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2.1 INTRODUCTION

Interaction (or interactivity) between the teacher and student is an important aspect
of the teaching-learning process. Teaching-learning should not be an one-sided
activity of presenting information to the students. Teaching-learning necessarily
involves communication and therefore, teachers should promote interactivity in
educational communication so that students learn better by actively involving
in the learning process, raising questions, seeking clarifications, etc. Interaction
also helps teachers in various ways. Teachers can check whether the students
are really involved in the learning process, understand whether students are
following what they communicate and if not change the teaching strategies,
sequence of presentation of the content, and control the learning process, etc.
How can teachers promote interactivity in educational communication? One of
the ways is the use of technology in teaching-learning process. The advent of
technology has brought drastic changes in communication process particularly
making it more vibrant and highly interactive. ICT-mediated communication
tools and platforms can make teaching-learning process engaging, expressive,
creative and interactive. So, the focus of the Unit is to help to you to build an
understanding about importance of interactivity in educational communication
especially in ICT-mediated teaching-learning environment. In this Unit, we will
discuss about concept of interactivity in communication, ICT tools enhancing
interactivity, factors to be considered for creating an environment that promotes
interactivity and management of ICT-mediated interactive communication.

2.2 OBJECTIVES

After going through this Unit, you should be able to:

» explain the concept, nature and importance of interactivity in communication;

+ explain the different levels of interactivity;
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* describe interactivity and its importance in educational communication;
» identify and use ICTs for enhancing interactivity;
+ analyse factors that promote interactivity in communication; and

* manage ICT- mediated interactive communication.

2.3 NATUREAND CONCEPT OF INTERACTIVITY
IN COMMUNICATION

Let us first recall some of the important points discussed in the previous Unit.
We have discussed that, communication is the process of sharing of information,
ideas, emotions, knowledge, etc., from one individual to another by using symbols,
words, gestures, visuals and so on. Communication is a two-way process in
which a message is passed from the sender to the receiver with the objective
that message sent is received and understood as intended. When the receiver
understands the message as intended by the sender, communication is called
effective communication. Communication involves different components - sender,
message, encoding, channel, receiver, decoding, noise and feedback.The person
who initiates the communication is the ‘sender’ and the person who receives
the message is the ‘receiver’. The channel is the medium of message and the
message can be in any form-written, verbal or non-verbal. We have also discussed
that communication are of different types that is within oneself (intrapersonal),
between two individuals (interpersonal), in a group (small, medium or large)
and at a mass level.

Communication also takes place in educational process and that communication
is called educational communication. So as to make educational communication
effective, frequent interaction between the teacher and students during the
teaching-learning process has to takes place. Rather than delivering the content
as one-sided activity, you should provide opportunity to students to actively
engage in the learning process, raise questions, critically analyse the content
discussed, and so on. The active involvement of the students in the learning
process enhances the interaction and enable them to construct knowledge by their
own. Thus, interaction plays a major role in the teaching-learning process. What
do you mean by interactivity in communication? Let us discuss more about the
concept interactivity in communication.

Interactivity is rooted in communication that gives it meaning and dynamism. As
you are aware, interactivity in the communication process has gradually advanced
from ancient cave paintings to print, electronic and new media. Earlier, human
beings used to communicate through signs, symbols, paintings, drawings, etc.
Then paper was invented and books came followed by newspapers. Print media
ruled the world for decades followed by invention of radio and television further
followed by internet. The birth of internet revolutionized the communication
world and intensified interactivity. For example, letters were earlier written to
communicate with friends, relatives, family members etc., at a distance and it
took some days to reach the destination and for the receiver to respond. Today,
with the help of social media tools such as WhatsApp, Facebook, Twitter, etc.,
communication is fast and more interactive. Voice (audio), video and conference
calls have made communication prompt. The news that reached us through
newspapers the next day (of the happening of event) and through news bulletin
at specific time on radio/television, is now available 24X7. Besides, interactivity
has also increased. You can speak, discuss, explain or provide feedback



instantaneously or in real time. New technologies have accelerated interactivity
in communication in various ways. For example, interviewing a candidate in any
company using various software applications without candidate actually travelling
to that place saves time, money, energy and helps to create an interactive culture.

The term ‘interactivity’ is being used in different contexts. Interactivity is
defined as a reciprocally active process allowing two-way flow of information
between the sender and the receiver. It can also be said that, interactivity
is the index of the control and the level of participation of the individuals
in communication process. Messages sent and received during interactive
communication are related to each other.Thus, participants exercise control over
the process of communication, especially over the content being communicated.
Interactivity may be a feature of face-to-face communication or technology-
mediated communication. It may also involve higher level of engagement as
compared to communication. Thus, it can be seen that interactivity is a condition
of communication in which there is simultaneous exchange of messages with
continuous feedback.

Interactive communication involves exchange and sharing of ideas where
participants are active and have an effect on one another. Interactivity is a
dynamic, two-way flow of information. Kiousis (2002) defines interactivity as the
degree to which a communication technology can create a mediated environment
in which participants can communicate (one-to-one, one-to-many and many-to-
many), both synchronously and asynchronously and participate in reciprocal
message exchanges (third-order dependency). Operationally, interactivity is
established by three factors; Technological structure of the media used (e.g.
speed, range, timing, flexibility and sensory complexity), Characteristics of
communication settings (e.g. third-order dependency and social presence), and
Individuals’ perceptions (e.g. proximity, perceived speed, sensory activation and
telepresence) (Kiousis, 2002).

