online Learning During Pandemic Covid-19: Lessons’
Learned from Indonesia Students‘ Experiences

Augustina Sulastri

JI. Pawiyatan Luhur IV/1, Bendan Dhuwur, Semarang, Jawa Tengah, Indonesia

ABSTRACT

At this global pandemic time, administrators, teachers, and students had the challenges
of how to achieve the overall objectives of the institutions and individuals. Varieties of
online learning have emerged and adapted in order to enable students to continue learning.
Purpose of this study was to identify the critical as well as successful factors that affected
the use of e-learning by students, including university and secondary schools, during the
pandemic. By doing so will enable institution administrators, teachers, and students to
continue developing online learning when the Covid-19 pandemic passes based on their own
conditions and challenges. Methods: To carry out this systematic review, the bibliography
has been searched through Research-gate, PubMed, and Google-scholar database, using
as keywords: successful factors of online learning, challenges on online learning, critical
factors of online learning, and implementation of online learning.

Results: A total of six manuscripts related to factors attributable to successful online learning
have been found. The respondents participated in these six manuscripts represented the
lessons’ learned of online practices in Padang, Medan, Madura, Papua, Bali, and Aceh
Mountains. Conclusion: There are several factors that contributed to the success of online
learning throughout Indonesia: teachers characteristics, students characteristics, parental
support, technology readiness, types of online learning, and institutional-governmental
support.

Keywords: online learning, success factors, pandemic Covid-19, students, teachers.
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Paper ID 160
Students’ Attitudes Toward The Use Of Animated Video In Online Learning

Joko Prayudha.S

jokoprayudha@gmail.com
University of Bengkulu, Bengkulu City, Indonesia

ABSTRACT

During the COVID-19 pandemic, teachers and students learn from home with the help of learning
technology that is connected to the internet or known as online learning. Many things have happened
due to the implementation of online learning, one of the problems that often occurs is the lack
of interest in student learning caused by less interesting learning materials. This is a big problem
for teachers because the lack of interest in student learning will cause students cannot to achieve
learning objectives. On the other hand, the teacher who is the main key in the class has a role and
responsibility to find a solution to this problem. Teachers must be able to find solutions when online
learning takes place, especially in providing learning materials to students. One way that teachers can
do is to provide material that is fun or that can attract students’ interest in learning. The material
can be in the form of interesting and creative animated videos to be able to attract students’ interest
in learning. This study aims to increase students’ interest in online learning by using animated
videos. Animated videos can be in the form of a collection of live cartoon pictures or objects that are
made as attractive as possible to attract students’ interest in learning. The method used is qualitative
using a descriptive approach. Data is collected in two ways; 1) giving questionnaires via Google form
and, 2) interviews conducted via Whatsapp. Data were analyzed descriptively. The results show that
students’ attitudes towards the use of animated videos when online learning are very positive, even
students think that animated videos can make them interested in learning because animated videos
are more fun and easy to understand.

Keywords: Student’s attitude, animated video, online learning
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Paper ID 78
Online Learning, The New Teaching and Learning Norm

Qiu Ping LIM, Sylvia CHONG' and JiZhi Li Singapore

University of Social Sciences
461 Clementi Road Singapore 599491
*Corresponding author

ABSTRACT

The COVID-19 pandemic has dramatically changed the teaching and learning environment
with a distinctive shift to online instruction. This sudden shift raises several challenges among
instructors and students. As a part of a larger study, interviews were conducted with 13 instruc-
tors from a highly subsidised tuition programme that support socioeconomically disadvantaged
primary and secondary students in Singapore. This presentation will discuss the instructors’
perspective on the challenges and opportunities in this abrupt change to an online learning
environment.

One key challenge highlighted by the instructors is the compromised instructor-student in-
teraction within the online teaching praxis. It was found that instructors were unready with
strategies to foster interaction and engagement when the computer screen is the main platform
of connection. Another challenge that was highlighted is the availability of resources. The
dependency of online learning on technological equipment and the provision of the equipment
is a major challenge for this group of disadvantaged students. Some of these students do rely on
available technological equipment and free internet in their schools. However with the closure
of schools, the access to these online learning lessons is major issue.

There is no doubt that the pandemic has changed our lives and necessitates further paradigm
shifts. New practices are evolving. Online learning is not a new concept but will be the new
norm in the postCOVID-19 teaching and learning environment. Zoom, or any other video
conferencing service, is the new classroom. However, the interviews also found that despite the
transformational discomfort, the instructors remained committed and positive with the online
learning environment. In the process, they were adjusting and exploring different methods

to maintain connection with their students to maximise engagement. Hence, it is timely to
explore and address the challenges experienced during this pandemic and transform them to
opportunities.

