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” Mir kommt vor, dass
bei meiner Lehre |
8 irgendwie nichts
zurickkommt.

« ...starts with a problem!

(Heylighen, Kostov, & Kiemen, 2013; Lambert, 2013)
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- ...and ends with a solution ©

* Principles for educational videos
* Open Educational Resources

* Interactivity

* How-to

* Instructional strategies
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» Center for Teaching and Learning

[‘ - Pedagogical Agent = actor (narrative)
[y

(Johnson, Rickel, & Lester, 2000)



PIH®
Production

» Center for Teaching and Learning
- Pedagogical Agent = actor (narrative)

« Animations (narrative)




PIH®
Production

» Center for Teaching and Learning

- Pedagogical Agent = actor (narrative)

« Animations (narrative)

* OER (content)
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