In short, it can be said that in interactive communication, both sender and
receiver encode and decode information continuously. As discussed in Unit 1,
the communication process involves sender and receiver and the exchange of
messages (ideas, opinions, informations, etc.) through some channels. When this
exchange of informations, ideas, opinions, messages, etc., takes place both ways
(from sender to receiver and vice versa) interactivity takes place. For example,
after a message is encoded and sent to the receiver for decoding, the roles reverse
and the receiver encodes and sends a response to the original sender who has now
turned receiver. Both sender and receiver sends information back and forth.The
sender and receiver act as both encoder and decoder in interactive communication
indicating that communication is a two-way process (Fig.1).
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Fig.1: Interactivity in Communication
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Technologies (or information and communication technology (ICT)) has
influence on interactivity. ICTs have brought revolutionary changes by opening
opportunities for learning, sharing and interacting in multi-modal communication
styles and formats. Traditionally, print media, radio and television were the
common technologies used for communication. The digital revolution changed
the way these traditional technologies function. The analog television has become
digital, traditional radio online and printed newspapers have electronic versions.
ICT tools are preferred owing to high speed, versatility and above all interactivity.
With emergence of media convergence, many forms of communication earlier
considered to be one-way such as books, newspapers and television have
become interactive. These collaborative technologies have rapidly increased the
opportunities for interactive communication across mediums, disciplines, cultures
and regions. Interactivity, flexibility and convenience have become order of the
day in ICT-supported environment. Therefore, you should plan communication
supported with ICTs to make it more interactive and learning interesting for the
students.

Of course, ICT use enhances interactivity in communication. However,
interactivity should not be confused with mere technology. It is not something
to be exclusively associated with technology. Certain technologies permit more
interactivity than others as for instance technologies facilitating conferencing
allows greater interaction among participants. It has however, been found that
interactivity in communication is the quality of individuals making use of
technology rather than being the quality of the technology. The experiences,
perceptions, outlooks and the skills of the participants are some of the important
aspects influencing interactivity.

2.3.1 Interactivity in Educational Communication

Before enrolling this course, you might have also completed programmes/courses
offered through face-to-face, open and distance (online) or blended mode. For a
minute think of the teaching-learning process that you have went through while
pursuing the programme/course. Do your teachers were simply delivering lecture
without considering your presence in the classroom? Have they provided you
any hands-on learning activities? Do they allow discussion with your peers?
How did they assess progress of your learning? If the answer to these questions
are mostly ‘no’, such a teaching-learning process is less interactive in nature
because of the fact that you were not active participants in the learning process.
Students in such classroom are merely passive listeners. This should not be the
case. Teacher must engage, involve and make students active participants of the
learning process. So, in teaching process, you should also focus on interaction
in the learning process so that meaningful learning occurs among your students.
Meaningful learning is the end result of interaction of the students with teacher
and peers. So, educational communication should necessarily be an interactive
process.

With respect to educational communication, interactivity refers to the students
control and level of participation in the learning process. Interactivity is
the ability of the student to respond in some way to the teaching material and
obtain comment or feedback on the response which will increase effectiveness
of learning. Interactivity is a major contributing factor to successful learning
experience and it is also believed that it contributes to higher cognitive gains and
optimization of student leaning. Interactivity also provides the teacher opportunity



to monitor, review and evaluate the progress of the learner. It, thus, also helps
in bringing teaching to the level and pace of the learner and provides the learner
control over learning strategy, sequencing and organisation of the content and
even the nature of content. For example, if the teacher comes to know that, the
learner has not understood well, the level of teaching could be made simpler and
the pace of presentation could be slowed down to match the level of learners.
Instructional designs, delivery of instructions, skills of communication, teaching
methods adopted, management of the teaching learning situations, etc., determine
successful interaction.

The freedom to interact enhances the level of alertness and facilitate active
participation of students. Through interaction, difficult terms, vagueness and
ambiguity in presentations can be identified and suitably corrected. Thus,
interactivity can stimulate and sustain higher levels of attention and consequently
higher levels of learning. There are many such benefits of making the teaching-
learning process interactive. Some of the benefits of interactive approach of
teaching-learning can be summarized as:

« It facilitates students to fully engage in the learning process.
* It helps students for meaningful construction of knowledge.
« It makes the students to be active and reflect on the content.
» It can motivate the students through the feedback mechanism.

» It can nurture creativity of students through the activities and other assigned
tasks.

» Itremoves isolation of the students in learning and brings closer to the teacher.
» It helps students to control their learning process.

* It promotes self-learning.

We have discussed that interactivity is an integral component of teaching-learning
and has many benefits. Then the next question arises. How do you make your
classroom more interactive? Apart from lecture method that provide less scope for
interaction, you should employ different teaching methods such as experimental
method, discussion method, activity method, etc., and teaching techniques, such as
drill and practice and so on. Today ICTs are also at your rescue. You may use ICTs
that allows interactivity at various levels. For example, use of discussion forum
in teaching-learning engage students in active discussion on any topic. Similarly,
flipped learning technologies enable students to watch video programme related
to any topic well in advance and prepare themselves to take part in discussion that
are held later. Video conferencing technologies allow both teacher and students
to be active participants by engaging in discussion while presenting a topic. You
may watch teleconferencing and interactive radio counselling sessions organised
by IGNOU to get a feel of interactivity.

2.3.2 Levels of Interactivity

You are also a distance leaner now. Unlike in face-to-face teaching, print (self-
learning material) is the major medium that helps you learn contents of the course
that you have enrolled. The self-learning material is prepared in such a way that,

Few sections of 2.3.2 and 2.3.3 has been adapted from Unit 4 Interactivity in Communication of MES-032,
IGNOU
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whenever you read (print form) it, you will feel like a teacher is teaching/talking
you. Even then, how far you feel like the teacher is teaching you? Do you feel the
self-learning material is interactive? You may reflect on these questions. Similarly,
a teacher may or may not involve students in the learning process in face-to-face
teaching session. Teachers can involve students at minimal, average or fully in
the teaching-learning process. For example, if you completely use the available
time to deliver a lecture, then students get minimal chances for interaction. In
contrast, along with lecture, if you ask few questions to reflect (or engage in
discussion), students get more chances for interaction. Similarly, if you ask
students to search internet for completing a group project and while doing that
students are more engaged in the learning process and it enhances interactivity.
So, interactivity may be at different levels that determine the degree of control of
the students over the content and structure of a programme. These are reactive,
proactive and coactive:

* Reactive: In reactive interaction, users react to a given subject matter
in ways which have been predetermined by the courseware designer.
As for instance, the student could read a frame (small section of content),
stop and read the questions, answer them and then look for feedback. These
interactions are usually limited and carried out under directions, instead of
being the outcome of reflection on the part of the student. Reactive designs
are thus restrictive and closed as the interactions are forced rather than need
based and spontaneous.

