



Suche senden


Hochladen
ADOVH Gamification Content Development.pdf
•
0 gefällt mir•82 views


ADOVH-University of South AfricaFolgen
Presenter: Dr Salosh GovenderWeniger lesen

Mehr lesen
Bildung




Melden
Teilen








Melden
Teilen



1 von 15Jetzt herunterladenDownloaden Sie, um offline zu lesen







































Recomendados
ADOVH Research Methodology.pdf
ADOVH Research Methodology.pdfADOVH-University of South Africa 


ADOVH Student Orientation Online Assessments.pdf
ADOVH Student Orientation Online Assessments.pdfADOVH-University of South Africa 


Blended Learning in the Math Classroom: Leveraging Professional Development t...
Blended Learning in the Math Classroom: Leveraging Professional Development t...DreamBox Learning 


Changing Tides In Instruction Design In Driver Education
Changing Tides In Instruction Design In Driver EducationChristine Salmon 


Using iPad Math Apps for Intervention
Using iPad Math Apps for InterventionDreamBox Learning 


Flipped Classroom a perspective from the East and West Methodology.
Flipped Classroom a perspective from the East and West Methodology.Camila Brito 


The Next Generation of Differentiation: The Path to More Powerful Personaliza...
The Next Generation of Differentiation: The Path to More Powerful Personaliza...DreamBox Learning 


Blended Learning Implementation for Elementary Schools
Blended Learning Implementation for Elementary SchoolsDreamBox Learning 







Más contenido relacionado
Was ist angesagt?
Blended learning (Work sample)
Blended learning (Work sample)Andreena Sung 



Workshop Blending your education
Workshop Blending your educationWiebe Dijkstra 



The New Identity of Adaptive Math
The New Identity of Adaptive MathDreamBox Learning 



Flipped Learning CTD
Flipped Learning CTDvzayas 



M25 ABC Curriculum Design
M25 ABC Curriculum DesignClive Young 



Flipped classroom online
Flipped classroom onlineCamila Brito 



Blended Learning
Blended LearningXLPro Training Solutions Pvt. Ltd. 



Finding What Works in Learning: Simple Ways to Analyze Education Research Stu...
Finding What Works in Learning: Simple Ways to Analyze Education Research Stu...DreamBox Learning 



Instructional Design Strategies to Enhance eLearning for Corporate Training
Instructional Design Strategies to Enhance eLearning for Corporate TrainingSwift Elearning Services 



WPI Institute on Project Based Learning - Glenn Gaudette and Chrys Demetry
WPI Institute on Project Based Learning - Glenn Gaudette and Chrys DemetryKEEN 



Development of a multidisciplinary assignment - a first year engineering pilo...
Development of a multidisciplinary assignment - a first year engineering pilo...LearningandTeaching 



Blended Education in Practice
Blended Education in PracticeWiebe Dijkstra 



Tip model
Tip modelChad Vance 



Reinventing the Data Analytics Classroom
Reinventing the Data Analytics ClassroomGalit Shmueli 



10 Effective Online Learning Strategies
10 Effective Online Learning StrategiesCommLab India – Rapid eLearning Solutions 



KM Competence Development with Flipped Classroom 
KM Competence Development with Flipped Classroom Fachhochschule Burgenland GmbH 



Larry Beck's May 2009 Learning Story
Larry Beck's May 2009 Learning StoryCourse Design Institute and pICT SDSU 



Building the Excellence Mindset Webinar with John Wink
Building the Excellence Mindset Webinar with John WinkDreamBox Learning 



Flipped Classroom Best Practices for Higher Ed (UB Tech 2014 Presentation)
Flipped Classroom Best Practices for Higher Ed (UB Tech 2014 Presentation)Kelly Walsh 



Designing Active Learning in Moodle – a preview of the Learning Designer tool...
Designing Active Learning in Moodle – a preview of the Learning Designer tool...Ireland & UK Moodlemoot 2012 





Was ist angesagt? (20)
Blended learning (Work sample)
Blended learning (Work sample) 


Workshop Blending your education
Workshop Blending your education 


The New Identity of Adaptive Math
The New Identity of Adaptive Math 


Flipped Learning CTD
Flipped Learning CTD 


M25 ABC Curriculum Design
M25 ABC Curriculum Design 


Flipped classroom online
Flipped classroom online 


Blended Learning
Blended Learning 


Finding What Works in Learning: Simple Ways to Analyze Education Research Stu...
Finding What Works in Learning: Simple Ways to Analyze Education Research Stu... 


