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TPACK is a framework that 
teachers can use to help them 
identify knowledge they might 
need to focus on to be able to 
teach effectively with technology. 
It builds upon the work of 
Shulman’s idea of pedagogical 
Content knowledge; 
http://en.Wikipedia.org/wiki/Le
e_Shulman. Using their Venn 
Diagram the aim is to equally 
apply the three separate areas 
of knowledge (Figure X).

Technological 
Pedagogical 
Knowledge 
Framework

http://en.wikipedia.org/wiki/Lee_Shulman
http://en.wikipedia.org/wiki/Lee_Shulman
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Problem-based learning (PBL) is 
student-centred instructional approach that 
uses a complex problem with a myriad of 
solutions, (or no solutions at all). Students 
work collaboratively in groups to define the 
problem from the given content, ultimately 
arriving at a solution(s), while fulfilling the 
intended learning outcomes.

PBL is ideal for REAL WORLD and 
open-ended problems, to foster student 
collaboration, critical thinking skills, and to 
improve the students’ communicative ability. It 
is used in government agencies in North 
America to train personnel in handling 
domestic violence, financial non-compliance, 
negotiation skills, and even counter-terrorism 
activities. PBL has its roots in medical and 
business schools, so any learning material that 
can be organised into a “problem”, and 
packaged as a case can be used for PBL    

Using PBL would require these elements, an open-ended 
problem with many possible solutions (or no solutions at all), a 
functioning student group that is able to discuss and work on 
opinions from all members, time and space to conduct the PBL as 
part of the teaching activity, opportunities for the students to 
reflect on what they have learnt, facilitated by an organised 
approach to discuss ideas, e.g. the F(act), I(dea), L(earning 
Goals), A(ction) method. 
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Audience : Group members should have known 
each other, and able to resolve in-group 
differences and conflicts. 
Learning outcomes : Able to come arrive at a 
solution(s) for a given problem(s) through 
collaborative group work and critical thinking skills.
Instructional format : 2-3 sessions of 20-60 minute 
group discussion, followed by group reflection in 
between for a given “problem”. An appropriate 
number of “triggers” that further streamline 
discussion may be given throughout the PBL session. 
Group members collaborate off and online to 
work on a problem using the F(act), I(dea), 
L(earning Goals), A(ction) approach to construct a 
FILA table. The Instructor should have the necessary 
rubrics and skills to assess not only the knowledge, 
but group and interpersonal dynamics as well.

Implementation and continuous improvements : PBL requires rethink in approach to minimise the number of 
instructors and physical classroom. Online group collaboration tools such as Padlet would allow PBL groups to be 
monitored remotely without the need for physical presence. The instructor needs to ensure that group is focused on the 
problem at hand and not distracted by emotional squabbles within the group. Content accuracy and completeness of 
the solution and how these are communicated should be monitored at all times. Summative review of what works and 
what doesn’t would lead to the adjustment of instructional strategies based on students interaction with the content, 
instructor, and peers. Feedback could be used to constrcut effective PBL materials and activities. 

Material and learning environment management : 
Materials used for PBL should have a predefined learning 
outcomes. This would be the basis to intervene in the pace 
of group discussion. The FILA table can be collected at the 
end of each PBL session for (formative) assessment purpose, 
and to monitor group progress in attaining learning 
outcomes. Learners are also asked to reflect on what they 
have learnt after every PBL session. Common approach to 
reflection, such as pair-share, exit-slip, gallery walk, mind 
mapping would be helpful. Gibbs Reflective Cycle is 
commonly used to help in organised-reflection



Teacher facilitating PBL should be “invisible” to the 
student groups, and not act as a resource person. 
Conducting PBL is about managing the learning 
process, and NOT managing the lesson content, as the 
content is not always the solution to problems. Teacher 
should provide room, time and opportunity for idea 
deliberation, while making sure the PBL group has the 
right dynamics for idea sharing and discussion. PBL 
should not be conducted beyond the limits of student 
attention (20 – 60 minutes, depend on setting), as this 
will be counter productive.