* Proactive: In proactive interaction, the student takes the initiative to
build up a dialogue. The student reflects on the content and creatively
comes out with responses and queries. The interaction is thus not of closed
or limited type. It empowers the student with greater control over the content
and its delivery.

*  Coactive: This is in between the earlier two types and the users’ interaction
is based on the choices of the student but only to a certain extent.

Levels of interactivity can also be as: Low, Medium and High. Let us discuss
how these levels differ from one another.

In low level interactivity as for instance in a lecture, interactivity could be low,
unless there is a conscious attempt to build it. There can seldom be a teacher
who totally disallows interactivity. A lecture delivered through radio or television
without the facility for interaction could be an example of this. Teaching can
also involve medium level interactivity as for instance in computer assisted
learning where the computer can answer but only through the messages included
in the programme. There cannot be creative responses or questions. In high
level interactivity the teacher and the students interact freely and creatively. For
example, group activities allow high level of interactivity. Similarly, audio-video
conferencing technologies also facilitate high level interactivity.

You know that there are two types of communication that is synchronous
and asynchronous communication. Interactivity also takes place in both
synchronous as well as asynchronous communication. In synchronous (real-
time) communication, participants in communication should be present but may
be at different locations (as in two-way interactive radio, audio conferencing,
teleconferencing, etc.) whereas asynchronous communication (as in discussion
forum, SMS, etc.) does not require the simultaneous presence of participants as
messages reach different participants at different points of time.



2.3.3 ICT Tools for Enhancing Interactivity

The advent of ICT has remodeled communication and made it extremely
interactive, instantaneous and dynamic. It has greatly influenced teaching-learning
process. It has offered unprecedented opportunities to integrate, enhance and
interact with each other over a wide geographic area in a meaningful manner. In
the context of broader educational reforms, ICT has been used to embrace a shift
from monotonous one-way lecture towards interactive and constructive learning
environment making it more engaging and closely related to real life events and
adaptive to student needs. The traditional chalk and board teaching method has
moved to smart classroom system supported by a sea of audio-video lectures. The
concepts that are difficult to understand have been simplified using various visual
and graphic representations making learning more interesting and interactive.

Interactivity takes place in both the face-to-face and/or ICT-mediated situations.
Various ICTs facilitate interaction. While satellite-based communication has
explored new possibilities for interaction directly with experts located at a
distance, in [CT-mediated situations interactivity is enhanced depending on the
communication technologies used by the sender and the receivers. However the
degree of interactivity, varies as it depends on the ability of the technology to
provide feedback to the sender quickly and efficiently. Thus, it can be said that
increased accessibility, flexibility and interactivity are some of the most profound
ways as to how technology has remodeled pedagogy. Among all other aspect’s
interactivity is going to have an upper hand.

The shift from conventional teacher-centred lesson formats to student-centred
approaches promote active engagement, collaborative learning and meaningful
understanding. In this context, the role of technology cannot be underestimated
and efforts have been made at local and global level to promote and encourage
ICT-mediated interactive tools in the education sector. India too recognized the
importance of ICT in education right from the beginning and formulated different
policies vis-a-vis ICT and its integration in education. To name few are: Computer
Literacy and Studies in Schools (CLASS), Information and Communication
Technology in Schools (2004), The Information Technology Act (2000), ICT
Policy in School Education (2009), etc.

The use of ICT tools increases participation of students in the learning
activities. Using ICT tools actively involve students in various engagements
such as synthesizing important concepts, discussing divergent understandings,
communicating with each other that helps them effectively construct their
knowledge and collaborating and cooperating with each other in different
endeavours, thus, paving a way to promote a culture of interactivity and inclusivity.

Use of ICT in the education does not automatically ensure effective teaching-
learning process. To achieve this, basic ICT skills need to be incorporated and
integrated as a valuable educational tool for positively revolutionizing pedagogy.
Interactive educational tools such as white boards, computer software, etc., are
costly to acquire, install and run, but funds should not be a reason to block the
benefits of ICT from reaching students. For example, ICT labs at higher secondary
school level enable teachers to demonstrate various lessons to their students be
it Science, Mathematics, Tourism, Hospitality, etc. The concept can be taken
further ahead by imparting basic training to students so that they can operate
these things on their own and use these labs for various academic purposes as
well as preparing for various competitive examinations.

Interactivity in Educational
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Let us discuss some of the ICT tools that enhances the interactivity in
communication in teaching-learning process.

Interactive whiteboard (IWB): Are also commonly known as interactive
board or smart board. IWB is a large touch-sensitive display unit connected to
digital projector and computer reacts to user input either directly or through
other devices. Interactive board serves two distinct functions: display and
interactivity. As a display tool, specific content related files, software or
internet resources can be displayed on it and as an interactive tool, it allows
user to write and manipulate image and text. The interactive board make
it easier for teachers to plan their lessons and to engage every student. For
example, a teacher can play an audio file to teach the pronunciation of a
word displayed on the board. Similarly displaying video file during the
teaching/training process can trigger students to think out of the box and
enrich his/her creativity, expression and imagination. The combination of
interactive board, projector and computer represent a dynamic system that
facilitates flexibility in reaching out to students and promotes student-centric
environment that facilitates interaction and promotes interactivity.
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Fig.2: Interactive Whiteboard (Source: Amazon.com)

Video conference: Is a visual communication session between two or
more users regardless of their location, featuring audio and video content
transmission in real time. Video conferencing connects people in real time
through audio and video communication over internet and enables virtual
meeting and sharing of presentations.Video conferencing may also involve
sharing documents, whiteboards, flip charts and similar group presentation
visual aids,etc.Many educational institutions use video conferencing as
their communication tool for connecting with their students, teachers and
research scholars. As video conferencing can be organised at any time,
stakeholders do not actually need to travel to attend meetings. This creates
a virtual meeting place wherein people can communicate with anyone with
video and other collaboration tools such as whiteboard, file sharing, screen
sharing, remote control, etc. Some of the tools (apps) that can be used to
conduct video conferencing are Zoom, Google meet, Team Link, etc.
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Fig.3: Video Conferencing (Source: Kaboomlatam.com)

Audio conference and audio graphics: Audio conferencing connects
teachers and students via a two-way speech channel over telephone lines
or sometimes by radio and reaches students, usually located at different
places. It is a fully interactive medium in which real time interaction requires
students and teachers to coordinate their schedules. Since audio conferencing
takes place in an exclusively audio environment, verbal proficiency and
questioning skill of the teacher are crucial for successful teaching and
learning. However, the problems with the telephone line and equipment
breakdowns can limit interactivity.