Instructional Design Strategies to Enhance eLearning for Corporate Training
Instructional Design Strategies to Enhance eLearning for Corporate Training 


WPI Institute on Project Based Learning - Glenn Gaudette and Chrys Demetry
WPI Institute on Project Based Learning - Glenn Gaudette and Chrys Demetry 


Development of a multidisciplinary assignment - a first year engineering pilo...
Development of a multidisciplinary assignment - a first year engineering pilo... 


Blended Education in Practice
Blended Education in Practice 


Tip model
Tip model 


Reinventing the Data Analytics Classroom
Reinventing the Data Analytics Classroom 


10 Effective Online Learning Strategies
10 Effective Online Learning Strategies 


KM Competence Development with Flipped Classroom 
KM Competence Development with Flipped Classroom  


Larry Beck's May 2009 Learning Story
Larry Beck's May 2009 Learning Story 


Building the Excellence Mindset Webinar with John Wink
Building the Excellence Mindset Webinar with John Wink 


Flipped Classroom Best Practices for Higher Ed (UB Tech 2014 Presentation)
Flipped Classroom Best Practices for Higher Ed (UB Tech 2014 Presentation) 


Designing Active Learning in Moodle – a preview of the Learning Designer tool...
Designing Active Learning in Moodle – a preview of the Learning Designer tool... 






Ähnlich wie ADOVH Gamification Content Development.pdf
TNQIT graduation Finalv1
TNQIT graduation Finalv1Colleen Hodgins 



Webbasedtutorial
WebbasedtutorialDanielle Thigpen 



Webbasedtutorial
WebbasedtutorialDanielle Thigpen 



Gamification in education  - 10 compelling case studies - Manu Melwin Joy
Gamification in education  - 10 compelling case studies - Manu Melwin Joymanumelwin 



Steinberg-Gamify Your Online Classes!
Steinberg-Gamify Your Online Classes!Professor Steinberg 



CEC Module 04- Technology for Teaching & Learning
CEC Module 04- Technology for Teaching & LearningCOAEInternational 



Ubiquitous Learning: Leveraging the Strengths of Online Education
Ubiquitous Learning: Leveraging the Strengths of Online EducationJean Marrapodi 



Game based learning
Game based learningJack Dalton 



Gamification in Learning Environments
Gamification in Learning EnvironmentsNatalie Denmeade 



Blended learning hand book by Vuolearning v.1.0
Blended learning hand book by Vuolearning v.1.0Johanna Pellinen 



RVHS TeachMeet 10 February 2015
RVHS TeachMeet 10 February 2015rvhstl 



EDU 210 Module 12
EDU 210 Module 12gnomeathome 



Vision Power Point V2
Vision Power Point V2leeratz21 



Ca   eett modules 1-4 - april 21
Ca   eett modules 1-4 - april 21Doug 



Gamification Techniques to Engage Students
Gamification Techniques to Engage StudentsD2L  Barry 



PDHPE TA Newsletter Term 1  2016 steve kapsalis story on socrative
PDHPE TA Newsletter Term 1  2016 steve kapsalis story on socrativeSteve Kapsalis 



Acte 2015   certification magic
Acte 2015   certification magicMike Ploor 



Exciting Strategies And Technology for Detroit GED Test Prep
Exciting Strategies And Technology for Detroit GED Test PrepMeagen Farrell 



[R]evolution: Teaching Basic Computer Skill - Workshop Slides
[R]evolution: Teaching Basic Computer Skill - Workshop SlidesNathanielCarlson2 



E Learning Course Design
E Learning Course DesignHidayathulla NS 





Ähnlich wie ADOVH Gamification Content Development.pdf (20)
TNQIT graduation Finalv1
TNQIT graduation Finalv1 


Webbasedtutorial
Webbasedtutorial 


Webbasedtutorial
Webbasedtutorial 


Gamification in education  - 10 compelling case studies - Manu Melwin Joy
Gamification in education  - 10 compelling case studies - Manu Melwin Joy 


Steinberg-Gamify Your Online Classes!
Steinberg-Gamify Your Online Classes! 


