H5P

Why include H5P multimedia interactions?

e Cognitive load theories support that using multimedia (multiple modes) aligns
with the way that our brains function during the learning process
e ACTIVE learning. Learners doing things are engaged learners.

HP5 works for blended/online courses because:

e \Well suited for independent asynchronous learning

e Capitalizes on curiosity and exploratory approach to learning

e Useful to “chunk” information to help learners process and remember complex or
difficult concepts better

e Improves engagement. Active learning and engage with problem solving or
gamification

e Formative assessments with feedback can consolidate knowledge (ungraded
only right now) Retrieval practice with formative (or low stakes) interactions over
time is known to aid learning

e Helps with creating more engaging materials for self-directed and active learning

e Improves inclusivity in courses as most interactions allow students to control how
fast they go through the interaction, unlike a live lecture or videos where control
is limited.

e Can be used to encourage relational learning when combined with LMS tools or
synchronous group learning activities

28 interaction types available for Faculty of Education

limited to 12 interaction types on H5P.org
https://h5p.org/oer-hub-coming not ready yet

Accessibility and browser support information is on the H5P site.
Tutorials: https://h5p.org/documentation/for-authors/tutorials

Image Slider ( ¢/ accessible)

Provides another channel to reinforce concepts Example on a Canvas page:
visually. For example, biology students may read https://canvas.ubc.ca/courses/
about variations in pine trees in different regions and | 51776/pages/theme-1-identity-
environments, but seeing the differences pointed out | and-relationships?module_ite
visually provides richer information. m_id=1791945

Embedding the image slider near the related content
on the page helps because the content is presented
within context.
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Interactive Video ( ¢/ accessible)

Helps to “chunk” the video by asking questions,
commenting or pointing out things, in a manner you
would normally do in the classroom, encouraging
learners to relate to the content.

That “dialogue” is known to improve learning when
incorporated in video with images or demonstrations
— especially in novice learners. It's a more “natural”
way to learn...as we’ve been exposed to during our
childhood...

Timing in learning is important, so including
interactions spaced out in the content as is frequent
and immediate feedback.

One example use of this is showing a video of a
teacher in a classroom, but using a comment to
draw attention to events happening in the back of
the classroom.

https://h5pstudio.ecampusonta
rio.ca/content/2445

Example that could be used in
a discussion with built in
prompt that hint at what
students should be noting:
https://h5pstudio.ecampusonta
rio.ca/content/1557

Flash Cards ( ¢/ accessible)

Online learners are learning independently for the
most part. Building in the formative assessments
into the course design is a good way for them to
assess learning themselves. It's a way to reduce
learner anxiety, while encouraging learner agency
which can even impact things like the likelihood of
cheating online.

Good example:
https://h5pstudio.ecampusonta
rio.ca/content/12096

Visual example:
https://h5pstudio.ecampusonta
rio.ca/content/2747

Branching Scenarios ( v/ accessible)

These interactions are best to use after learning
material has been presented and offer an
opportunity to apply that learning.

Help learners practice assessment and
decision-making skills, and layered problem-solving
when it comes to applying learning to case studies
or scenarios. Keep in mind they take longer to
produce.

More complex interactions like branching scenarios
capitalize on game-based learning strategies:
e “build an emotional connection to learning
and subject matter

Closer to Real life:
https://h5p.ora/branching-scen
ario

Fun example:
https://h5pstudio.ecampusonta
rio.ca/content/4989
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e provides opportunity for feedback and
practice

e can be customized to individualized teaching’
(from Digital Pedagogy - A Guide for Librarians, Faculty,
and Students.)

Hot Spots - 2 Types ( accessible)

These interaction types work on the “signaling” and
continuity principles in that visual cues (hot spots)
draw the learners attention into focus, making it
easier for the brain to process the information (vs
split-attention effect).