Keywords: Online learning, COVID-19, Teaching and learning challenges
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Paper ID 166
Utilization of Video as a Communication Tool in School Reputation
Management Activities during the Covid-19 Pandemic Period in Semarang

V. Ananda A. Permatasari and *Rotumiar Pasaribu

lvincentia.ananda@unika.ac.id, *rotumiarpasaribu@unika.ac.id
'Communication Studies, Law and Communication Faculty,
Soegijapranata Catholic University, Semarang, Indonesia
’Department, Faculty, University, City, Country

ABSTRACT

The Covid-19 pandemic situation has brought a crisis impact in every life aspect, education
is one of them. Pembelajaran Jarak Jauh (P]]) is an effort to deal with the current crisis.
School unpreparedness and various obstacles that arise will produce a new crisis for schools.
Improper management will threaten a negative reputation in the future. To improve the
reputation of the school, it is necessary to build a sense of public trust, one of which is the
dissemination of positive information from school. In a pandemic situation, the ability of
schools to carry out PJ]J to the maximum is an achievement that will improve the reputation
of the school in the future. In addition, the positive message disseminated by the school in
this urgent situation will increase public confidence in the school. Thus, this community
service activity aims to help manage school reputation by making videos that contain positive
content about the implementation of PJ] in private schools in Semarang City. Positively
packaged information will create public trust and improve the school’s reputation in the
future. This is because the reputation for private schools is one of the important things to
survive as a school institution.

Key words: School, Crisis Management, Pembelajaran Jarak Jauh (PJ]]), Video, Pandemic
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Paper ID 99
Moving Adult Learning and Higher Education Online Due to COVID-19:
Challenges and Opportunities

Bao Zhen Tan', Zan Chen'!

Institute for Adult Learning Singapore, Singapore
*Corresponding author

ABSTRACT

The sudden emergence of COVID-19 and its rapid spread has transformed work and learning.
This paper looks into the impact of COVID-19 on the digitalization of work and learning
for the Higher Education (HE) and the Training and Adult Education (TAE) sectors in
Singapore. An online survey was conducted among adult educators in Singapore who work
in institutes of higher learning or training organisations that provide training to working
adults. The survey consists of a series of Likert-scaled items that ask respondents to reflect
on their level of confidence in the transition to online learning, teaching and assessment,
to report the level of impact of this transition on various areas of their work and their own
or learners’ wellbeing, as well as to outline the type of support they had received from their
institutions. Results show that COVID-19 has accelerated the digital transformation of
the HE and TAE sectors in Singapore. It also indicated that, in general, the institutes of
higher learning are one step ahead of training organisations in terms of digitalization. The
overall sentiment from adult educators also indicates that such a transformation will not be
a temporary response to an emergency crisis, but instead remain as a permanent shift for
both the HE and TAE sectors in Singapore. However, this inevitably came with a price for
the various stakeholders, with implications on the adjustments to be made to the ways that
learning, teaching, training and assessment are conducted, business models and strategies
of the training institutions and organizations, as well as the professional development of
adult educators in order for these stakeholders to stay sustainable in their sectors. With a
harmonised view of permanent change, COVID-19 is seen as representing an opportunity
for a paradigm change towards innovations in pedagogy and education technology, as well as
business extension with online offerings to wider audiences globally. For that reason, digital
transformation of the HE and TAE sectors in Singapore is at a point of no return, with little
motivation to revert to the pre-COVID-19 learning landscape, given the cost-affordances
and potential opportunities for fostering sustainable learning innovation. The paper also
discusses implications on both educational policy and practice.

Keywords: higher education; training and adult education; online learning; e-learning;

COVID-19
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Paper ID 146
Adaptive Learning Environments Model for Innovative Educational

Theresia Dwi Hastuti !

"Economic and Business Faculty of Soegijapranata Catholic University, Indonesia

ABSTRACT

The term “adaptive” is associated with a quite range of diverse system characteristics and
capabilities in the e-Learning industry, thus making it is necessary to qualify the qualities .
a learning environment is considered adaptive if it is capable of: monitoring the activities
of its wusers; interpreting these on the basis of domain-specific models; inferring user
requirements and preferences out of the interpreted activities, appropriately representing
these in associated models; and, finally, acting upon the available knowledge on its users
and the subject matter at hand, to dynamically facilitate the learning process