CEC Module 04- Technology for Teaching & Learning
CEC Module 04- Technology for Teaching & Learning 


Ubiquitous Learning: Leveraging the Strengths of Online Education
Ubiquitous Learning: Leveraging the Strengths of Online Education 


Game based learning
Game based learning 


Gamification in Learning Environments
Gamification in Learning Environments 


Blended learning hand book by Vuolearning v.1.0
Blended learning hand book by Vuolearning v.1.0 


RVHS TeachMeet 10 February 2015
RVHS TeachMeet 10 February 2015 


EDU 210 Module 12
EDU 210 Module 12 


Vision Power Point V2
Vision Power Point V2 


Ca   eett modules 1-4 - april 21
Ca   eett modules 1-4 - april 21 


Gamification Techniques to Engage Students
Gamification Techniques to Engage Students 


PDHPE TA Newsletter Term 1  2016 steve kapsalis story on socrative
PDHPE TA Newsletter Term 1  2016 steve kapsalis story on socrative 


Acte 2015   certification magic
Acte 2015   certification magic 


Exciting Strategies And Technology for Detroit GED Test Prep
Exciting Strategies And Technology for Detroit GED Test Prep 


[R]evolution: Teaching Basic Computer Skill - Workshop Slides
[R]evolution: Teaching Basic Computer Skill - Workshop Slides 


E Learning Course Design
E Learning Course Design 









Mehr von ADOVH-University of South Africa
ADOVH Making really easy videos for students.pptx
ADOVH Making really easy videos for students.pptxADOVH-University of South Africa 



ADOVH Profile Presentation.pdf
ADOVH Profile Presentation.pdfADOVH-University of South Africa 



ADOVH Student support Strategies for MCQs.pdf
ADOVH Student support Strategies for MCQs.pdfADOVH-University of South Africa 



ADOVH Examination Preparation Presentation.pdf
ADOVH Examination Preparation Presentation.pdfADOVH-University of South Africa 



ADOVH Enriching Students Online Learning Experience.pdf
ADOVH Enriching Students Online Learning Experience.pdfADOVH-University of South Africa 



ADOVH Designing HOT  MCQs.pdf
ADOVH Designing HOT  MCQs.pdfADOVH-University of South Africa 



ADOVH Strategies for Designing Assessment.pdf
ADOVH Strategies for Designing Assessment.pdfADOVH-University of South Africa 



ADOVH Continuous Assessment.pdf
ADOVH Continuous Assessment.pdfADOVH-University of South Africa 



ADOVH Portfolio Assessment.pdf
ADOVH Portfolio Assessment.pdfADOVH-University of South Africa 



ADOVH Essay Assessment.pdf
ADOVH Essay Assessment.pdfADOVH-University of South Africa 



ADOVH Gamification Presentation.pdf
ADOVH Gamification Presentation.pdfADOVH-University of South Africa 



ADOVH Validity and Reliability of Online Assessments.pdf
ADOVH Validity and Reliability of Online Assessments.pdfADOVH-University of South Africa 



ADOVH CE MOOC Presentation.pdf
ADOVH CE MOOC Presentation.pdfADOVH-University of South Africa 



ADOVH 2022 Activity Report.pdf
ADOVH 2022 Activity Report.pdfADOVH-University of South Africa 





Mehr von ADOVH-University of South Africa (14)
ADOVH Making really easy videos for students.pptx
ADOVH Making really easy videos for students.pptx 


ADOVH Profile Presentation.pdf
ADOVH Profile Presentation.pdf 


ADOVH Student support Strategies for MCQs.pdf
ADOVH Student support Strategies for MCQs.pdf 


ADOVH Examination Preparation Presentation.pdf
ADOVH Examination Preparation Presentation.pdf 


ADOVH Enriching Students Online Learning Experience.pdf
ADOVH Enriching Students Online Learning Experience.pdf 


ADOVH Designing HOT  MCQs.pdf
ADOVH Designing HOT  MCQs.pdf 


ADOVH Strategies for Designing Assessment.pdf
ADOVH Strategies for Designing Assessment.pdf 


