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INTEGRATION OF BLENDED LEARNING FOR APPLIED TECHNICAL
DISCIPLINES

disciplines, aimed not only at successful study of the material, but also at increasing interest in the
educational process among students.

Keywords:  blended learning, education, technical disciplines, integration, developing,
gamification.

Modern tendencies show digitalization all over the world and education sphere hasn’t become an
exception. Most universities have developed their own online platforms that allow students to study at

could easily migrate from physical books to electronic ones, there are still certain amount of so-called
“applied disciplines” such as “Theory of signals”, “Components and materials of radio communica-
tion”, etc., that basically require their learning in person. The last problem with global pandemic of

COVID-19 shows, that nowadays the level of e-studying is approbation of tests, that don’t show actual

blended learning integration for applied technical disciplines.

To begin with, let’s define what applied technical disciplines are. Applied technical discipline is
the subject that is based on practical abilities of applying theoretical knowledge to perform something
in real life. For example, student knows about technical characteristics of resistor, but if he can’t use
this knowledge to build electronic principle scheme, his professional value is equal to zero.
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Another problem of such kind of subjects is difficulty and volume of information which the stu-
dent will have to face up with. Integration of blended learning could be the problem-solver [1]. Elec-
tronic learning environment provides a big amount of different instruments that can not only teach
students, but let them study the material in an alternative way. Integration of gamification in study
process affects student’s perception in a strong positive way. Gamification is the act of making some-
thing game-like [1]. This concept was formulated in 2002 by Nick Pelling as alternative to monoto-
nous working process [5]. That is why we can use this mechanics to find the way to convert boring
cramming to interesting and effective studying,

The research started from Modular Object-Oriented Dynamic Learning Environment known as
MOODLE. This platform holds about 20% of market [2] and VSUES also used this one to build its
own environment [4].
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Pic. 1. VSUES moodle course page

Basically MOODLE provides teachers with instruments to make online lectures and tests [2]. This
is enough if we speak about theoretic disciplines such as philosophy or law. However technical ones
require advanced knowledge testing mechanism. MOODLE supports SCORM packages that help a
teacher to construct more flexible tests, than that basic engine provides. The problem is outdated
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The second variant was Quizlet platform that allows teachers easily construct their own courses using
‘flashcard method’ [3]. This educational scheme helps to learn information faster by showing definition on
one side and text on other one. This platform is actively used by foreign language teachers of VSUES, but
in fact quizlet isn’t limited by language lessons and it could be adapted for another disciplines.

Let’s take base physics course for example. This natural science discipline is full of numbers,
formulas and different terms to learn. We need to teach our student basics of electronic principle
schemes: graphic notations and name of elements. To begin with we configure our educational pro-
gram with importing name and picture to quizlet. This material would be enough to start working with
the platform. Absence of definition was intentional, because we planned course for studying not defi-

s e

Pic. 3. Configuring quizlet course!™!

After course setting we move to games that included in quizlet platform. That the point where we
meet up with gamification method. Due to right tuning the games would meet requirements. Students
will work only with terms and pictures. This allows them to focus on key things without distracting on

can see concepts of game realization.

The first is gravity (pic.4). The aim in the game is to enter word faster than meteor with picture of
scheme element hits the Earth. This activity trains student’s speed of thinking and learn how to spell
words correctly [1]. This means that game design pushes a student not only to cram material, but un-
derstand it and use knowledge in irregular situation and the key to successful integration is encourag-
ing of every attempt without chances to lose. Nevertheless competitive students can try to hit the top
of leader board by getting the largest number of points.

Pic. 4. Gravity game concept

The other game is called «matching» where a student tries to match term and pictures on time
(pic. 5). This game also trains student’s reaction, but does it better than «Gravity» game because it
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doesn’t require entering elements’ names but recognize and match quickly [3]. The example of suc-
cessful realization you can see in the next picture.
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Pic. 5. Matching game concept

As we can see, quizlet partially satisfy our requirements to platform namely supported by modern
gadgets, activity level and interactivity. It has convenient user-friendly interface and information stor-
age method is quite interesting and original. The only problem is lack of tools to organize lectures
such as: electronic library, webinars, tests and teacher feedback sources. All this problems don’t not
allow using this platform as the main one.

All'in all, this theme requires further researches and developments. Blended learning is giant
sphere where custom platforms would be the best choice because developers can include all types of
required instruments in base of platform. Though this way provides enough flexibility for teachers,
very few universities will spend so much money on it. In my point of view an optimal solution for in-
tegration of blended learning would be combination of native VSUES MOODLE platform and addi-
tional activities from quizlet.

I. Yu-kai Chou «Actionable Gamification: Beyond Points, Badges, and Leaderboardsy Octalysis
media, 2016. pp 37-38.
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