Adaptive behaviour on the part ofalearning environment can have numerous manifestations.
categories that we will be referring to are: adaptive interaction, adaptive course delivery,
content discovery and assembly, and, finally, adaptive collaboration support. Adaptive
Interaction, refers to adaptations that take place at the system’s interface and are intended
to facilitate or support the user’s interaction with the system, without, however, modifying
in any way the learning “content” itself. Adaptive Course constitutes the most common
and widely used collection of adaptation techniques applied in learning environments
today. Content Discovery and Assembly, refers to the application of adaptive techniques
in the discovery and assembly of learning material / “content” from potentially distributed
sources / repositories. Adaptive Collaboration Support, is intended to capture adaptive
support in learning processes that involve communication between multiple persons. The
Adaptive Learning Environments Model’s goal is to ensure achievement of basic academic
skills and other valued educational outcomes, including students’ positive self-perceptions
of academic and social competence, sense of responsibility for their own education and the
broader community and competencies for coping with the social and academic demands
of schooling. In order to accomplish this, the model focuses on systematically integrating
features that theory, research, and practice have shown to be instructionally effective and
pedagogically meaningful.

Keywords: adaptive, domain specific model, innovative educational
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Paper ID 119

Using chatbots to support asynchronous online learning

L.S. Ng ' and G. Pheang?
"Ng Li Shan, Singapore
’Grace Pheang, Singapore

ABSTRACT

Background: The COVID-19 pandemic has disrupted education systems worldwide,
and nursing education was no exception. All face-to-face lectures had to be transited to
asynchronous learning. In face-to-face lectures, students could ask questions during lessons.
For asynchronous lectures, a Padlet was embedded in the school’s learning management
system for students to post questions. However, the students would not receive an instant
reply. Students may also be embarrassed to ask the questions on Padlet that is visible to all
and may also face a lacked of individual learning support. Providing support to learners
is crucial for their success. Purpose: To explore the learners perspectives, satisfaction and
experience in using a self-regulated chatbot to support students’ asynchronous learning.
The extent of the learners’ interaction with the chatbot was also examined. Methods: A
chatbot based on three topics about Advanced Cardiac Life Support in a nursing module
was developed using QnA Maker by Microsoft Azure. The chatbot was embedded in the
e-learning package designed using Articulate Rise and is accessible to 705 third-year students
enrolled in a module in a Diploma course at an institute of higher learning in Singapore.
The knowledge base of the chatbot consists of customised answers to questions. Images,
videos and journal articles were added as additional resources in the answers. Learners
could interact with the chatbot to ask questions or use the interactions to gain knowledge
related to the topics. The survey included nine closed-ended questions based on a four-point
Likert scale and four open-ended questions to understand the learners’ perspectives and
experience. Results: 122 students participated in the survey voluntarily. The analysis of the
survey results based on (i) student’s learning experience, (ii) usability of the chatbot and (iii)
impact of using the chatbot showed that most of the students were satisfied, and the chatbot
had a positive impact on the students. We also evaluated the learners’ interaction with the
chatbot, which revealed that the bot was visited 961 times, and 873 questions were asked.
Conclusions: Overall, positive user experiences were received, and many learners expressed
that the chatbot was an easy, useful and interesting learning guide. Using chatbots can play
an important role to support students’ online asynchronous learning. Recommendations/
Future directions: We could not analyse the average session length and optimal duration
per user; this information could be useful in the future. It would also be meaningful to
study further the impact of using a chatbot on students’ academic achievement and evaluate
the influence of chatbots on the learners’ self-efficacy and motivation in online learning.

Keywords: Chatbot; Online learning; Asynchronous learning
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Paper ID 161
A Qualitative Study on Self-Directed Learning among Adult English Learners

Anita Angelina Wibawa
Cecilia Titiek Murniati

ABSTRACT

Since the global coronavirus outbreak (COVID-19), the use of technology in education has
evolved significantly. Present technology advancement has assisted students, from nearly all
age groups, adopting independent learning. This method of learning has become a growing
trend among students. With or without any guidance from teachers or expertise, students
nowadays are more determined to establish their learning goals. Students assuredly have
their methods together with struggles they may have encountered during the self-directed
learning process. This study aims to explore adult learners’ self-directed learning activities
and strategies along with investigating the challenges and barriers to their self-directed
learning. A qualitative approach is employed by conducting interviews with adult English
students from one of the biggest English learning institutions in Semarang. The results of
the study will be presented and further discussed in this presentation.

self-directed learning, adult learners, english, online class
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Paper ID 110
Validating Students’ Learning in Pre-Calculus through Virtual Oral Assessment

Chonilo S. Saldon

Faculty of Mathematical Sciences
Zamboanga del Norte National High School, Dipolog City, Philippines
schonilo@yahoo.com

