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Goal 

 To Increase the quality of learning with 
an active and student-centered 
approach. 

 To make time for meaningful discussions, 
interaction and application of course 
content. 



Background 

 “If information delivery is your goal, the 
lecture is a bad way to do it.” 

 Attention span wanes within the first 15 
minutes. 

 Students in classes with traditional 
lectures are 1.5 times more likely to fail 
than students in classes that use active 
learning methods. 



Fig.1. Traditional classroom vs. flipped classroom.  
Adapted from "Basics and Key Principles of Flipped Learning: 
Classes Upside Down," by Eda Ercan Demirel, 2016. 



Gamification 

 
 The process of adding game elements 

or mechanics to an experience to 
increase engagement or enjoyment. 

 Potential to foster motivation, behavioral 
changes, friendly competition and 
collaboration. 



  Gamification: Two Processes 

 
 Gamification can target a behavior or 

attitude that we already know affects 
learning.  
 

 Gamification can target a behavior or 
attitude that makes existing instruction 
more effective. 



PR in COPD – 
An  Interdisciplinary Training 

 Step 1: Planning 
 Topic 
 Target 
 Content 
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 Step 2: Selection 
 The appropriate 

activities. 
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 Step 3: Tutorials 
delivered 
 Videos 
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 Step 4:  
 Online pre-test 
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 Step 5: PBL 
activity 



PR in COPD – 
An  Interdisciplinary Training 

 Step 6: Questions 
and discussion 
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 Step 7: Post-test 
and reflection 
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 Step 8: Learner Satisfaction Survey 
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Model 

Learning 
materials 

Engaging 
activities Reflection 

IN CLASS 

OUTSIDE 
OF CLASS 
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