ADOVH Continuous Assessment.pdf
ADOVH Continuous Assessment.pdf 


ADOVH Portfolio Assessment.pdf
ADOVH Portfolio Assessment.pdf 


ADOVH Essay Assessment.pdf
ADOVH Essay Assessment.pdf 


ADOVH Gamification Presentation.pdf
ADOVH Gamification Presentation.pdf 


ADOVH Validity and Reliability of Online Assessments.pdf
ADOVH Validity and Reliability of Online Assessments.pdf 


ADOVH CE MOOC Presentation.pdf
ADOVH CE MOOC Presentation.pdf 


ADOVH 2022 Activity Report.pdf
ADOVH 2022 Activity Report.pdf 






Último
Eating Disorders: understanding and preventing
Eating Disorders: understanding and preventingPooky Knightsmith 



ash.ppt.pptx fungal reproduction presentation
ash.ppt.pptx fungal reproduction presentationRAVEESHAD 



Techsoup_ Prompt Strategy _ Template.docx.pdf
Techsoup_ Prompt Strategy _ Template.docx.pdfTechSoup  



Pemrograman Mobile - JetPack Compose1.pptx
Pemrograman Mobile - JetPack Compose1.pptxFajar Baskoro 



Islami Bank Field Officer Exam Question Solution 2024.pdf
Islami Bank Field Officer Exam Question Solution 2024.pdfMohonDas 



Agency By Design: ensuring rigor in our approach
Agency By Design: ensuring rigor in our approachDerek Wenmoth 



ICS2208 Lecture 2 Slides Interfaces_.pdf
ICS2208 Lecture 2 Slides Interfaces_.pdfVanessa Camilleri 



Genetics, Heredity, Variation, history, its roles, Scope, Importance, and Bra...
Genetics, Heredity, Variation, history, its roles, Scope, Importance, and Bra...AKSHAYMAGAR17 



BTech I1 PBL Sep 2023 for Stu (1) SRM.pptx
BTech I1 PBL Sep 2023 for Stu (1) SRM.pptxVishokManikantan 



Candace-Stone project& portfolio 1 class
Candace-Stone project& portfolio 1 classccstone 



Virology 2024 | Microbes with Morgan 2024
Virology 2024 | Microbes with Morgan 2024Margie Morgan 



The Weeknd, Madonna, Playboi Carti - Popular  (clean version) Worksheet
The Weeknd, Madonna, Playboi Carti - Popular  (clean version) WorksheetMarcia Bonfim 



Introduction to AI for Nonprofits with Tapp Network
Introduction to AI for Nonprofits with Tapp NetworkTechSoup  



Personal Brand Exploration - Jayda Aldegon
Personal Brand Exploration - Jayda AldegonJaydaAldegon 



To what extent does media ownership affect video game audiences.pptx
To what extent does media ownership affect video game audiences.pptxiammrhaywood 



CATCH UP FRIDAY LESSON PLAN GRADE 6.docx
CATCH UP FRIDAY LESSON PLAN GRADE 6.docxAizaPolinarCruz 



EDL 290F Week 3  - Mountaintop Views (2024).pdf
EDL 290F Week 3  - Mountaintop Views (2024).pdfElizabeth Walsh 



天橋立　観光メモ　2024-30-302-2-Amanohashidate Sightseeing Memo.pptx
天橋立　観光メモ　2024-30-302-2-Amanohashidate Sightseeing Memo.pptxMasami YASUDA 



Plagiarism, Types & Consequences by Dr. Sarita Anand
Plagiarism, Types & Consequences by Dr. Sarita AnandDr. Sarita Anand 



cell, cell structure and function, Prokaryotic cell and Eukaryotic cell , Pla...
cell, cell structure and function, Prokaryotic cell and Eukaryotic cell , Pla...AKSHAYMAGAR17 





Último (20)
Eating Disorders: understanding and preventing
Eating Disorders: understanding and preventing 


ash.ppt.pptx fungal reproduction presentation
ash.ppt.pptx fungal reproduction presentation 


Techsoup_ Prompt Strategy _ Template.docx.pdf
Techsoup_ Prompt Strategy _ Template.docx.pdf 


Pemrograman Mobile - JetPack Compose1.pptx
Pemrograman Mobile - JetPack Compose1.pptx 


Islami Bank Field Officer Exam Question Solution 2024.pdf
Islami Bank Field Officer Exam Question Solution 2024.pdf 


Agency By Design: ensuring rigor in our approach
Agency By Design: ensuring rigor in our approach 


ICS2208 Lecture 2 Slides Interfaces_.pdf
ICS2208 Lecture 2 Slides Interfaces_.pdf 


Genetics, Heredity, Variation, history, its roles, Scope, Importance, and Bra...
Genetics, Heredity, Variation, history, its roles, Scope, Importance, and Bra... 


