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Workshop outline
• Connecting with Students

• Available Approaches

• Engaging Classrooms

• Alternative Grading Systems

• Incorporating  Equity and Inclusion

• Faculty Activity
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Connecting 
Students with our 
content

• Social Media

• Audio/Video Streaming

• Podcasts

• Videos

• eBooks

3



Benefits of 
Technology
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Teaching has shifted from 
instruction to facilitation….
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In-Person Virtual Flipped Classrooms

Technology AI/AR/VR Microcredentials/Badges



Flipped Classroom 
Design

Flipped Classroom examples:

•Discussion- Oriented

•Flip the Teacher

•Inverted Classrooms

•Peer Instruction
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Animation 
Software

Adobe Animate

Canva

PowToon

Visme
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Artificial 
Intelligence

Advantages:

• 24 x 7 availability

• Digital Assistance

• Performs repetitive jobs

Disadvantages:

• Cost

• Lack of Creativity

• No Ethics 

8



Adaptive 
Learning

Adaptive learning is a 
methodology for teaching and 
learning that strives to personalize 
lessons, readings, practice 
activities, and assessments for 
individual students based on their 
current skills and performance.
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AUGMENTED 
REALITY

AR is utilized to compliment  current curricula and supplement interactivity. 

Popular areas of AR can be found in:

• Science, technology, engineering, and math

Could AR enhance these UTRGV programs:

• Ed Technology

• Health Services Technology (BAT)

• Engineering Management

• Science Education

• Special Education

Could AR enrich these UTRGV courses/programs:

• Psychiatric Mental Health Nurse Practitioner

• Medical Science

• Nursing Administration

• Physician Assistant Studies (MPAS)
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Products
Human Anatomy Atlas 2021 — 3D models and simulations of male and female anatomy 
help students and healthcare professionals understand how the human body works. 

Holo-Human — This AR app provides users with a collaborative environment to 
explore human anatomy models, including internal and 360-degree views. Teachers 
can also create lesson plans.

GeoGebra Augmented Reality —This tool supports science, technology, engineering, 
and mathematics (STEM) education through AR features that allow students to explore 
shapes and 3D functions, use critical thinking skills, and more.

Expeditions — With hundreds of AR tours, this versatile app enables teachers and 
students to create and explore interactive, virtual environments.

Touch Surgery — Doctors and surgeons can use this app to prepare for surgical cases 
and learn about different procedures.

4D Interactive Anatomy — Students can test their knowledge and faculty can create 
custom quizzes using this 4D interactive anatomy app.

Visible Body — For those with limited access to a lab, this app with AR dissection 
features allows students to see 3D models of the human anatomy in the real world.

3DBear — This app combines AR, VR, 360-degree photos, scanning, and 3D printing to 
enhance remote and in-person learning.

zSpace — This AR platform allows faculty to create immersive academic experiences 
and create content for a wide range of courses.
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https://apps.apple.com/us/app/human-anatomy-atlas-2018/id1117998129


Virtual Reality
• Virtual trips to remote locations 

which provides enriched student 
experiences 

• Develop interactive simulations 
to enhance current curriculum 

• Discover how different 
environments impact 
interactions 
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Digital 
Badges
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Micro-credential: A  certification of  mastered 
skills or competencies, earned through the 
completion of short and purposeful skills-based 
learning experiences. 

Digital Credential: A digital equivalent of a paper-
based credential, or a credential issued and hosted 
entirely digitally. 

Digital Badge: A type of digital credential in the 
form of an image that represents and communicates 
the earner’s achievement of learning, skills, and/or 
competencies. 



Alternative 
Grading 
Systems
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Methods to consider shift the learning 
focus and foster student development

Mastery-Based 
Education Pass/Fail Live Feedback

Self-Assessments Digital Portfolios Gamification



INCORPORATING 
EQUITY AND 
INCLUSION IN THE 
DESIGN

• Use diverse and inclusive course 
content

• Use multimedia with text 
alternatives

• Use emotional intelligence

• Provide different ways to participate

• Allow accommodations

• Use practice tests

• Anonymous grading

• Provide students with resources
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Faculty 
Activity

WH ICH  APPROACH E S  AN D  
T ECH NOLO GI E S  WOULD  COM PLI M EN T  
AN D  EN HANCE  YOUR  COUR SE ?

SELEC T  ON E  COUR SE  AN D  LI S T  
P O S SI BLE  APPROACH E S/  
T ECH NOLO GI E S .
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MCKINSEY & COMPANY
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GET   CONNECTED

1
8



CURRENT TRENDS

Websites:
https://www.chronicle.com/
https://www.edupexperience.com/
https://www.facultyfocus.com/
https://www.insidehighered.com/
https://teachinginhighered.com/
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https://www.chronicle.com/
https://www.edupexperience.com/
https://www.facultyfocus.com/
https://www.insidehighered.com/
https://teachinginhighered.com/


We all create an impact in our areas, and those impacts 
should build and support each other culminating into a 

dynamic, rich, and empowering experience.
20



21



22


	Navigating Today’s Classroom
	Workshop outline
	Connecting Students with our content
	Benefits of Technology
	Teaching has shifted from instruction to facilitation….
	Flipped Classroom Design
	Animation Software
	Artificial Intelligence
	Adaptive Learning
	Augmented Reality
	Products�
	Virtual Reality
	Digital Badges
	Alternative Grading Systems
	Incorporating Equity and Inclusion in the design
	Faculty Activity
	Slide Number 17
	Get   Connected
	Current Trends
	We all create an impact in our areas, and those impacts should build and support each other culminating into a dynamic, rich, and empowering experience.
	Slide Number 21
	Slide Number 22