ABSTRACT

One of the concerns in the conduct of distance education is the area of assessment.
The online exams pose a question of integrity. This prompted the teacherresearcher to
supplement online exams with individual oral exams. This study compared the oral exam
performances of modular distance learning (MDL) - printed and digital learners. Grade
11 STEM students underwent oral exams via voice calls or digital platforms like Facebook
Messenger Chatroom or Zoom. In a semistructured interview and instrument, respondents
were asked with (1) preliminary questions relating to their experiences with distance
mathematics education and learning modality and (2) content mastery for Pre-Calculus
topics such as conics sections and trigonometric functions. Performance was rated using a
10-point scoring rubric. A total of 44 MDL-P and 102 MDL-D learners went through the oral
revalidations. No significant difference was found in the content mastery. However, MDL-P
learners reported more challenges and difficulties in distance mathematics education. In
particular, they lamented for the inequity of the access of digital learning tools and the
insufficiency of the contents of the selflearning modules. The oral examinations in the
implementation of distance education present a good alternative for genuine assessment
and opportunity to detect students’ content difficulties. Likewise, it provides opportunities
for both learners and teachers to connect. Moreover, there is a need to offer more learning
materials that are accessible to MDL-P learners.

Keywords: virtual assessment, distance education, mathematics education
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Paper ID 133
(Re)Designing Meaningful Online Learning Opportunities Shane

Alexander Laong'

"University of Santo Tomas
UST Educational Technology Center
Manila, Philippines 1015

ABSTRACT

The onset of the COVID-19 pandemic challenged teachers to design engaging, relevant,
and constructively-aligned learning experiences appropriate for an online environment.
However, disparities in capabilities, readiness and the availability of technological resources
of both teachers and students remain a challenge, especially for a developing country like the
Philippines. Teachers find it challenging to design interactive, learner-centered classroom
opportunities because of the underlying assumption that these can only be achieved in
synchronous sessions. Similarly, students struggle with the demands of online learning
which can be associated with the various stressors brought upon by the pandemic.

This presentation outlines the institutional efforts of a Philippine comprehensive university
toupskill faculty members (n=1681) to deliver classroom instructioninan online environment.
More specifically, the session elaborated on the use of the Bandwidth Immediacy Matrix
(Stanford, 2020) with respect to faculty members’ online teaching and learning situated
praxis. In-depth exploration of faculty experiences reveal strengths, weaknesses, and
struggles of using the Bandwidth Immediacy Matrix and best practices in designing and
implementing synchronous and asynchronous classes. Emerging issues and challenges
were mined from faculty members’ situational praxis. These include unfavorable student
attitudes on asynchronous instruction, low level of student enthusiasm and participation
during synchronous sessions, limited teacher knowledge about teaching and assessment
strategies in online learning, lack of student collaboration opportunities, and the need for
teacher upskilling on the development of video-based resources and monitoring of student
access of these resources. This session underscores the importance of teacher agency,
pedagogical and technological upskilling, and institutional support as a cornerstone to an
institution-wide eLearning adoption program. This session draws significant insights on a)
optimal utilization of available tools and resources to support institution-wide eLearning
adoption, b) conceptualization and implementation of targeted eLearning-focused faculty
development programs, and c) participatory policy formulation rooted on the principles of
encounter, accessibility, flexibility and dialogue.

Keywords: bandwidth immediacy matrix, elearning, asynchronous strategies
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Paper ID 155
Measuring Intrinsic and Extrinsic Motivation in A Digital Game-Based Learning
Context

Ronnie SHROFF, Fridolin TING”

’Department of Applied Mathematics, The Hong Kong Polytechnic University
*Corresponding author

ABSTRACT

Game-based learning is among the most popular active teaching pedagogies to motivate
students to learn. There is a jungle of educational apps available to help implement game-
based learning, for example, one of the most popular ones is Kahoot! Drawing on the
theory and literature on extrinsic and intrinsic motivation, we develop a valid and reliable
instrument to measure intrinsic and extrinsic motivation in a digital game-based learning
context in terms of four variables: propensity for reward (PFR), readiness to explore (RTE),
inclination to engage (ITE) and desire to seek challenge (DSC). We discuss how our
instrument may be used to determine correlations between various student learning outcome
measures, like assessment scores and conceptual understanding.

Keywords: Game-based learning; intrinsic motivation; extrinsic motivation; instrument;
active learning.
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Paper ID 108
AP Sensor: A Physics Experimental App for Flipped Classroom

'Ka Lai WONG, 'Wang Fai CHENG, 'Siu Hong CHOY,
'Chi Wah LEUNG,;, 'Chee Leung MAK and "Kwok Lung JIM

‘michael.jim@polyu.edu.hk
'Department of Applied Physics, The Hong Kong Polytechnic University,
Hong Kong SAR, China

ABSTRACT

STEM Education emphasizes the integration and application of interdisciplinary subject
knowledge and techniques to solve real-life problems. Students are immersed in hands-on inquiry
with open-ended exploration. They are inspired to plan, investigate, build and create multiple
right answers, which is more comparable with the actual process of scientific explorations.