PBL would be less effective if the student group did 
not have the prior learning experience in self-directed 
learning. PBL could be time consuming and messy with 
the wrong group dynamics, and without timely teacher 
intervention. Group dynamics also takes time to 
develop. PBL promotes deep exploration of 
integrated knowledge with cooperative group work, 
while standard tests segregate learners who had 
mastered broad range of knowledge from those who 
don’t, thus there are arguments that PBL students may 
score lower in standardised tests. PBL may need more 
instructors and flexible classroom, and rethink of 
rubrics for student evaluation. 

Satisfying for students as students take charge of their 
own learning. Promotes interdisciplinary integration of 
knowledge and allowing room to develop 
interpersonal, communicative and life-long learning 
skills. Done right, PBL may free up in-class contact time 
for both students and teachers, to be used elsewhere. 
PBL promotes the deeper understanding of a given 
topic.

Research Project
Group Discussion
Design an app
Student farm
Model Construction
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assume the perspective of 
participating characters in a scenario that has 
been designed by the educator to create better 
understanding of a topic, surrounding issues 
and/or human interaction



Identify the intended learning objectives 
for the lesson 

Role Play enables the exploration of realistic situations through 
interaction with other people in a managed way to develop 
experience in a supported environment. Students can play a role 
similar to their own or opposite part of the conversation or 
interaction, whereby the former allows experiences to be gained 
while the latter encourages students to develop understanding of the 
situation from ‘opposite’ point of view.

Craft a scenario around the learning content 
and identify roles to be played

Prepare the students with the expectations from 
this learning exercise

Step back and allow the conversation to flow as the 
students proceed with the activity

Ask students to reflect on the role that they played and how 
they interacted with others given the context during the debrief



Enable students to take on 
different personas that let 
them diverge from the 
confines of their normal 
self-imposed limitations or 
boundaries

See the relevance of the 
content for handling real 
world situations

Engage in higher order thinking 
and learn content in a deeper 
way

Allow for more active learning 
participation from students

Augmenting the 
traditional curricula by 
getting students to look 
at the learning materials 
in new light

Develop essential 
skills such as 
self-awareness, 
problem solving, 
communication, 
initiative and 
teamwork Force the creativity of 

students to be 
exerted as they have 
to adapt to situations 
they might not 
normally find 
themselves in

Apply content in a relevant, 
real world context
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INQUIRY BASED LEARNING

CHARACTERIS
TICS
The educator encourages the students to explore the materials, 
ask questions and share ideas on the topic to be taught without 
telling them what they need to know. This enables the students to 
build knowledge through exploration, experience and discussion, 
or simply said: learning by doing.
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Confirmation Inquiry
Students are given the question, its answer and the solution 
method. The goal is to develop investigation and critical 
thinking skills on how the solution method works.

Structured Inquiry
Students are given an open question and the method that they 
have to apply to produce an evidence-backed answer.

Guided Inquiry
Students are given an open question, usually in group or team 
setting, and they have to find or design the right method to 
solve it.

Open Inquiry
Students give their own original questions that they 
investigate using their own methods. The results are then 
presented and discussed.

✔ Promote deeper understanding 
of the core concepts to be 
learned beyond memorization of 
facts and contents

✔ Enhance the learning 
experience and improve 
initiative and self-direction skills

✔ Foster curiosity in students and 
the love for learning 

✔ Allow students to take 
ownership of their own learning 
process

✔ Make learning more meaningful 
and develop great research skills

✔ Increase learning motivation and 
engagement



SURPRISE THE 
STUDENTS

Use guiding questions that reflect on 
the core concept to be learned, or 
perhaps something engaging and 
interesting to students in the past 

class or discussion

INITIATE THE INQUIRY 
ACTIVITY

This can be done to spark 
curiosity and engage the 
students in the learning 
process such as playing a 
video or giving in-class 
problems to be solved

KEEP GUIDING 
PRINCIPLES IN 
MIND
Students are the centre of the 
inquiry process and the 
educator, technology and 
resources are their support

RUN 
CHECK-INS 
AFTERWARDS

Allocate time for students 
to reflect their learning by 
discussing the challenges 
and discoveries, filling the 
knowledge gaps and 
supplementing findings

DEMONSTRATE 
HOW TO 
PARTICIPATE
Students should be 
prepared to contribute and 
develop ideas, question 
themselves and also their 
team members, and 
investigate their ideas 

IMPLEMENTATIO
N STRATEGIES



Challenge based 
Learning

FRAMEWORK
Engage
Through a process of 
Essential Questioning, the 
Learners move from an 
abstract Big Idea to a 
concrete and actionable 
Challenge.