BTech I1 PBL Sep 2023 for Stu (1) SRM.pptx
BTech I1 PBL Sep 2023 for Stu (1) SRM.pptx 


Candace-Stone project& portfolio 1 class
Candace-Stone project& portfolio 1 class 


Virology 2024 | Microbes with Morgan 2024
Virology 2024 | Microbes with Morgan 2024 


The Weeknd, Madonna, Playboi Carti - Popular  (clean version) Worksheet
The Weeknd, Madonna, Playboi Carti - Popular  (clean version) Worksheet 


Introduction to AI for Nonprofits with Tapp Network
Introduction to AI for Nonprofits with Tapp Network 


Personal Brand Exploration - Jayda Aldegon
Personal Brand Exploration - Jayda Aldegon 


To what extent does media ownership affect video game audiences.pptx
To what extent does media ownership affect video game audiences.pptx 


CATCH UP FRIDAY LESSON PLAN GRADE 6.docx
CATCH UP FRIDAY LESSON PLAN GRADE 6.docx 


EDL 290F Week 3  - Mountaintop Views (2024).pdf
EDL 290F Week 3  - Mountaintop Views (2024).pdf 


天橋立　観光メモ　2024-30-302-2-Amanohashidate Sightseeing Memo.pptx
天橋立　観光メモ　2024-30-302-2-Amanohashidate Sightseeing Memo.pptx 


Plagiarism, Types & Consequences by Dr. Sarita Anand
Plagiarism, Types & Consequences by Dr. Sarita Anand 


cell, cell structure and function, Prokaryotic cell and Eukaryotic cell , Pla...
cell, cell structure and function, Prokaryotic cell and Eukaryotic cell , Pla... 











ADOVH Gamification Content Development.pdf


	2. Overview of Presentation
•  What is Gamification
• Gamification Design framework
• Themes and outcomes of the gamified digital literacy MOOC
• Game elements and mechanism
• Example of engaging activities
• Examples of integrating gamified techniques and elements
 


	3. CONTENT DEVELOPMENT IN  GAMIFICATION
The Digital literacy MOOC developed by a
team of ADOVH members follows a
gamified approach to learning. Integrates
game elements, such as points, badge and
rewards and leaderboards to the course.
A Gamified approach promotes
engagement, interaction,
motivation, critical thinking and
problem solving skills.
Designed around learning outcomes.
Activities are planned to engage students in
meaningful, practical and interactive ways.
Students experience a sense of achievement
which will motivate them to complete the
entire course, rather than to opt out
 


	4. Werbach’s (2013) Gamification  design framework
• Why? To get better results,
increase engagement, motivate
students
• What? Use digital tools/
platforms competently.Mindful
of africanisation. All activities are
contextualized with the local and
African context
• Who? Content would benefit
students, lecturers, anyone
interested in upskilling their
digital literacy skills. Design will
assist ECs and academics on how
to design gamified MOOCs
• How: African Storyline ,
gamification players , game
techniques/ elements
 


	5. THEMES AND
OUTCOMES:
Team involved  in the
creation of the
content
THEMES
Team led by Salosh
Govender
OUTCOMES
Foundational terms
(Bronwyn Wright)
Understand and apply foundational digital
concepts that will help students master
more advanced topics
Basic navigation (mobile
vs computer); Office 365,
LMS ( Geoffrey Tshepe)
Navigate safely and confidently between
online sources, and the e Learning
management systems and platforms.
Managing the internet and
content creation
( Salosh Govender)
Manage the internet searches and create
content using a range of digital tools and
applications effectively
Content sharing: Share
links, exporting to PDF etc.
(Lekau Rachidi)
Share knowledge, content and resources
through a variety of digital devices and
applications
Collaboration using digital
tools
( Ingrid Marais)
Communicate, collaborate through
engaging in digital networks for learning,
research and everyday requirements
 