In audio graphics, special equipment using telephone and graphics
technologies during audio conferences allow everyone in the conference to
handwrite or type text and draw graphics that are seen in all locations in the
conference. It is also a fully interactive medium which facilitates real-time
interactivity. However, it requires proper coordination of schedules.

Teleconference: Broadcast television is essentially a one-way medium but
well-designed broadcast can involve students and make them active learners.
Teleconferencing is an interactive media available to replicate the classroom
situation at a distance. Being an audio-visual medium, teleconferencing has
the inherent advantages of being able to carry both visual and aural messages
to the students. Since television is very useful in portraying demonstrations
of skills and processes, it can facilitate visual portrayal of real events,
graphics, animation, etc. The visual element of video can engage students
and enhance the learning by providing rich visuals and cultural context. It
can take students to places/situations which cannot possibly be shown in a
classroom. Educational institutions like IGNOU conducts teleconferencing
which allow leaners to interact with the subject experts.

Interactive radio: Radio was essentially a one-way medium. It has however
now been used in two-way mode. The personal and intimate nature of the
medium facilitates interaction between teachers/experts located in the studio
and the students in their homes, workplaces, etc. Students can listen to the
lectures of the experts and pose questions with the help of telephone, fax,

Interactivity in Educational
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etc. The IGNOU and various other educational institutions conducts live
lectures and radio counseling sessions through various stations of All India
Radio (AIR).

Computer-based interactive media: Computers, CD ROM and networked
online resources are highly interactive media. CD ROM can contain a
vast amount of information in text, audio, video, animation and virtual
reality format, which can be accessed through a complex navigation
system. It is very demanding to develop a fully interactive CD ROM, as
it requires expensive hardware and software equipment and highly skilled
and experienced programmers. The students also need to have access to
appropriate technology to use these effectively.

E-learning technologies: E-learning is the delivery of learning and training
through electronic devices such as computers, tablets, mobile phones, etc.
Many educational institutions have started practising e-learning enabling
students to attend classes from anywhere. Thus, providing a robust platform
for conducting real-time online classes. Students can attend online classes
at their convenience, allowing them to keep up with their regular jobs,
family or professional responsibilities. Completing short-term and long-
term courses enrich capabilities and capacities of the students under able
guidance of trained and reputed experts. Opportunities for studying ‘live’
in collaboration with others from anywhere in the world is also possible.
This can be through one-to-one paradigm such as e-mail or chat session
or to many with the use of the bulletin board, group chat session, group
conferencing, etc. Web pages with graphics, animations, content in audio-
video formats, quizzes, records of progress made by students, assignments,
feedback on assignments, etc. can be exchanged through net worked online
facilities. Collaboration can help in strengthening networking and building
linkages among experts and communities across the globe. The e-learning
technologies can play an indispensable role in promoting multidisciplinary
and interdisciplinary approach in teaching-learning process and enhancing
interactivity in various ways.

Mobile app: Software designed for the specific use in teaching-learning are
called educational software. There are many educational softwares. Kahoot,
Edmodo, Moodle, etc., are some of them. A list of educational softwares
(or tools) are given in Unit 5. The educational softwares operates in digital
devices like computers, tablet, mobile phones, etc. The mobile version of
educational software are called mobile application (or mobile app). Mobile
apps are software application designed to run on smartphones and other
mobile devices such as tablets, etc. Some of the examples are Socrative
Student, Quizlet, Evernote, Google Classroom, and ClassDojo.

Web 4.0 tools: Web 4.0 tools are open, linked and intelligent web that is
comparable to human brain. As you know, web 1.0 tools allow users only
to read the available content on the website while web 2.0 tools enable to
read and write content. Web 3.0 and web 4.0 are advanced web technologies.
In web 4.0, phones and other devices will no longer require screens, they
will rely on holograms. Already there has been integration of web 4.0 in
our everyday lives. For instance, when somebody watch an online video
or visit a photo content site or online book store and create an account,
recommendations of similar videos, photos or books are occassionaly



presented based on search history. Thus, advanced web technologies when
used in education can enhance the interactivity in various ways.

Visual and graphic presentation/slide show or slide presentation: The
use of visual and graphic presentation or slide show (or slide presentation)
enhances the effectiveness of teaching, and learning process as it makes it
easy to integrate words, graphics and animations to illustrate key learning
points as well as basic concepts. It draws attention, increases visual impact,
spontaneity, engagement and interactivity using relevant graphics, charts and
diagrams. It also helps to stay focussed, increases brevity in communicating
and makes the entire process presentable and appealing.

Virtual manipulatives: It give teachers alternative ways to introduce content
as well as an interactive way to practice. Virtual manipulatives encourage
independent practice by manipulating the virtual images, pictures, models,
etc., and hence the name. In a normal classroom, teachers show static models,
pictures, etc., which students cannot manipulate to create meaning. But the
same process is replicated in a technology environment by providing virtual
models, images, pictures, etc., which the students can slide, flip, turn, rotate,
etc., and reorganise to create a meaningful concept.

Online teacher/discussion forum: Online forum allow students to interact
with each other and the teacher through threaded discussions by posting
messages on specific subject area, start new threads and sub-threads or post
replies to others. To participate in a forum discussion, a student has to visit
the specific online location which allows them review the posts of others and
post their own messages. Also called as bulletin boards, discussion groups or
news groups. ‘Google groups’ is one of the tools that can be used to engage
students in discussion.