Investigate
All Learners plan and 
participate in a journey that 
builds the foundation for 
Solutions and addresses 
academic requirements.

Act
Evidence-based Solutions 
are developed, implemented 
with an authentic audience, 
and then evaluated based on 
the results.

Throughout the process, all participants are expected to DOCUMENT the experience, REFLECT on 
practice and SHARE the experience with the world.

PUTRA INNOCREATIVE DELIVERYPlaybook  11



Active DISCUSSIONS IN CHALLENGE 
BASED Learning

KAEDAH PENYAMPAIAN PENGAJARAN DAN PEMBELAJARAN BERINOVASIPlaybook 12

Word Cloud 
Guessing

Socratic Questioning 

Reverse Socratic 
Questioning

Discussion Row

Before you introduce a new concept to students, show them a word 
cloud on that topic, using an online generator (e.g., Wordle, Tagxedo, 
or Tagul) to paste a paragraph or longer of related text, and 
challenge students to guess what the topic was.

The educator replaces lecture by peppering students with questions, 
always asking the next question in a way that guides the conversation 

toward a learning outcome

The instructor requires students to ask him/her questions, and the 
instructor answers in such a way as to goad another question 
immediately but also drive the next student question in a certain 
direction.

Students take turns sitting in a front row that can earn extra credit as 
individuals when they volunteer to answer questions posed in class; this 

provides a group that will ALWAYS be prepared and interact with 
teacher questions.

01

02

04

03
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DISCUSSION-BASED ACTIVITIES
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Find the Company
Students search the Internet for a corporation that makes use of concepts/ideas from class, 
and must defend their choice in the next class session.1

Jury Trial Divide the class into various roles (including witnesses, jury, judge, lawyers, defendant, 
prosecution, audience) to deliberate on a controversial subject.3

Everyday Ethical 
Dilemmas

Present an abbreviated case study with an ethical dilemma related to the discipline being 
studied.2

World Café
Small groups tackle the same driving question; plenary debrief, then everyone except 
table hosts find a new table (new groups) for a second discussion question. The host leads 
discussions and draws ideas between rounds, taking notes for sticky wall posters.4

Board Rotation 
Assign groups of students to each of the boards you have set up in the room (four or more 
works best), and assign one topic/question per board. After each group writes an answer, 
they rotate to the next board and write their answer below the first, and so on around the 
room. Variation: pass around flipchart paper with the same task.5

Make it a Story 
Encourage students to submit their group projects as a comic or story created online (e.g., 
bubblr, StripCreator, StoryJumper, or Storify).6



Digital Citizenship

Gamification

Game-based Learning

Mixed Reality



ACTIVE DISCUSSION TECHNIQUES 
for IMMERSIVE LEARNING

Break class into groups discuss a topic. 
After some time, create new groups 
comprised of representatives from each 
original group. New groups share what 
they discussed previously, and explore 
new ideas.

Jigsaw

Students take turns to actively 
participating in the discussion and 
serving in the role of listeners. The 
instructor does not participate in the 
discussion and only interjects when 
necessary. 

Fishbowl

Students within each group take 
on particular roles and debate 

the issue under discussion. 

Case study

Students work individually on a 
problem (Think). Students then 

compare their responses with a 
partner and synthesize a joint solution 

(Pair). Some pairs share with the entire 
class (Share).

Think-Pair-Share

KAEDAH PENYAMPAIAN PENGAJARAN DAN PEMBELAJARAN BERINOVASIPlaybook 18





COOPERATIVE LEARNING

CHARACTERIS
TICS
The educator gives the students a task that has to be accomplished 
by working together as a team. Each student in the team has 
individual responsibilities and is held accountable for their 
contribution towards the completion of the task. Apart from learning 
from each other, the students also learn to work as a team and have 
others depend on them.

