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A Case Study on Design of Theme-based Integrated Learning by Using
QR Code
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ABSTRACT

This research aims at suggesting a case of designing theme-based integrated learning
for usage smart media. New approach and direction for developing a gaming instructional
design was suggested which can encourage learners to participate in. Quest-based
learning, the learning environment design where learners conduct various
learner-centered activities, plays an important role of reinforcing the motivation,
promoting experiential and cooperative learning based on social interaction. The design
using QR codes has been proved to be able to offer the learner—centered learning
environment which includes social interaction strategy required for learners expanding
their cognitive structure, motivation enhancing strategy encouraging their consistent
participation in learning, complex problematic situation and scaffolding strategy
emphasized by constructivism. And it is expected to contribute to promoting the design
of theme-based integrated learning which is being demanded in the educational
environment recently by combining systematic design process and strategies.
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Concept of reflector[concept X remember]
Electric power station site[concept X use]
Electric power site caselconcept X use]

Writing reason for selection of electric power
site[concept X find]

3. Definition of Passive Technology
Technology understanding[concept X remember]
Technology case searching[fact X usel]
Condition understanding[fact X find]

4. Application of Passive Technology
Definition of adiabatic[concept X remember]
Adiabatic casel[concept X usel]

Important of adiabatic[concept X find]

Way for adiabatic[principle X use]

Waste of electric power[concept X remember]
Case of waste of electric power[fact X use]
Important of power savelfact X find]

Definition  of rooftop  greening[concept X
remember]

Rooftop greening caselfact X usel]

Selection site for rooftop greening[fact X usel
Important of rooftop greening[fact X find]
Important of windows direction[concept X
remember]

Comparison of energy conservation among the
south and north, east and west[fact X find]
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[Table 2] Instructional Process Strategy

Activity Strategies
Motivation .o . .
- * Providing mission via
Learning . .
.. multimedia
Objective

* Providing learning
objective via QR code
= Providing hint for recall
via QR code

Stimulate of
prior knowledge
Guidance for
Learning

Resource Search = Resource search with

Collaborative Smart phone
Learning * Information sharing,
feedback, and Interaction
via SNS
Learning Task * Collaborative learning for
Resolution resolving the mission

= Scaffolding be considered
learner level

Outcome making » Poster making with

/ Presentation Glogster

Reflection * Reflection paper
Expert feedback
Assessment = self-appraisal
Peer Review
Sharing via SNS
Communication
Co-Worker
Teacher R I >
Group
/1200 Sl Fish BAS Poslm
st 5718 e E 7 JES 3§17 9 Kellerd
EI-O
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