Simulation: Simulation allow students to model or role-play in a scenario as
a way to practice or test learning. Applications range from simple scenarios
to complex, highly scripted and interactive games. Simulations can help
students for better comprehension, increased retention and effective transfer
of skills and knowledge.

Fig.4: Simulations (Source: dspace.com)

Learning management system (LMS): LMS are software platforms that
helps to organise, manage, deliver and track courses and programmes. LMS
is the digital version of face-to-face classroom. LMS work both offline and
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conduct evaluation tests, hold discussions, etc. Moodle, Google classroom,
Edmodo, etc. are some of the popular LMSs.
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Fig.5: Learning Management System (Source: researchgate.net)

Electronic mailing lists: (also called listservs) comprises a network of
people discussing a particular topic via e-mail. Subscriptions are free and
open to anyone who is interested. Each listserv has two addresses-one is
used for administration such as subscribing, unsubscribing or setting up your

preferences and the other address is for posting messages to everyone who
have subscribed.

*  Social media: Social media are websites and software applications enabling
users communicate, share information, ideas, personal message on internet
using computer and mobile devices. There are various social media
applications (such as Facebook, WhatsApp, Blog, etc.) that help teachers to

share educational content and engage students in discussion. The discussion
in turn increases interactivity.

Check Your Progress 1

Notes: a) Write your answer in the space given below.
b) Compare your answers with those given at the end of the unit

1)  What do you mean by interactivity in communication?

2)




3)  What are the benefits of interactivity in educational communication?

4)  List some of the ICTs that can enhance interactivity in communication
in teaching-learning process.

Activities for Practice

1)  Visit any three educational institutions near your locality (schools and
higher education institutions) and find out the following:

a) ICT tools used by teachers to deliver content and encourage
interactivity.

b) Difficulties faced by the teachers in using ICT tools.

2)  Select a topic of your choice. Suggest some ICT tools that will help
you teach the selected topic and encourage intracavity at various levels:
low, medium and high.

3)  Enroll yourself for an online course offered through any LMS platforms.
Prepare a report of the facilities available in that LMS that boosts
interactivity.

24 CREATING AN ENVIRONMENT THAT
FOSTERS INTERACTIVITY

Interactivity relates to involving or engaging students to seek a purposeful outcome.
Engaging in any interactive dialogue or discourse requires a collaborative and
supportive environment that relies on interactive content, tools and design. The
twenty first century classrooms are ICT-mediated and students are digital natives.
Satistying the learning needs of digital natives requires redesigning of classroom
culture and interactivity in the learning process. Seamless data connectivity,
personal interest, motivational skill, cost-effective technology, adequate training,
basic technological literacy, etc. helps to build a culture of interactivity.

Keeping technological advancements into consideration, conventional approaches
to teaching needs to be redefined and revised. Learning activities should be
practiced in an ICT-mediated environment and focus needs to be shifted from
teacher-centred to student-centred activities to make them more engaging and
effective. ICT-mediated interactive communication allows you to choose when and
where communication related activities (teaching/learning/training/information
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exchange, etc.) would take place and ensures students active participation and
engagement in learning activities. Apart from being flexible, convenient and easy
to use, ICT-mediated interactive communication focuses on instant discussions,
quick exchange and sharing of ideas and instantaneous feedback. Simulation
exercises depicting real life examples and case studies add a new feather to ICT-
mediated interactive communication. Now the question arises: how to create an
effective and conducive ICT-mediated interactive communication environment?

Access to technology, its knowledge and adoption would go a long way in creating
a meaningful ICT-mediated interactive environment. You need to acquire basic
ICT skills, develop ICT literacy and enhance your ability to navigate through ICT-
mediated interactive environment. You should also train students to use ICTs for
learning. Thereafter, you should plan and design ICT-mediated teaching-learning
activities. While choosing ICT, the interactivity component must be taken into
account. For example, when you design teaching learning activities, try to include
ICTs like interactive white board, teleconference, discussion forum, social media,
etc. Use of ICTs help students to meaningfully engage in interaction.

2.4.1 Factors Promoting Interactivity

Interaction is the centre of communication. And teaching is an interactive act.
Congmin (2016) says, “classroom interaction (CI) is the interaction between
teacher and students and among students”. What are the different types of
interaction in a teaching-learning environment? Moore (1989) describes three
types of interaction. They are as follows:

i) Interaction with learning materials: Interaction that generates when
students work on a particular medium such as textbook, audio programme,
discussion forum, etc. ‘Interaction with learning materials’ are not only
limited to digital learning materials but also non-digital learning materials.

ii) Interaction between students and teacher: The most common interaction
in the teaching-learning process. A teacher delivering instruction to his/her
students in the classroom is the ‘interaction between students’ and teacher.

iii) Student-student interaction: The interaction between a student with his/
her peers is ‘student-student interaction’. For example, while engaging in
a group cavity, students talk/discuss with each member of his/her group is
‘student-student interaction’.

You should design your classroom activities so as to promote the different types of
interaction in the teaching-learning process. Increased interaction helps students
to develop higher order thinking skills and meaningful construction of knowledge.
Congmin (2016), classifies the factors that promote classroom interaction into
two, that is general factors (proficiency level, character, age, motivation, etc.)
and cultural factors. Also, (Gebhard, 1998) describes five factors that helps in
making classroom interactive. They are as follows:

1)  Reduce the central position of the teacher.
i1) Appreciate the uniqueness of individuals.

iii) Provide chances for students to express themselves in meaningful ways.



v)

Give opportunities for students to negotiate meaning with each other and
the teacher.

Give students choices as to what they want to say, to whom they want to say
it, and how they want to say it.

