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We're losing them!

How to engage Gen Z and A to
a learning process
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Alexandra Nabokina
Client Partner at Raccoon Gang

Working with Open edX LMS at Raccoon Gang for 4 years

Client Partner, Learning Expert, Account Manager, Sales
alexandra.nabokina@raccoongang.com

Kateryna Panasenko
Account Manager at Raccoon Gang

14+ years in sales and account management. Responsible for
managing client relationships and ensuring customer
satisfaction.

kate.panasenko@raccoongang.com
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WHAT DO WE KNOW ABOUT ZOOMERS?

Zoomers are digital natives

Zoomers socialize online
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Zoomers expect personalized ap\%n-demand
experiences K

Zoomers are practical
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267

27 7%

77%

Of the global population

Of the workforce by 2025

Willing to act as
tech-mentors

71%

8

Watching video 3 or more
hours per day

Seconds of attention span




WHAT DO WE KNOW ABOUT GENERATION ALPHA? -

e Skilled in navigating digital tools and have a
way of “thinking digitally”

e Seeking a storyline, capturing the attention
of online influencers that speak their
language

e Technology is a way of living, connecting,
and learning

e Use of Artificial Intelligence is
commonplace and natural

e Come to K12 with the propensity to expect
personalization

e Expectdiversity and value diversity
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While students might be “digital natives”,
comfortable with and immersed in technology, they
still depend on teachers to learn through digital
means.




Techniques to increase learning engagement

Blended learning
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Microlearning
Scenario-based learning
Mobile application as part of e-learning

Gamification
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Analytics
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Blended learning
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MINUTES TOPIC

Action items:

Watching a short instructional video and answering a question.
Playing an online learning game designed to teach a specific task.
Reading a summary and answering a short series of questions.
Viewing an infographic and answering a short series of questions.
Using virtual flashcards to prepare for a quiz.

Virtually participating in a scenario-based simulation.



5 Cs of Sce nario- hased Learmng

L)
Z
<
O]
=
o
(]
Q
Q
<<
o

1. Context: Setting the scene, a start of “reading” the
situation and environment

2. Challenge: A problem set within the context including
the learning outcomes and any constraints

3. Choices: The options that will lead to an outcome or
consequences

4. Consequences: Outcomes that can be positive or
negative depending on the choice

5. Contemplate: Contemplation, review or reflection
questions, or feedback can be provided here
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a hatural extension to
the traditional
methods of learning




Gamification

Your Statuses

LEADERBOARD , .
The more points you have, the higher status you own. Hover on a
©) badge to know how many points you need to have it
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Analytics

Student: FullName@gmail.com

“ Unenroll ~ Enroll

Cetting Your edX Certificate
Wiorking with Videos
Videos on edX

Video Demorstrations.
Video Demaratrations
Video Presentation Styles
Interactive Questions
Exciting Labs and Tools
Reacieg Asuignments
When Ace Your Exams?
Pointing on a Picture
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Learning Scenario
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Knowledge
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Education
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Ready-made course template




A Course / Section 2 theory +test / Topic

Cybersecurity Awareness: Phishing n

It's hard to imagine a modern organization that runs without using any information technologies. The bigger the business — the more sensitive data

circulates through its systems. This explains the huge value the cyber security a has for the comp

The Cyber Security Awareness: Phishing course covers the basic theory related to phishing and provides a scenario-based training to check the

material comprehension. The training tests the recall and understanding of the main phishing signs and means of preventing the information loss. It
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includes the elements of the decision-making and has several outcomes depending on the user’s choices. This course might be helpful for the staff that

encounters working with the emails or messengers, so, practically, for everyone.
What is phishing

Phishing (pronounced: fishing) is an attack that attempts to steal your money, or your identity, by getting you to reveal personal information - such as

credif card numbers, bank information, or pa ds - on websites that pretend to be legitimate.

Cybercriminals typically pretend to be reputable companies, friends, or acquaint, in a fake ge, which contains a link fo o phishing website.
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https://docs.google.com/file/d/1Tny5mBcPgMleoqf8aLkbw-CxNAAIxZVN/preview

How to create online programs more student-friendly

Set Small and Achievable Goals

I Provide Quality Resources

‘ Xed
L= Incorporate Communication Platforms
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'@ Allow Flexible Learning Schedules
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How to create online programs more student-friendly
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Offer Rewards & Recognition

sg&sk  Incorporate gamified elements

Introduce topics that align with the student’s
interests

~ Ensure that content is presented in different
> ways
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eLearning doesn't
just "happen”.

It requires careful
planning and
iImplementation