Students’ interest and motivation to learn science will be fostered, when meaningful connections
between science knowledge and students’ daily lives are seamlessly connected. However, formal
science learning in secondary schools focus on covering various scientific phenomena as prescribed
in the syllabus, and relatively little time is allocated for hands-on laboratory and application
experiences.

Therefore, current project developed a mobilized solution, namely AP Sensor (APS), where
students can make use of smartphones to carry out experiments. It enables physical measurement
easily with the use of builtin sensors in mobile devices, such as smartphones and tablets, that
allows display and records the data on the mobile app. There are two modes in APS: experimental
module and basic function. Ten experimental modules have been designed as entry level, to guide
students carry out specific experiments; and seven built-in sensors can be selected individually
as basic functions that students can use these built-in sensors freely whenever they need. It aims
to encourage students to make observations to daily environment and encourages teachers to co-
create experiments with students.

APS was implemented in various settings and formats. 42 (M=34, F=8) undergraduate students
aged between 17 and 23, who came from 15 faculties and departments, took an introductory
physics course. They performed experiment anywhere anytime using APS; and completed a user
survey. Positive feedback and valuable advices were received. They were satisfied with the learning
experience and it is a potentially good platform for flipped classroom learning and self-regulated
learning.

Key words: Smart-phone app; experimental laboratory; flipped classroom
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Paper ID 96
Studio-based Learning Approach for Dissection in Anatomy Education to
Medical Training: Student Perspectives

Florence MK Tang*!, Kevin TL Ho? Sam HK Poon!,
Josephine WS Lau!, L Yung?, Y Leung?,
Austin LH Chau?, CY Lee?, TK So? and YC Fung?

!School of Biomedical Sciences, The Chinese University of Hong Kong, Hong Kong
’Faculty of Medicine, The Chinese University of Hong Kong, Hong Kong
"‘Corresponding Author: Dr Florence MK Tang (florencetang@cuhk.edu.hk)

ABSTRACT

Anatomy education is one of the essential subjects in core knowledge acquired in basic medical
sciences during the medical training to develop professional competence either to surgeons or
physicians. Cadaveric dissection is hands-on practice, from which the medical students can apply
their anatomy knowledge in application, connection and creation of the related information
during the dissection process besides anatomy atlas and textbooks. Regarding the regular tight
teaching and learning schedules, medical students just have restricted time for the practice under
teacher guidance without any self-evaluation of what they have learned or even by observation
only.

Studio-based learning (SBL) is an active student-centred approach that provides sufficient physical
spaces and tools with instructional goals in a short period for students’ creations, reflection
and design to apply their learnt knowledge. The SBL setting for dissection can change to a new
pedagogical strategy to an active learning environment independently, allowing students to acquire
the experiential experience to apply their knowledge in the future clerkship training.

In this pilot study, our team adopted the ‘studio-based learning’ pedagogical model to arrange
a 4-week Summer Enhancement Dissection Workshop for medical students who finished their
Year 2 study in the program of Bachelor of Medicine and Bachelor of Surgeon. Twenty-seven
students joined the workshop with enthusiasm to be good surgeons. A focus group interview
and a 6-Likert Scale online survey were collected and analysed at the end of the workshop. The
focus group interview agreed they can learn under the free setting environment as they discuss,
appraise, compare and contrast with peers according to their planning during the workshop,
which cannot accommodate in regular dissection classes. The mean score of 5.8 reflects that the
SBL setting provided them in execution, assessment and construction of their works related to
the anatomical knowledge.

This workshop aims to enhance students’ capabilities in recalling information to be selfdirected,
creating critical judgment to dissect appropriately, and discussing with peers to deepen and
consolidate the understanding. Even though with minimal teachersupporting, the participants
can always work imitatively and have peer interaction with their groupmates to make a collective
decision. Regarding domains of learning related to Bloom’s taxonomy for affective, psychomotor,
and cognitive, the SBL setting in the dissection workshop is still stimulative. To conclude, the
participants are more competent in anatomy knowledge for future clinical training.

