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On the road to developing hybrid instruction




INSTRUCTIONAL CHALLENGE
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THE HYBRID APPROACH BLENDS...




BLENDING INSTRUCTION







IS IT ACTIVE?

ACTIVE LEARNING

$ @%
% Dnln D'I"I ﬂl'lE- I5 lbﬂrﬂlﬂ ﬂﬂd

NS
@.\' Ohsmmj oW one is learnin
lone. ¢ HIH\ n’rhe.rs

RECELVING INFORMATLON AND IDEAS

PASSIVE LEARNING
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EVALUATING
SOURCES
WORKSHEET

Students were paired up
and given a source to
evaluate

Using the worksheet the
student pairs answered
guestions about the source
they were given

Discussion with the
librarian after completing
the worksheet

Rhetorical Arts: Source Matrix Exercise

Type of Source Opinion Piece in 3 book.

(scholarly. popular, or trade?) publisher iS.Iea.CE-r in high school
publishing market.

Primary, Secondary or Secondary

Tertiary?

Boconiobil

Authority of Author

Bias towards the gas industry
(author has a vested interest)

Rationale/Motive for
Writing/Bias

Position on Main ldea A
Cite evidence thst

supports or disputes
this statement

safe since 1940's

* natural gas=
environmentally
responsible

“Fracking
increases water
pollution.”

Natural gas = cleaner-burning
energy source

Position on Main Idea B
Cite evidence thst
supports or disputes
this statement:

*  BExon supports publx
dischosure of fracking
chemicals

“Frackinag is




FORMATIVE
ASSESSMENT

Librarian Peer Observation

Low completion rates for
the worksheet

“Lack of Student Engagement”



RADAR Game

Students were paired up
and given a source to

evaluate ‘

Using the resources in the
course LibGuide and hints
in the RADAR Game the
student pairs answered
questions about the source
they were given

Discussion with the
librarian after completing
the RADAR Game

LMULA William H. Hannon Library

SR CIE ¥

Methane contamination of drinking water

n 5" 1l drillin [
hudraulic fr ri

Stephen G. Osborn, Avner Vengosh,

Nathaniel R. Warner and Robert B. Jackson

Author Affillations

= Center en Global Change, Nicholas School of the
Environment,

+ Division of Earth and Ocean Sciences, Nicholas
School of the Environment

» Biology Department, Duke Univarsity, Durham,
NC 27708

Proceedings of the National Academy of
Sclences of the United States of America

Vol 108, No, 20 (May 17, 201), pp. 8172-8176

Published by: Malional Academy of Sciences

Shitp/iwww jslor.org/action/showPublisher?

isherC —: -
DOL10.2307/25830023
Stable URL:

Directional drilling and hydraulic-fracturing

How many times has this
s nthers?

UNDER 100 TIMES
100-200 TrImMES

Over 200 TIMES

SUBMIT ANSWER



http://libguides.lmu.edu/RADAR

GAMIFICATION

= Incorporating Friendly
Competition (points)

= Motivational Feedback
(stars)

= Measure Progress (showing
star count)

= Reward effort (getting the
answer right on the first try
earns more points)

LMULA William H. Hannon Library

DOES YOUR TEAM HAVE THE MOST PRECISE RADAR
IN THE CLASS? WE ARE ABOUT TO FIND OUT!

CONTINUE --.

S
e



http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/TheRadarGame/story.html

GAMIFICATION

Incorporating Friendly
Competition (points)
Motivational Feedback
(stars)

Measure Progress (showing
star count)

Reward effort (getting the
answer right on the first try
earns more points)

LMULA William H. Hannon Library

BONUS POINTS

TEAM A
EARNED

950

POINTS!


http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/TheRadarGame/story.html

GAMIFICATION

= Incorporating Friendly
Competition (points)

=  Motivational Feedback
(stars)

= Measure Progress (showing
star count)

= Reward effort (getting the
answer right on the first try
earns more points)

LMU LA W illkam I Elamiis Lilerary

- -

YOU EARMED A DIAMOND STAR!

IS a scholariy so CEOel [s]

MEXT QUESTION

POPULAR

TRADE

SCHOLARLY

SUBMIT ANSWER



http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/TheRadarGame/story.html

GAMIFICATION

= Incorporating Friendly
Competition (points)

= Motivational Feedback
(stars)

= Measure Progress (showing
star count)
= Reward effort (getting the

answer right on the first try
earns more points)

LMU LA W illkam I Elamiis Lilerary

- -

YOU EARMED A DIAMOND STAR!

IS a scholariy so CEOel [s]

MEXT QUESTION

POPULAR

TRADE

SCHOLARLY

SUBMIT ANSWER



http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/TheRadarGame/story.html

GAMIFICATION

= Incorporating Friendly
Competition (points)

= Motivational Feedback
(stars)

= Measure Progress (showing
star count)

= Reward effort (getting the
answer right on the first try
earns more points)

Earn a Diamond Star if you answer
the question correctly on the first
try. Diamond Stars are each worth

100 points.

£

Earn a Gold Star if you answer the
guestion correctly on the second

try. Gold Stars are each worth 50
points.

points.


http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/TheRadarGame/story.html




Did you play the RADAR Game during your library visit?

1 DON'T REMEMBER
The RADAR Game helped me evaluate sources.

Ajme. N&U{'rﬂl
|

L Disaj're.e.

Shu"jlj Ajr% | S}runjlj DESajre,e,




What did you like about the RADAR Game?
WHAT THE STUDENTS SAID
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RADAR GAME

IBRARIAN SURVEY RESULTS
RATING THE RADAR GAME
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The RADAR Game increased The RADAR Game increased student The RADAR Game increased the
student engagement. participation during the class discussion. quality of class discussions.

[T VA The RADAR Gane
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ADDITIONAL MATERIALS

ONLINE LEARNING OBJECTS
« RADAR GAME
« RESEARCH STRATEGIES

FLIPPED CLASSROOMS

 ASSESSING GAMES-BASED LEARNING
IN INSTRUCTION

« THE FLIPPED CLASSROOM FOR LIBRARY
INSTRUCTION

« KEEPING UP WITH FLIPPED
CLASSROOMS: AMERICAN LIBRARY
ASSOCIATION

« KEEPING UP WITH... GAMIFICATION:
AMERICAN LIBRARY ASSOCIATION

ONLINE RESOURCES

« PRIMO

« MERLOT

« ACTIVE LEARNING LIBGUIDE

« TUTORIAL DESIGN
RECOMMENDATIONS

« ARTICULATE TECH
SPECIFICATIONS



http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/RhetoricalArts/ResearchStrategies/story.html
http://www.ala.org/acrl/aboutacrl/directoryofleadership/sections/is/iswebsite/projpubs/primo
http://www.merlot.org/merlot/index.htm
http://libguides.lmu.edu/onlinetutorialactivities?hs=a
http://lgdata.s3-website-us-east-1.amazonaws.com/docs/187/670594/Online_Tutorial_Design-Pedagogy_Tips.pdf
https://www.articulate.com/store/store-faq-storyline.php?tech-specs
http://prezi.com/knjikeaw4vk4/theyre-fun-but-are-they-sustainable-assessing-games-based-learning-in-instruction/?utm_campaign=share&utm_medium=copy
http://urli.st/i1h-Reduce-reuse-recycle-The-flipped-classroom-for-library-instruction/qo0-Handoutpdf-Google-Drive
http://www.ala.org/acrl/shib_login/?q=publications/keeping_up_with/flipped_classrooms
http://www.ala.org/acrl/publications/keeping_up_with/gamification
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