BENEFI
TS

Higher learning achievements

Experiences that help to 
develop good learning and 
social skillsPositive relationships among 
students, hence promoting 
good social support in learning
Greater intrinsic motivation 
and increased retention to 
learningPromote discussions and 
critical thinking, allowing 
better active learning 
engagement

TYPES OF COOPERATIVE 
LEARNING

Formal Cooperative Learning
The students are grouped for a 
timeframe that lasts between a 
single class and a few weeks to 
complete a given task.
Informal Cooperative Learning
The students are grouped for a 
timeframe that lasts between a few 
minutes and an entire class to 
achieve a shared and straightforward 
learning goalCooperative Base Group Learning

The students are grouped for a timeframe that lasts longer 
than formal cooperative learning and members support each 
other to reach ambitious learning goals over the academic 
year



COOPERATIVE LEARNING

POSITIVE 
INTERDEPENDENCE

❖ Give students mutual goals and proper 
division of labour, materials and roles in 
the team settings

❖ Make part of each student’s grade 
dependent on the performance of the 
rest of the team

❖ Ensure the belief that each team 
member’s efforts also benefit the other 
members

❖ Example implementation: Big team 
project assignment, Jigsaw activity, peer 
review, interdependence task 
assignments

INTERPERSONAL 
AND SMALL 

GROUP 
SOCIAL SKILLS

❖ Students learn academic 
subject matter and also 
teamwork skills

❖ Encourage and expose 
students with available 
teamwork skills and 
guidelines to enable better 
team performance

❖ Allow the students to work 
together for some time before 
expecting any great team 
performance

GROUP 
PROCESSING

FACE-TO-FACE 
INTERACTION

❖ Students promote each 
other’s learning through 
face-to-face interaction

❖ Example implementation: 
Assignment of team roles that 
necessitate interaction 
between team members, 
setting up medium for team 
discussion and updates

INDIVIDUAL 
ACCOUNTABILITY

❖ Students learn together but perform 
individually

❖ Encourage students to ensure that 
each team member can achieve the 
task on their own

❖ Example implementation: Individual 
quizzes and tests, peer assessment 
with the team, random team 
representative for the assessment

❖ Give time and procedure to 
students to analyse how well 
the team is functioning and 
their social skills are 
employed

❖ Improve any identified 
weaknesses in future task

❖ Example implementation: 
reflection journal



BENEFITS

FLIPPED CLASSROOM

Flipped classroom, also known as inverted 
classroom, is an instructional strategy and a type 
of blended learning that reverses the traditional 
learning environment by delivering instructional 
content outside of the classroom. Students are 
introduced to the learning material before class 
and the classroom time is used to deepen their 
understanding through discussion with peers 
and problem-solving activities facilitated by the 
educators.
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Flexible Environment : space, mode 
of delivery and timelines for learning

Learning Culture : learner centered 
approach to encourage deep 
learningIntentional Content : to 
maximize learning

Professional Educator : guides 
learning and continuously 
improves practice

Students learn more deeply and develop 
higher-level cognitive skills as they consume 

lecture materials at their own pace

Students become more active participants 
in learning since their role shifts from 

passive recipient to active constructor of 
knowledge

Students’ interaction increases and they 
learn from one another, which creates a 

learning community that build knowledge 
together inside and outside the classroom

Students have more opportunities to apply their 
knowledge and demonstrate their ability to use 

it, thus the educator can give immediate and 
direct feedbacks for gaps in their understanding

The class time is 
not wasted on 
things that the 
students have 
already known
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Identify where the flipped 
classroom model makes the 
most sense for your course

Spend class time engaging 
students in application 
activities with feedback

Clarify connections 
between inside and outside 
of class learning

Adapt course materials for 
students to acquire course 
content in preparation of 
class

Extend learning beyond 
class through individual and 
collaborative practice

F
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Figure out where and when to flip 
your class

Look for classroom based activities 
to enhance students learning

Identify engaging content for 
exposure before class

Prepare students for the flipped 
approach by setting expectations

FLIPPED CLASSROOM
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Creative



ACTIVITIES TO INCULCATE 
EFFECTIVE

COMMUNICATION







http://www.govst.edu/uploadedFiles/Academics/Colleges_and_Programs/COE/Special_Programs_and_Services/COTL/COTL_Inside_Pages/OnlineBestPracticesFall2018.pdf
http://www.govst.edu/uploadedFiles/Academics/Colleges_and_Programs/COE/Special_Programs_and_Services/COTL/COTL_Inside_Pages/OnlineBestPracticesFall2018.pdf
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