Keywords: Anatomy education, Studio-based learning, Dissection, Bloom’s taxonomy

185

Augmenting the Virtual Environment: Technology - Innovation - Humanity
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Utilizing Karaoke Videos in Learning Japanese Vocabulary Among Malaysian
University Students

"Muhammad Alif Redzuan Abdullah, PhD,
*Sanimah Hussin, PhD

'muhammadalif@upm.edu.my, *sanimah@upm.edu.my

"Faculty of Modern Languages and Communication, Universiti Putra Malaysia,
Serdang, Malaysia

’Centre of Advancement and Language Competence, Universiti Putra Malaysia,
Serdang, Malaysia

ABSTRACT

This research paper aimed to explore and investigate whether the use of karaoke videos in
the Japanese language classes has an influence on vocabulary acquisition among Malaysian
Japanese language learners. The study was conducted on 120 students learning the Japanese
language at the beginner level as an elective subject at the Faculty of Modern Languages
and Communication, Universiti Putra Malaysia (UPM). Data were collected through
questionnaires, interviews, and observations. The analytical descriptive result showed that
the participants were able to memorize and understand Japanese vocabulary quickly and
easily after watching animation consisting of visual graphics combined with text which
stimulate their brain. Data from the interviews also showed that the target vocabulary items
were pronounced accurately and correctly when learners sang along while watching the
karaoke videos. The triangulation of data showed that karaoke videos is a good tool to
engage participants in learning the Japanese language while at the same time, having fun
and feeling highly motivated to explore the language. The implication of the study suggests
that the use of karaoke videos in other foreign language classes will help boost students’
confidence and motivation level.

Keywords: karaoke videos, vocabulary acquisition, foreign language, Japanese language,
language learning.
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Paper 1D 141
Assessing Dyscalculic Tendencies Among Children through a Mobile Application
Screening Tool

Arman DC. Santos"*’, Maria Ana T. Quimbo'

"WUniversity of the Philippines Open University, Los Baiios, Laguna, Philippines
Polytechnic University of the Philippines, Sta. Mesa, Manila, Philippines

ABSTRACT

Dyscalculiais a specific learning disorder with impairments in the academic domain of Mathematics
leading to difficulties in mastering number sense, number facts or calculations, and difficulties
with mathematical reasoning. Several theories have been suggested to explain the causes of these
difficulties. A variety of hypotheses from single core deficit to multiple deficits were proposed
to measure characteristics and account the impairments present with dyscalculic children. The
present study sought to identify the difficulties of children atrisk to dyscalculia and compare the
presence of these impairments to the different deficit hypotheses of dyscalculia. In the current
study, a random sample of 248 Grade 3 pupils (136 boys and 112 girls) completed several tasks
which measured the basic number skills, arithmetic calculation and other cognitive skills. The
instrument used was the Scouts’ MATHventures, a valid and reliable mobile application screening
tool that identifies children with dyscalculic tendencies. Out of 248 children, 44 (26 boys and
18 girls) were found to be atrisk to dyscalculia. On the analysis of weaknesses, atrisk children
performed significantly lower in arithmetic calculation, basic number skills, and other cognitive
tasks compared with the normally performing children. Among the tasks, they obtained relatively
lower scores in arithmetic calculation, number line estimation, and verbal Arabic matching
tasks. The observed weaknesses favored the approximate number system (ANS) deficit and access
deficit hypotheses of dyscalculia. Consequently, the presence of two deficit hypotheses accounts
supported the assumption of multiple deficits. To add support to the multiple deficit hypothesis,
using Krmeans clustering approach, five distinct profile clusters of children were identified.
Cluster 1 is characterized by weaknesses in both number line and perceptual quantity estimations.
Cluster 2 showed low abilities in dot counting, tasks that measured the symbolic number abilities,
and other cognitive tasks. Cluster 3 is described by low average to average performance in most
of the tasks. Cluster 4 favored the ANS deficit hypothesis and is characterized by weaknesses
in non-symbolic and estimation tasks. Lastly, Cluster 5 is characterized mainly by strong non-
symbolic and symbolic comparison skills and low average to average performance in other tasks.
These findings are strong evidence in favor of the multiple deficit hypothesis, indicating that the
difficulties of children with dyscalculic tendencies are not solely due to a single core deficit but
rather by multiple deficit accounts.

Keywords: difficulties; dyscalculia; dyscalculic tendencies; impairments; mobile application;
screening tool;
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Application of ITIL Framework and Academe-Industry Partnership Model in the
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University of Santo Tomas, Manila,
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ABSTRACT

Partnerships and linkages are essential for companies and Higher Educational Institutions
(HEI) since both share the same goal to offer practical skills and opportunities for students.
However, the complexity of processing related documents for the academeindustry
partnership for companies and the HEIs seems to be tedious. But with the help of emerging
technologies, the researchers came up with SYNERG-IES that would cater to the needs of
the educational institution, companies, and students. SYNERG-IES is a web-based system
wherein “SYNERG” came from the word “synergy,” which means combined interaction
of two or more parties, and “I[ES” means Immersion and Engagements System. With it,
the educational institution will be able to deliver valuable opportunities that will help
in the holistic development of the students. Integrated with the system is the Academe-
Industry Partnership Model as a service framework in the web-based system, and the ITIL
Service Management practices: Service Portfolio Management, Availability and Service
Continuity Management, Organizational Change Management, and Access Management.
At the same time, the development methodology utilized by the researchers throughout the
project was the Agile Methodology, as it promotes continuous improvement and consistent
collaborations among researchers. In terms of the efficiency of the web-based system, the
researchers compared the estimated time of existing processes being used to the proposed
business process and it revealed that 2 days, 5 hours, and 35 minutes was the time reduced.
Tests were conducted in the system using Unit Testing, User Acceptance Testing, and
ISO 25010 for the software quality attributes to ensure that the functionalities needed
were working. Combining the best practices, frameworks, standards, and technologies,
SYNERG-IES provides opportunities for collaborations and meaningful engagements with
stakeholders to promote sustainable community development which leads to transforming
university education.