Can be used as a formative learning activity to
practise problem-solving, or analysis and
identification

Image hotspots:
https://h5pstudio.ecampusonta
rio.ca/content/2629

This example shows how with
student control, the multiple
modes of information can be
managed better by the learner.
https://h5pstudio.ecampusonta
rio.ca/content/10429

Finding Multiple Hotspots
https://h5pstudio.ecampusonta
rio.ca/content/8498

https://h5pstudio.ecampusonta
rio.ca/content/2819

Fill in the Blanks ( ¢/ accessible)

Help learners by providing partial information or
examples to be completed or problems with hints.
This helps to scaffold learning.

https://h5pstudio.ecampusonta
rio.ca/content/12804

Documentation Tool ( ¢/ accessible)

e Useful way to provide structure to a student’s
learning activity. Scaffolds the learning.

https://h5pstudio.opened.ca/wp
-admin/admin.php?page=h5p&
task=show&id=39

Timelines ( ? accessible)

Allows learners to explore information in a more
natural, organic manner - rather than only in a linear
fashion. Learners can see the big picture, and then
hone in to more detailed information, or they can go
off on tangents as they explore the interaction. It
helps to make connections.

Are an alternative to presenting text information, or
content in a table, as the visual presentation can

https://h5pstudio.ecampusonta
rio.ca/content/4804
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help to communicate and reinforce ideas that are
harder to grasp.

For example, the visual presentation of a timeline on
the History of Terrorism in Canada, was a useful
way for students to actually see how far back
terrorism existed in Canada, and that it's not merely
a modern issue. They can also see clusters of
incidents more easily and identify patterns better.

Accordions ( v accessible)

e Effective for introducing key terms and Definitions:

definitions to preload learning https://hSpstudio.ecampusonta
e Useful to show sequence of steps and details | rio.ca/content/12281
e Students can test their knowledge (retrieval Steps:

practice)
e helps to insert some curiosity into learning https://h5pstudio.ecampusonta
e Alternative Use: Are a way to include rio.ca/content/5390

additional (non-objective aligned) information,
so that it's set apart from the critical content
(aligned) on the Canvas page.

Course Presentation ( ¢/ accessible)

People learn better from words and pictures than https://h5pstudio.ecampusonta
from words alone. (Richard Mayer) rio.ca/content/12793

So at a simple level present images, text, about you
can include other interactions types, like quizzes

Progress indicator is nice for students

Columns ( ¢/ accessible)

Column used to create a test with all the questions https://hSp.org/column
below each other on one page.

More scrolling - so consider when that is actually
needed as it will reduced the information “chunking”

Interactive Book ( ¢/ accessible)

Similar to presentations and columns but with Table | https://h5p.org/hSp/embed/439
of contents to make content easier to navigate. 596
Recommended over the Course Presentation
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interaction when there is more information to
present or more interactions to include

Tips

Consider multimedia principles when designing your H5P interactions:

e Introduction: provide learners with context and information to the interactive
content they will actively engage with. Understanding why they are doing
something helps with the learning process.

e Instructions: Don’t assume that learners will know how to use the interaction,
especially more complex ones. Provide learners with a step by step guide on the
task. For example: “drag and drop the items to their appropriate categories” or
“click check when you are ready to submit your answers”. Include instructions for
navigating the interaction, even if you think it's obvious to you.

e Context and Proximity to related information in the LMS or page: helps
chunk information, and helps to make connections with ideas presented.

e Fill the learning gaps: Tie the interaction back to textbook content, readings or
any other relevant module material. It's useful to include supplementary learning
materials in proximity to the interaction on the course page. Feedback.

e For longer ones, like the documentation tool, let students know about time
taken to complete: an estimated timeframe for completion of the activity.

e Hide the embed text - small thing, but it's extraneous information from a student
perspective

e UDL: As a good UDL practise remember not to use images with text, because a
screen reader will not decode the image.

e Start Simple: Create easier interactions to start and work your way to more
complex interactions. https://h5p.org/documentation/for-authors/tutorials
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