You know that, today ICTs (technologies) are also used for teaching and learning.
We have already discussed that, teaching-learning can be made interactive with use
of ICTs (technologies). The mere use of technologies does not create interactive
environment in the classroom. There are various factors that can help you creating
an interactive environment in the classroom. They are as follows:

i)

iii)

Access to technology: Adequate access to technology can play a significant
role in planning, developing, delivering information and creating an
interactive environment. Technology includes a broad range of products
required to gather, store, and transmit information, such as such as computers,
websites, softwares, telephones, mobile phones, CDs, etc. Even though
access to mobile phones, internet and electronic media has exponentially
increased over the years across the globe, adequate and appropriate access to
technology is still limited and make it a reliable tool for conducting various
teaching-learning activities. The availability and quality of technology
is woefully inadequate in most pockets of the world. There are many
instances that suggest limited access to computers and internet facility in
many educational institutions thus, calling for more computers, age-friendly
software, high-speed internet facility and basic technological know-how.
Thus, ‘access to technology’ is one of the factors promoting interactivity,
which says, many students do not have access to ICTs like computers,
mobile devices, etc. Similarly, many educational institutions also do not
have adequate ICT facilities which hinder teachers using ICTs for teaching-
learning. So, in order to carry out ICT-mediated teaching-learning, there
should have adequate access to technology. Only when there is adequate
access to technology, teachers can create ICT-mediated environment and
this in turn can enhance interactivity in the learning process.

Content: Engaging and meaningful learning material/subject matter will
keep students focused and motivated, while irrelevant information may
deviate and demotivate them. To keep students more engaged and focused,
relevant and authentic videos, pictures, audios, figures, graphs, charts and
hyperlinks, etc., have to be incorporated in the relevant content. Reality
based scenarios have to be integrated in the text to make it more appealing
and immersive. Quizzes, puzzles, brain teasers, etc., can also be included
to make it interesting and engaging. This will also provide opportunity to
students to gauge their progress. But remember that, loading content with too
much text or visual has to be avoided as it might defeat the very purpose of
interactivity and result in boredom and disinterest and disengage students.

Engagement: Engagement is widely recognized as critical to the learning
process. The classroom atmosphere should be democratic in nature for active
involvement of students, freely expressing their views and anlsysing content
that they receive from the teacher. One of the important ways to increase
engagement of both students and teachers is to encourage ICT-mediated
learning environment as a main tool to conduct teaching and learning. ICT-
mediated learning environment can be developed and promoted by including
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weblinks in the content, that students can just click on, in order to learn
more about the topic, by integrating visual components in the presentations
that would make the topic appealing and eye-catching, and by including
videos to elicit instant responses, interacting and exchanging views/ideas.
Incorporating topics and events which are interesting would help to get
more attention of students. Also initiate debate and discussion that would
help facilitate exchange of thoughts and opinions among students. Sharing
resources and using hyperlinks would also help promote healthy interactive
learning environment. Ask questions, seek clarifications, observe, analyse and
interpret to enrich learning environment and increase interactivity. Students
motivation increases when their learning environment provides them all the
necessary requirements, for an ideal learning activity to take place. New
learning styles using ICT tools are to be adopted and promoted for making
teaching-learning an engaging activity.

iv) Collaboration: In collaborative learning, students learn by interacting with

others bye expressing their thoughts and opinions, solving problems and
observing how others think and learn and teaching each other reciprocally.
ICT has great potential for creating collaborative activities among the
students and for developing highly relevant generic skills, therefore, using
online forums for exchanging information, debating and discussing, and
encouraging students to resolve issues collectively. It also provides them
an opportunity to interact and to learn from each other’s experiences and
to explore any subject matter in detail within a group setting. It is always
advisable to work and re-work on the feedback that has been provided to
the students by their teachers and update the content. Always keep an open
mind and be open to criticism. This will help students to grow and progress
while they learn. Collaborative learning methods involves the spirit of
teamwork and assigns an important role to students, as main protagonists
in the learning process. This will not only boost student’s cognition but
make them feel a sense of control over what they are learning. Collaborative
learning encourages students to see situations from different perspectives
and create an environment where they can practice varied skills.

Check Your Progress 2

Notes: a) Write your answer in the space given below.
b) Compare your answers with those given at the end of the unit

1)  What are the different types of learner interaction in the classroom?

2)  Explain the five factors suggested by Gebhard, for making classroom
interactive.




3)  ‘Access to technology’ is one of the factors promoting interactivity.
Discuss.

Activities for Practice

1) Prepare a plan of teaching on any topic of your choice using various ICT
based tools. While designing the plan, give emphasis to the basic principles
of interactivity in communication.

2) Make alist of ICTs tools that help students to learn through collaboration.

3) Select a topic of your choice and design five objective based questions
related to that topic. How will you use technology to prepare and bring
element of interactivity in that questions.

2.5 MANAGING ICT-MEDIATED INTERACTIVE
COMMUNICATION

Classroom management is defined as a way of organizing the physical settings
of the classroom, students, resources and the equipments so that effective and
successful teaching and learning can take place (Saricoban & Sakizli, 2006).
Classroom management is an indispensable element of teaching-learning process.
Classroom management is affected by broadly three factors that is students,
teachers and school environment (Saricoban & Sakizli, 2006). Age, personality,
motivation, learning styles, personal needs, cultural needs are factors concerning
students while lesson planning, teaching styles teaching methods, teachers voice
and body language, communication styles, are some of the teacher factors. Some
of the school environment factors includes physical environment (such as seating
arrangements, audio-visual aids, etc.), social environment (such as teaching over
crowded and mixed ability classes, etc.) and educational environment (such as
topic taught, difficulty level, etc.). All these factors have an effect on the teaching-
learning process in general and interactivity in particular.