Keywords: SYNERG-IES; Partnership and linkages; Academelndustry Partnership;
Immersion and Engagement; ITIL;
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Paper ID 124
Diversity at Schools Project - Student Learning Analytics

Vincent TY Ng"’, Boris Chan?and Daniel Lai’

"Wniversity Research Facility in Big Data Analytics (UBDA),
The Hong Kong Polytechnic University, Hong Kong, China
’HisTech, Hong Kong, China
’The Hong Kong Jockey Club, Hong Kong, China

ABSTRACT

Learner diversity is a broad concept to acknowledge students’ differences. While catering
for learner diversity is to address different needs of students, many frontline practitioners
attempt to eliminate diversity. In 2019, the Jockey Club “Diversity at Schools” project (DM 1.0
Project) launched a 3-year to drive changes at different levels such as societal level (diversity-
embracing), school level (evidence-informed & student-centric policy and practice), subject/
teacher level (differentiated choices), and other professionals (collaborative professionalism)
so that learner diversity can be effectively managed, and students will have active, meaningful
and relevant participation in the classrooms and schools. One of 3 major strategies of the
DM 1.0 project is to develop a diversity management platform (DMP) to help schools and
teachers understand the needs of students, profile their diversities, formulate strategies,
and ultimately promote a culture of evidence-based and data-driven. The DMP is aimed to
serve as a platform to facilitate exchange, coordinate decision-making, and cross-disciplinary
support. In Stage 3, the development has been focused om the Student Learning Analytics
(SLA) subsystem. The SLA subsystem would utilize the Al technologies for analyzing the
student data with the statistical knowledge and data mining techniques. Algorithms of pattern
recognition, multivariate models, deep learning and machine learning are adopted to find
the important features, classification, and clustering as well as to identify specific groups
of students with similar characteristics of learning behaviours. The SLA subsystem should
enable teachers and school management to make informed decisions and strategies through
data analytics, for example, analysing the correlation between extra-curricular activities/
APASO and academic performance, tracking the adjustment needs of students, locating
at-risk students. The SLA subsystem also provides traditional statistical reports in student
data. As of June 2021, there are 70 local schools, 1100 teachers/school administrators, and
23,000 student profiles involving the DMP. With the core student information and other
datasets captured or created at school level, such as IEP (individual education plan), the
DMP provides dashboard functions with visualization and charts functions and preliminary
trend and prediction analyses.

Keywords: learning analytics, diversity management, Al
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Paper ID 44
Using a Career Card Game to learn about technical and soft skills required for
occupations related to the Diploma in Food Science & Nutrition

Liang Lin, Pei Pei Tng, Qian Qian Tng,
Zi Xuan Tay, Gia Wen Sim, Rou Shen Liew,
Jayden Ang and Annie Ng

ABSTRACT

Technical and soft skills are essential in the real working world and students usually do not
know the essential skills required for the different careers in their diploma. In this project,
a card game which consists of five major occupations related to Diploma in Food science
& Nutrition (DFSN) namely, Process Technician, Quality Control (QC)/Quality Assurance
(QA) Lab Technician, Assistant Food Technologist, Assistant Market Development Executive,
and Dietary Assistant with their related job descriptions, key tasks, technical and soft skills
was developed to bridge this gap. The students were divided into groups of 4-5 and they will
each select a career card. The rest of the cards which consist of technical and soft skills and
action cards were shuffled and distributed among the players. The players will then take
turns to display a card out and they will have to do the task indicated on the soft skills cards.
There are different game points indicated on the technical and soft skill cards. At the end
of the game, the student who has collected the most number of relevant technical and soft
skills to their career and hence, with the most number of points wins. The students were
then given a google form in which they filled in a survey and 88 of them have responded.
47.7% and 45.5% of the respondents strongly agree and agree that the goals and objectives
of the Card Game are clearly defined respectively. Most of the students, 47.7% strongly
agree and 37.5% agree that they enjoyed playing the game. 35.2% strongly agree and 46.6%
agree that they were able to think about their future profession through the card game. It
can be concluded that most of the students have enjoyed the game and the game is useful
in learning about the different careers in the food science & nutrition sector. However,
the game can be further improved by simplifying the calculation of the game points and by
having clearer instructions on the game play. The game can also be further modified to have
two different stacks - the technical and soft skills separately and the students can choose to
play the technical skills stack only when time is limited. The game will also be expanded to
other diplomas in the School of Applied Science, Nanyang Polytechnic and will be played
during the class interaction sessions.

