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The challenges of applying flipped classroom
to school settings have been pointed out.

o The need for effective in class learning designs
@ The necessity of helping students learn across

at home and in school contexts.

"It is necessary to further investigate and define design specifications
that integrate technology into flipped classrooms (Kim at al, 2014).”




Seamless learning

Mobile device
Wireless networks

“learning across contexts seamlessly”

Extending students’ learning space
from home and school to their daily-life contexts.
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Seamless flipped learning

Seamless flipped learning

The extension of flipped learning via using mobile
and wireless communication technologies to
seamlessly connect at-home learning,

in-class activities, and in-field learning

LU Multiple contexts
context aa physical and social spaces
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Notation of Seamless flipped learning

Issue-quest leaming

Knowledge Construction Tools

At home

Seamless
Flipped Learning

Using application software
or supplementary 1 aterials,
for extension courses 4

and discussion

Peer Competition
or gaming

Peer assessment

Collaborative project-based leaming _
and knowledge sharing Individual project-based leaming

[ L3 1] Notation of seamless flipped learning



Seamless flipped learning principles

oM Xt7|FEH SHE(self-learning) 0 £ O{SHEF 2t
— memorizing and comprehending levels.

S g MR Aol MESD UM WBOIN HEE $TE
£ QUEE HF aE 252 WA

DA QMO SHEXIT} 2o SYAOIN HIS X| AT HE(YA
WEho| M £7etD BES A J|UeR DA ALnE FHY
£ o= 252 YAt

84 BN SEX - BEXL 12|11 SR - DALY MBS E
ge 7%z

ZollMe] xt7|F e shgat AFoA2] B4 2 HE, wd 2
o s

S
1o
o
2t

3
Rl
d
i

= o
S
Ij>
Ral
13
e,
Ij>
_>I-I_
~N
]
1>
_>I-I_
ry
1o
0z
joF
I
0l



Issue-quest learning

Issue-quest learning

. The teacher selects issue related to the learning content
and lets students discuss and raise questions according to

that issue
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Application and discussion of knowledge construction tools

Application and discussion of knowledge construction tools

. Knowledge construction tools or Mindtools assist students
to construct and organize knowledge and to develop critical

thinking Ex) Concept maps , Expert systems
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Using application software or supplementary materials
for extension courses and discussion

Using application software or supplementary materials
for extension courses and discussion

Extension course learning
. providing students with application software( educational
systems) or additional sources (educational websites)
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Problem-based learning

Problem-based learning

The purpose of learning activities is not to provide the
answers to the problems, but rather is a process of finding
the solution to the problems.
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project—-based learning

Individual project-based learning

The purpose of the learning activities is to complete a
project product

WA= missionOf CH8F difficulty('HO] £)QF complexity (2 EH4d)0ll CHs|
agioliof & Rl AF

WA oM HICIRE A|HECZM MZE vocabularyS 2

=
2K A O|M vocabularyE &0t &2 O|MO|S 7L} HIE2E ME



project—-based learning

collaborative project-based learning and knowledge sharing

The purpose of the learning activities is to complete a
project product
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Peer assessment / Peer competition or gaming

Peer assessment

By Peer assessment, students can understand the teacher’s point of grading and
hence reflect on their work.

Teacher give students rubrics.

@ Reflect , scores

@ After receiving the ratings and comments from peers the students need to
W collect more data in the field and discuss more in the class.

Peer competition or gaming



Seamless flipped learning
N '

In a seamless flipped learning environment,
mobile devices and wireless
communication facilitate the continuous
flow of learning in different contexts,

physical and social spaces.
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Potential research issues of seamless flipped learning

« how can we foster students’ self-learning ability such that they
can benefit from the seamless flipped learning activities ?

« How do we employ emerging technologies such as augmented
reality to facilitate seamless flipped learning?

« What are the new digital-divide and equity issues when seamless
flipped learning has been widely implemented in school setting?
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