The field of ICT-mediated interactive communication is rapidly growing with
easy access to technology and ubiquitous high-speed internet. I[CT-mediated
interactive communication helps wide distribution, dissemination, exchange
and sharing of information via technology such as internet, satellite broadcast,
audio-video conferencing, webcasting, online and web-based learning, etc. [CT-
mediated interactive communication provides opportunities for fast, instantaneous
and active online interactions and engagements, effective transfer of skills
and knowledge and increased retention. The content be it in the form of texts,
visuals, graphics, videos, etc. has to be easily comprehensible, engaging, relevant
and timely. Element of feedback and technological support is of paramount
importance for creating supportive environment for [CT-mediated interactive
communication. In contemporary computer-based learning environment student
centric interactive activities ought to be embedded in the learning process so as
to develop meaningful understanding.
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How will you conduct and manage an ICT-mediated teaching session that
emphasize interaction between the teacher and students? For this, you should
equip yourself to plan, select technologies, organise, and execute an ICT-mediated
teaching session to achieve your desired goals. Planning, selection, organisation,
execution, etc., relates to the managerial skills of the teacher. And management is
necessarily a planned activity. So, you should have managerial skills for organising
an ICT-mediated teaching-learning environment to achieve the desired goals in an
efficient and effective manner. You are surrounded with many newer technologies
such as artificial intelligence, 3D printing, cloud computing, and so on. In other
Units of this Course we have discussed about various technologies that can be
used for teaching-learning. Selecting appropriate technology from the available
technologies require skills. In Unit 3 and 4, you will get an idea of various factors
to be considered for selection of suitable technology for teaching-learning process.
To manage and organise ICT-mediated interactive environment in teaching, you
should take into account the following broad factors:

i) Availability and access to technology: Many aspects of our life are
influenced by technology that can be defined as application of Science to
address the problems of daily life ranging from-agricultural practices to
electronic ways of computing, to tablets and smart phones and from steam
engine to the most cutting-edge robotic surgery tools. Though the examples
are endless, still everyone does not have access to technology. This uneven
access to technology often leads to inequalities creating a gap between
have and have nots thus, leading to digital divide. For example, students
of urban schools receive more exposure to technology than rural school
students, thus, dividing the society into those with technological knowledge
and those without. Therefore, conducting ICT-mediated teaching requires
minimisation of digital divide and make sure the availability of technologies
to each and every student so that they will be able to resourcefully engage
in the learning process. Therefore, you should ensure the availability and
access to technologies to effectively oragnise ICT-mediated classrooms. You
should also develop the skills to operate and apply technologies wherever
possible in your teaching sessions.

ii) Instructional design: Instructional design is defined as “systematic process
that is employed to develop education and training programs in a consistent
and reliable fashion” (Reiser & Dempsey, 2007).1t is the process by which
learning products and experiences are designed, developed and delivered.
A teacher is also an instructional designer with responsibility of designing
effective learning events, tasks, products and learning experiences. So,
whenever you develop instructional products, you need to take into account
instructional design theories /or models. Instructional design theories and
models are discussed in Course 134. An instructional theorist, Robert M.
Gagne’s nine learning events (or events of instruction) have been popular
among instructional designers. These nine learning events may be used
as a basis for developing an ICT-mediated interactive environment in the
following manner:

a) Gain attention of the learners: Ensure that learners are ready to
learn and participate in activities by presenting a stimulus to gain
their attention. Animated videos, quizzes, etc., can be used to generate
curiosity among learners about what follows next.



b)

d)

g)

h)

i)

Inform learners about objectives of the course: After grabbing
attention, focus should be on the learning outcomes. Inform the learners
about objectives/outcomes of the course to help them understand what
they are going to learn.

Stimulate recall of previous knowledge or learning: Help learners
make sense of new information by relating it to something that they
already know or something they have already experienced.

Present the content: Use different strategies to organize and present
content in a meaningful manner and provide explanation to make it
more effective. Scenario-based learning activities, interactive videos,
simulations, etc., can be used to keep the learners enthused and engaged.

Provide learning guidance: Counsel learners about various strategies
and available resources that would facilitate their learning. Learners
should be encouraged to use multi-device support such as laptops/
desktops or tablets/smartphones during their learning to enable them
to navigate or learn as they progress.

Elicit performance (practice): Activate learner processing to help them
internalize new skills and knowledge and to confirm right understanding
of the concepts. Focus on instructional design strategies that call for
adequate space for practice.

Provide feedback: Feedback is necessary for learners to know where
they stand and how can they improve their performance. Providing
instant feedback to learners help them assess and facilitate learning.

Assess performance: To evaluate effectiveness of the instructional
events, try to find out if the expected learning outcomes have been
achieved. Various tools like google form, kahoot, etc., can be used to
assess the performance.

Enhance retention and transfer to the job: To help learners develop
expertise, they must internalize new knowledge.

Also, you might have read about ADDIE model in Course 134. ADDIE model
can also be used while designing ICT-medicated teaching-learning resources.
So, you should make use of the instructional theories and models while planning
ICT-mediated teaching and integrate technologies to maximise the interactivity
during the teaching-learning process.

The Gagne's instructional framework also proposes three key learning principles-
Authenticity, Self-regulation and Reflection for designing effective learning
environment and then delivering in an interactive mode in a technology enabled
environment.

a) Authenticity: Learning activities based on authentic context and meaningful
and collaborative effort help to build expertise and knowledge through
various activities such as presentations, slide shares, video conferencing,
etc., in an ICT-mediated teaching-learning environment.

b) Self-regulation: Students are encouraged to participate in learning activities
that are self-motivated and self-directed. Such activities are designed to
encourage students to take control and actively participate in their own
learning. This develops their learning skills and focuses on building
independent learning culture. For example, case studies, discussions,
workshops, etc., can be organised.
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c) Reflection: This enable students to construct meaning from their experiences
by critically reflecting on their performance and assessing their own learning.

Let us now explain instructional design by taking an example of online learning
environment that could be developed involving activities that promotes
authenticity, self-regulation and reflection. To design a strategy for communication
with students, these principles could be designed and integrated as: students
would be allowed to choose their preferred activities in a given learning set-up
supported by online resources such as videos, templates, URLs, etc., enabling
them to make their own decisions. Self-regulation would be promoted by allowing
students to make free and open choices about a range of different learning tasks
for example project topic, team members, their team roles and responsibilities,
etc. This would enable them to make decisions about what skills they wanted to
develop. Authenticity can be promoted through the tasks that are meaningful,
engaging and perceived as having real world relevance such as project works,
case studies, real life examples, etc. A user-friendly website could be developed
where in which various learning activities and other related works and findings
could be put on display. The options for comments, feedbacks and suggestions
could also be included. Students would be encouraged to continually reflect on
their progress and be open to feedback and suggestions. Online feedback support
mechanism would help learners evaluate and monitor their individual and group
efforts and performances. Therefore, the instructional design has a big role to
play in designing the ICT-mediated interactive teaching session. You should try
to incorporate suitable technologies enhancing interactivity during the teaching-
learning process. Discussion forums, video conferencing, audio conferencing,
interactive video, etc., will help you to create an interactive teaching-learning
environment.

