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MEDIENTHEORIEN



UEBUNG

e Vergleicht eure Mindmaps zu Medientheorien
aus dem Vorbereitungsauftrag.

o Diskutiert auffallende Abweichungen.

e Haletet Fragen auf Padlet fest.

padlet.com/phbern/ppd1 3 W


https://padlet.com/phbern/ppd1_3

PASSIVE Receiving

LISTENING to a lecture Listening without doing

READING a text

OBSERVING a video

anything else but oriented
toward instruction

Reading entire text passages
silently/aloud without doing

anything else

Watching the video without
doing anything else

TABLE 1
Examples of Learning Activities by Mode of Engagement

ACTIVE Manipulating

Repeating or rehearsing;
Copying solution steps;
Taking verbatim notes
Underlining or highlighting;
Summarizing by copy-and-
delete

Manipulating the tape by
pausing, playing, fast-
forward, rewind

CONSTRUCTIVE Generating  INTERACTIVE Dialoguing

Reflecting out-loud;
Drawing concept maps;
Asking questions

Self-explaining;
Integrating across texts;
Taking notes in one’s own
words

Explaining concepts in the
video; Comparing and
contrasting to prior
knowledge or other
materials

Defending and arguing a
position in dyads or small
group

Asking and answering
comprehension questions
with a partner

Debating with a peer about the
justifications;
Discussing similarities &
differences
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GUTE DIGITALE MEDIENARBEIT BEGINNT BEL...

e Aktivitatsstufe

e Lehrmittel

e Lernziel und Taxonomie

e Motivationsaufbau O &



AUFTRAG

Wie sieht ein vernunftiger digitaler
Medieneinsatz auf hoher D-Bloom, SAMR
oder ICAP Stufe aus?

1. Bilden Sie 3er-Gruppen.

2. Entwickeln Sie eine Unterrichtsidee aus
einem lhrer Facher.

3. Begrunden Sie die hohe Stufe mit D-Bloom,
SAMR oder ICAP.

Beispiel
Franzosisch: aktiver Sprachgebrauch

Vorbereiten und Durchfuhren einer
Videokonferenz mit einer Klasse aus der
Romandie.

Hohe SAMR-Stufe, weill ...

< 10 Min







MOTIVATION UND GAMIFICATION
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GAMIFICATION IST NICHT IMMER MOTIVATION

Abbildung 2: Rackwitz (2015)
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It is awesome to have both. But the priority should be obvious."

(Roman Rackwitz)
CEO Engaginglab

Motivation

it's not always what you see.
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“In a war of technologies,
nothing is more valuable
than a clear understanding
of what gear is going to get

you the best results. Now
we see it in real time—
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Figure 1
The Self-Determination Continuum Showing Types of Motivation With Their Regulatory Styles, Loci of Causality,
and Corresponding Processes
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Perceived
Locus of
Causality

Impersonal Somewhat

External

Somewhat
Internal

Relevant
Regulatory

Processes

Nonintentional,
Nonvaluing,
Incompetence,
Lack of Control

Self-control,

Ego-Involvement,
Internal Rewards
and Punishments

Compliance,
External

Rewards and
Punishments

Personal
Importance,
Conscious
Valuing

Congruence,
Awareness,
Synthesis
With Self

Interest,
Enjoyment,
Inherent
Satisfaction
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As the taxonomy is now organized, it contains six ma-

jor classes:

. 00
. 00
.00
. 00
. 00
.00

SO W N -

Knowledge
Comprehension
Application
Analysis
Synthesis
Evaluation

Although it is possible to conceive of these major classes
in several different arrangements, the present one appears
to us to represent something of the hierarchical order of
the different classes of objectives. As we have defined
them, the objectives in one class are likely to make use of
and be built on the behaviors found inthe preceding classes
in this list. The reader is referred to the condensed ver-

Bloom u. a. (1956)
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UBUNG

Wie konnen wir Unterricht mit digitalen Medien gewinnbringend begleiten
und fordern?

1. Arbeiten Sie zu dritt. Beschreiben Sie:

2. Wahlen Sie einen Ansatz im Bereich « \Was machen die Schiiler*innen?
Gamification, Motivationsforderung

. . e Was ist die Rolle der Lehrperson?
oder Learning-Analytics.

L.  Wie wird Lernen gefordert?
3. Erstellen Sie einen groben

Unterrichtsablauf der zeigt wie ihr » Wie wird Lernen begleitet?

Ansatz sie unterstutzt. e \Welche Herausforderungen
entstehen?
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RECHTLICHES

URHEBERRECHT

e Bilder wie das links: CC BY Soco St
via SVG Repo

e Eigene Slides unter CC BY-SA 4.0


https://www.svgrepo.com/author/soco-st/
https://creativecommons.org/licenses/by-sa/4.0/deed.en
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