	6. Creation of Content  / activities for gamification
• The LOs determine the educational content , activities and appropriate game mechanics and techniques
• The content is interactive, engaging and rich in multimedia elements.
• The learning activities are developed and tailored to the learning objectives and allow:
✓ Multiple performances – Students can repeat them in case of an unsuccessful attempt to help students achieve the
goals.
✓ Feasibility – the learning activities are authentic , practical and achievable. They are tailored and adapted to students’
potential and skill levels.
✓ Increasing difficulty level – each subsequent task is expected to be more complex, requiring more efforts from students
and corresponding to their newly acquired knowledge and skills.
✓ Multiple paths – in order to develop diverse skills in learners, they need to be able to reach the objectives by various
paths. This allows students to build their own strategies, which is one of the key characteristics of the active learning.
 


	7. Adding game elements  and mechanism
THE KEY ELEMENT OF
GAMIFICATION IS THE INCLUSION
OF TASKS THAT LEARNERS HAVE TO
PERFORM.
THE PERFORMANCE OF TASKS
LEADS TO ACCUMULATION OF
POINTS, TRANSITION TO HIGHER
LEVELS, AND WINNING AWARDS.
ALL THESE ACTIONS ARE AIMED AT
ACHIEVING PREDETERMINED
LEARNING OBJECTIVES. WHICH
ELEMENTS WILL BE INCLUDED IN
TRAINING DEPENDS ON THE
DEFINED OBJECTIVES (WHAT
KNOWLEDGE AND SKILLS SHOULD
BE ACQUIRED AS A RESULT OF THE
TASK).
ACTIVITIES THAT REQUIRE
INDEPENDENT WORK BY STUDENTS
BRING INDIVIDUAL AWARDS (SUCH
AS BADGES).
 


	8. Gamification in moodle
Progress  Bar : Progress bar is a Moodle plugin and visually shows what activities or resources students have to complete and
their progress in the course.
Display of quiz results. The results of quizzes or assignments that measure the level of acquired knowledge and skills by
students can be visualized in additional block in course. Quiz results block can contain top results – students with the highest
grades and/or the lowest grades or group results and adds competitive nature of the learning.
The Level up! Block displays the current level of students in courses and the progress towards next levels. Level up! is a
Moodle plug-in that automatically captures and attributes experience points to students’ actions according to pre-defined
rules. Teachers can set the number of levels, the experience required to get to them, the amount of experience points earned
per event.
Feedback. The instantaneous and positive feedback is the main reason that makes users to feel motivated, engaged and
encouraged in their actions. Tests and assignments, as well as all other activities in Moodle provide opportunities for feedback
Badges. Badges can be given to learners upon completion of a number of activities or for achieving a certain level of
knowledge and competence. They can be used to display students’ achievements and rewards.
 


	9. EXAMPLE OF AN
ENGAGING  ACTIVITY
BASELINE QUIZ
ASSESSMENT:
REFLECTIONS ON HOW
DIGITAL ARE YOU?
• 10 questions
You bought a DIY office chair in the original sealed
package from an office supplier. When you get home,
you open the box to put the parts together, but there
is no manual/instruction document in the box. What
would you do?
A. Go to YouTube and find a video that shows you
exactly what to do
B. Google it
C. Make a phone call to the showroom and ask for the
instructions
D. Ring a friend or family member who is really good at
fixing things and ask them to come over.
You’ve just passed an exam with distinction. What is
the first thing you do?
A. Post it on Facebook with a photo (selfie) of you
celebrating
B. Email or send a Viber message to everyone in your
list of contacts
C. Ring your best friend
D. Go out for dinner with friends or family
Feedback on the Quizz
• Most As: Bold and Adventurous
• You have knowledge of technology and social
media and use it confidently in all sorts of
everyday situations. You may sometimes need to
be reminded that face-to-face communication is
important too.
• Most Bs: Online and familiar
• You are aware of the sorts of information you
can get from the internet and you are
comfortable using email. This usually serves you
well and you haven’t found it necessary to use
social media much (or at all) so far. It would be
worth getting to know other ways to use online
tools as it could save you time in some
situations.
• Most Cs: Face-to-face and friendly
• You like to interact with people face-to-face and
so far haven’t realized the importance of using
technology. Face-to-face is best sometimes, but
there may be occasions when talking to
someone in person is not an option.
• Most Ds: Print –based documents and practical
• You prefer not waste time going online when it
would be easier to find another way round the
problem. Sometimes, the practical solution
makes most sense. However mastering the
basics of technology and online communication
could open some new opportunities for you.
 