We have discussed that, technology supported learning activities should be
authentic and promote self-regulation and reflection which is very much possible
in a student-centric learning environment compared to content-centric learning
environment. In a student-centric activity, student is navigator and key decision-
maker. While the student’s interest and needs drive the activity, the teacher acts as
a facilitator who assists them in achieving the learning objectives. The learning
environment is open and students are free to navigate in search of content/learning
material that helps them to develop understanding with reference to the subject
matter. A student-centric approach is well aligned with constructivist learning
pedagogy which maintains that learners learn best when they actively participate
in learning and build own knowledge, rather than just act as passive recipients.
This is expected to lead better results. In content-centric learning activity, students
interact with content embedded in a learning system that runs either from a CD-
ROM on a stand-alone computer, or from a web-based system where content
resides on a remote web server and is accessed via the internet.

Time Available: Generally, the classroom hours extends from 40 minutes to one
hour. So, whenever you are planning the lesson (instruction), the time duration
must be kept in mind and learning activities involving interaction should be
prepared well in advance so that the classroom activities would be completed on
time. For example, let us think of a teacher delivering course through an LMS
platform. Here the teacher has to share the learning content which the students
will study themselves. At the same time teacher can also initiate discussion on
any topic in the discussion forum so that, it may help students to interact with
their peers as well the teacher. So, while planning to offer course through LMS,



the teacher should have an idea about the available time and accordingly decide
how much content will be transacted as text, video, audio and through discussion
forum, etc. Similarly, if you are planning a live lecture, you should keep in mind
the available time and distribute among lecture, interaction, feedback, etc. So,
ICT-mediated interactive teaching sessions needs to be planned well in advance
keeping in mind the time available.

Check Your Progress 3

Notes: a) Write your answer in the space given below.
b) Compare your answers with those given at the end of the unit

1)  Briefly explain Gagne’s nine events of instruction.

2)  What are the key principles of Gagne’s nine events of instruction?

3) Explain importance of students-centric activity over content-centric
learning activity.

Activities for Practice

1) Visit an educational institution and select any particular class. Conduct a
survey to identify the technology access among the students of the selected
class.

2.6 LET US SUM UP

Interactive communication has grown manifold with increase in ICT mediated
communication. Engaging in ICT mediated interactive communication has
brought revolutionary changes and has offered unprecedented opportunities to
integrate, enhance and interact with each other over a wide geographic area. It has
witnessed a phenomenal growth by opening diverse opportunities in multi-modal
communication styles and formats, and has entirely remodelled communication
and made it extremely interactive, instantaneous and dynamic. Interactivity,
flexibility and convenience have become order of the day. Access to technology,
basic technological skills, technological literacy, ability to navigate through ICT
supported environment, seamless data connectivity, cost-effective technology
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and relevant content would go a long way in developing and devising strategy
for communication with students and organising ICT-mediated teaching-learning
environment. A collaborative and supportive environment relies on interactive
content, tools and design. Use of multiple strategies can improve the accuracy
and efficacy of communication activities in different ICT-mediated interactive
environment and enhance their reliability and validity. As ICT-mediated interactive
communication has greater relevance in teaching-learning, in this Unit we have
discussed various aspects of interactivity in an ICT-mediated teaching-learning
environment.

2.7 UNIT END ACTIVITIES

1) Listthe various ICT-mediated interactive communication tools used in your
daily life. How these tools have affected your way of communication?

2) Is ‘access to technology’ uniformly distributed in your region ? Conduct a
survey and prepare a report .

3) Develop a presentation or slide show (minimum 10 slides) explaining role
of ICT in making teaching-learning an interactive process.

4) Selecta topic of your choice and develop a digital learning resource focusing
interactivity.

5) Discuss the benefits of ‘interactivity’ in educational communication with
examples.
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2.9 ANSWERS TO CHECK YOUR PROGRESS
Check Your Progress 1

1) Interactivity is a reciprocally active process allowing two-way flow of
information between the sender and the receiver. Or interactivity is the index
of the control and the level of participation of individuals in a communication
process.

2) Interactivity is classified as reactive, proactive and coactive. Interactivity is
also classified as high, medium and low level. Interactivity also takes place
in synchronous and asynchronous communication.

3) Engage students in learning process, helps in meaningful construction of
knowledge, motivates students, helps students to become active, removes
isolation of students in learning process, enhances creativity, helps to control
learning, promote self-learning, etc.

4) Refer Section 2.3.3
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Check Your Progress 2

)

2)

Interaction with learning materials, Interaction between students and teacher
and Student-student interaction

The five factors are as follows:

1)  Reduce the central position of the teacher.

il) Appreciate the uniqueness of individuals.

111) Provide chances for students to express themselves in meaningful ways.

iv) Give opportunities for students to negotiate meaning with each other
and the teacher.

v) Give students choices as to what they want to say, to whom they want
to say it, and how they want to say it.

3) Theteachers and students should have access to various technologies. Access
to technologies should be ensured to organise and execute ICT-mediated
interactive communication in the teaching-learning process.

Check Your Progress 3

1) Gain attention of the learners, inform learners about objectives of the
course,stimulate recall of previous knowledge or learning, present the
content, provide learning guidance, elicit performance (practice),provide
feedback, assess performance, enhance retention and transfer to the job.

2) The three key principles are authenticity,self-regulation and reflection.

3) In student-centric activity, students are active participants in the learning

process and interaction is more compared to content-centric activity.





