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Active Learning in 
Synchronous environments



• To consider the importance of active learning in Higher Education 
pedagogy.

• To explore ways in which this can be achieved effectively in 
synchronous learning environments, with examples from two 
programmes in the Academic Development Centre.

• To consider benefits and affordances versus difficulties and 
disadvantages.

• To share practice with others of synchronous active learning.

Session objectives



What is Active Learning?



https://catlintucker.com/2020/08/asynchronous-vs-synchronous/

https://catlintucker.com/2020/08/asynchronous-vs-synchronous/


Setting expectations

• This is a space to share ideas and thoughts around 
active synchronous learning. 

• Turn cameras and microphones off – there will be opportunities 
to turn them on and we will let you know when.

• If you have a question you can share it in the chat or raise 
your hand.

• The session will be recorded and shared with colleagues on 
the LDCU Teams space.



• Teams – simple strategies to encourage interaction – chat pane, 
raised hands, together mode.

• Breakout rooms and channels - Think Pair share, One 
minute papers, Smallgroup discussions, Presentations

• Live polling – Vevox

• Small group management – channels, break-out rooms, randomizer

• Some active learning activities!

Things we'll look at this session...



Teams

• Hands up – have you used teams in teaching before?

• Chat – share using an emoji how you are feeling right now? 

• Chat – which department are you in?



Seeing and hearing...

• Gallery mode

• Large gallery mode

• Together mode

https://www.shutterstock.com/image-photo/hand-use-
videoconference-app-icon-microsoft-1721026879

https://www.shutterstock.com/image-photo/hand-use-videoconference-app-icon-microsoft-1721026879


Screen sharing

• A simple technique to enable active learning in 
synchronous spaces is to share materials on the 
screen.

• Slides can be used as a prompt for 
active learning (e.g. prompts for thinking or 
action made explicit).

• Sharing other screens (e.g. desktop, open 
windows, applications, the Internet) enables 
quick movement between resources, with low 
effort/difficulty for the group. Looking over work 
completed on the VLE, for example, can be 
affirming.

• Students can also share screens and resources.



Break-out rooms and channels

• Larger groups can be divided into smaller 'break-
out' groups to replicate small group classroom 
activities, particularly discussions.

• Teams channels can be built, with pre-organised 
membership OR left open for individuals to join.

• Channels can contain resources and 
instructions for groups, as well as keep a record 
of interactions taking place.



Break-out group activity

• Discussion hub 1 – second names A - C
• Discussion hub 2 – second names D - H
• Discussion hub 3 – second names I - M
• Discussion hub 4 – second names N - S
• Discussion hub 5 – second names T - Z



Polling

• Live polling is a great way to enable group participation and can be 
deployed for a range of purposes (assessment of group knowledge, 
crowdsourcing, choice of activities etc).

• Polling apps can be embedded in live chat streams (e.g. Polly) or 
enabled 'outside' but in parallel to a synchronous teaching session.

• Multiple devices are sometimes helpful (e.g. using a phone).
• Polling can take multiple forms - closed questions, open questions, 

images, word clouds, drawings etc).
• Results from polling can be kept, saved and shared if desired.



Microsoft Whiteboard

• Microsoft Whiteboard is a 
digital interactive whiteboard –
you can access it via the app or 
browser (although the app has 
more functionality). 
Whiteboard can enable 
brainstorming and collaboration 
in Microsoft Teams.

• The whiteboard can be used for 
brainstorming, visualising
concepts, collaborating, 
discussions in seminars etc.



Collaborating together

• Microsoft Office Online allows you to edit 
and collaborate PowerPoint presentations 
right inside of a web browser

• You may want to use this to edit 
documents, drag and drop, make posters, 
team discussions etc.

• Link to activity (demo)



• Cameras and mics – affective responses.

• Connection problems and contingency

• Consider students access to technology – reliable 
internet connection and physical devices and software.

• Real time interaction but it may not be possible for all 
students connecting from different time zones, attending to 
care responsiblities etc.

• Number of students - logistics

Pitfalls/things to look out for…



Accessibility and inclusivity

• Live captions in Teams

• Live interactive sessions provides an opportunity for student voice 

• Record sessions for access later

• Consider offering flexibility and alternatives to students who may 
have access issues



• LDCU Workshops -
https://warwick.ac.uk/ldcuevents

• Teach for Learning Online -
https://moodle.warwick.ac.uk/course/view.php?id
=38299

• ABC Learning Design -
https://moodle.warwick.ac.uk/course/view.php?id
=38475

Future 
workshops

https://warwick.ac.uk/ldcuevents
https://moodle.warwick.ac.uk/course/view.php?id=38299
https://moodle.warwick.ac.uk/course/view.php?id=38475