	10. Example of
activities for
LU4:
Content
creation
Activities  Points for
completing
activity
1 Wordle 5
2 How digital are you? 5
3 Digital affordances
within your environment
5
4 Core digital skills: Digital
native or digital
immigrant
5
5 Scavenger hunt 10
6 Word processing game 20
7 Graphic time 15
8 Editing documents 15
9 Quiz 5
10 Converting to PDF 5
11 Word search 10
Total points 100
 


	11. Lesson 5 Collaboration
Hi,  I am Kuduzela. I stay
in the Kruger National
Park. I will be your
guide to where you can
get the sweetest
marulas.
In lesson 5, you will learn about collaboration you will learn about
collaboration and the use of online collaboration tools. You will know if you
achieved the outcomes of this lesson if you acquire a Maize badge.
In this lesson, we introduce you to a game where Kuduzela, the kudu from
Kruger National Park is the main character. The park has many marula trees
with lots and lots of ripe, juicy and sweet marulas. However, it is not easy to
get the marulas as there are many obstacles such as towers, thorn trees, etc in
front of the marula trees. The only way you can reach the ripe marulas, is to
overcome / break the obstacles. Each time you win a game, you will be able to
break the obstacle to get to the ripe marulas. After successfully completing all
the games, you will finally locate the treasure for this lesson 5, which is, the
MAIZE BADGE. You will know if you achieved the outcomes of this lesson if you
acquire a Maize badge.
 


	12. The first obstacle  you need to conquer is a tower which is labelled as 21st Century
skills. After successfully completing the word puzzle in section 5.3.2 , you will earn
points. The points will automatically collapse the tower barricade, which will then
allow Kuduzela to pick up ripe marulas. Kuduzela will pick up the same number of
marulas as the points you earned by completing the puzzle.
The second obstacle will be a big thorn tree. You will be required to create a team in
MS Team and add the elephant, Warthog, Savaboo (Baboon) and Kwadira (Leorie).
After creating a team, you are then required to complete a quiz related to the
creation of a team. After you have successfully completed the quiz lightning will
strike the thorn tree and burn it down. Kuduzela will then be allowed to find his
team members (Kwadira, Savaboo).
They will share with Kuduzela marulas they collected from Lesson 1to Lesson 4.
Together they will look for maize meal to complete the ingredients for marula beer. To
get to the maize meal, you will need to play a puzzle in which all the animals are
involved to help each other to find it. When they find the maize, the process of
making marula beer can begin.
 


	13. Activity 2.4: Identifying  skills (5 points)
Timing:15 minutes
• By completing this activity, you will be able to reflect on
the skills you use in a digital environment. This will in
turn help you to gauge how confident you are about
using them and identify which ones you would like to
improve. Choose one of the environments listed below
and think about what skills you might need to do things
effectively online. In a table, note down your thoughts You would have probably made a list of skills relevant to
your own personal experience. Table 2 provides a few
suggestions
 


	14. At home, I  might need to know
…
At work, I might need to know … When I’m studying, I might need to
know …
where to look for information. where to find statistics and research that I can use
to get my point across.
where to find journal articles.
how to communicate online to
convey a message without
upsetting anyone.
how to communicate with colleaguesonline,
including using social media.
how to write online, especially blogs.
what and who to trust online. where to find reliable up-to-date information, or
know the best people to go to for this information.
how to find trustworthy sources of
information.
how to find reliable
information.
where I can find resources – multimedia or industry
information. This includes databases that would be
useful in my area of expertise.
where to find resources for my subject.
where to go for specific
information.
how to use social media to keep up to date with
information on my profession/industry. how to
make the best use of video conferencing.
how to find experts in specific fields.
how to stay safe online. how to use social media to keep up to date with
information on my profession/industry, while
maintaining my own privacy.
how to use online platforms to
collaborate with other students online,
while maintaining my own privacy.
how to develop and protect my
digital identity.
how to project a good impression online for clients,
colleagues and employers.
how to keep up to date with my subject.
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