Keywords: Career card game, technical skills, soft skills
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Paper ID 100
The Development of Music-Based Working Memory Mobile Application

Chi Yin, Hue'!, Aini Marina Ma’rof?, and Lip Meng, Soo’

'momoko_hue90@hotmail.com, Malaysia.
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ABSTRACT

The purpose of developing the Music-Based Working Memory (MbWM) mobile application
is to integrate music elements and working memory elements in the working memory
training (WMT). Working memory is a salient cognitive functioning that humans require
for daily cognitive tasks and to learn effectively. MbWM is the first WMT app published in
Google Play Store that combines these elements to enhance working memory performance.
The music elements include the pitch and musical notes identification, as they are the verbal
and visuospatial stimulus input of working memory. Besides, working memory elements
consists of forwarding recall, backwards recall, and interrupted recall. There are two main
games in the MbWM, called Ear Training and Visuospatial Training. In Ear Training, users
must memorize the sound of musical notes and recall them back in sequence. Users can test
the musical notes on the virtual keyboard before giving the answers. There are four sub-
sections in Ear Training, named sound identification, forwarding recall, backwards recall,
and interrupted recall. Users can learn the octave musical notes “C, D, E, F, G, A, B” in
sound identification before proceeding to other subsections. Users need to recall the sound
of musical notes in a forwarding sequence or backwards sequence. In interrupted recall,
users need to answer a trivial question before recalling the musical notes in a forwarding
sequence. Visuospatial Training is similar to Ear Training as there are forwarding recall,
backwards recall, and interrupted recall sub-sections. The difference is that users have to
recall musical notes on the virtual keyboard, as shown before. There are 11 levels for each
sub-sections, and each level consists of 15 trials. The length of musical notes is between 2
and 12, and it increased when the levels increased. The scores will be recorded in the app
to allow users to track their performance. The design of this app is suitable for age nine and
above. With the availability of MbWM, students and adults can use it to enhance working
memory performance.

Keywords: Music-Based Working Memory; working memory training; mobile application
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Paper ID 72
A Gamified Approach to Improving Students’ Online Collaborative Skills and
Broadening Their Awareness of Sustainable Development

Martin LAU! and Theresa KWONG"

! Centre for Holistic Teaching and Learning,
Hong Kong Baptist University, Hong Kong
*Corresponding author

ABSTRACT

Teamwork has always been a major area in university education. With online collaborations
becoming a norm, it has become essential for universities to provide students with
opportunities to further their teamwork skills to online scenarios teams with members of
diverse backgrounds. On the other hand, sustainable development has caught more attention
of individuals, businesses and governments with initiatives such as green marketing, ban of
disposable plastic products and phaseout of fossil fuel vehicles. Since 2019, a team-based,
entirely online competition named “United Nations SDGs eTournament” has been organised
for university students around the world to participate. The aim of the eTournament is for
students to broaden their awareness of the United

Nations’ Sustainable Development Goals (SDGs) and to enhance their online collaborative
skills. Teams were not formed by students but the competition organiser to ensure a good
mix of team members in terms of discipline and cultural backgrounds, and to mimic the
scenario that team formations at workplaces are often not by the personal relationship
between members but by their roles in the accomplishment of the goals concerned. In
addition, team members were only connected via online communication tools. A two-stage
“strategise-play” approach was deployed in the eTournament. In the first (“strategise”) stage,
the teams got acquainted among the members and worked out the strategies for their game
in the second (“play”) stage. In the second stage, the teams implemented the strategies
when they played the game on an online platform by answering questions related to the
SDGs. The 2021 eTournament marks the third iteration of that competition, with a record-
breaking number of participants - 1,088 students from 41 home regions (260% of the
number of students in the 2020 run), in 219 teams. In this presentation, the features found
in the highperforming and low-performing teams will be discussed using the data collected
from the game platform and the discussion histories. Comparisons with the similar data in
the previous runs of the eTournament will also be made to highlight the similarities and
differences found. It is envisaged that through this presentation, participants will recognise
the importance of enhancing the sustainability and online collaboration competences of
students.

Keywords: online collaboration; sustainable development goals; gamification; multi-
cultural; multidisciplinary
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