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Solution?

We created video modules for a C programming unit.
Students watch the videos to learn new concepts, see
concrete examples of them, and observe an expert
solving real problems. You can't do that in a book!

Students stay engaged

while watching the videos

by solving on-paper active learning problems and
doing follow-along coding exercises.

Every Class a Lab

Our students come to class primed to put what
they’ve learned into practice. We open the floor for
guestions at the start of class. Students then spend
the rest of the class period solving problems either
alone or In pairs. Students get expert coaching,
receive more Individual attention, and set their own
pace. Students focus on confronting their
misconceptions because we are immediately able to
help with tool problems and obscure error messages.

Assessment Plan

We are interested in these questions:
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ow does the new format affect perceptions of
class time and instructor effectiveness?
ow does the new format affect performance on

assignments and exams?

* Do assignment and exam performance correlate

with video viewing behavior?

Do students in the lower half of the class benefit

more from extra examples and mentored practice?
We are assessing nine sections of CS1 this year—four
taught traditionally and five via videos—using surveys,
grade data, and video download logs.
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What We Did

We began with classroom-tested examples
and slides, but simplified the slides to
reduce distraction.

We created short video modules to:
 Introduce concepts and

* Model the problem solving process

0 help students wanting more practice,
we created extra problem solving videos
beyond what we assigned.

Our recording environment included:
« Camtasia Studio
* PowerPoint
* Eclipse
 Wacom Cintiqg Interactive pen display
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Practice with Pointers

intx=3,y=5;

int* px = &x;

int* py = &y; .j =
printf("%d %d\n", x,
*pPx = 10;

printf("%d %d\n", x, y);

PX = Py,
printf("%d %d\n", x, y);
*px = 12;

. printf("%d %d\n", x, y);

INSTITUTE OF TECHNOLOGY

We produced 233 minutes of video, which
we are using for the final third of CS1.

To produce each video, we:

» Converted existing in-class quizzes

» Created presentation slides

* Recorded separate video segments for
slides and coding

 Combined and edited video segments,
adding music and credits (sometimes
re-recording short segments)

 Rendered MPEG-4 videos for posting

Fifteen minutes of finished video took
about 3 hours of effort from initial
planning to final production.

Current Status

Feedback from three video-based sections was mixed.
Instructors all found it beneficial. One wrote, “They
were a HUGE win for me and fit my style of teaching
perfectly...| don’t intend to do anything live In the
spring in C.” Students liked the convenience, setting
their own pace, and the additional work time in class.
However, they also disliked not getting immediate
answers to their initial questions.

Future Work

In the coming months, we will continue to collect
assessment data and will post the videos to YouTube.
Next, we plan to disseminate the results of the first
year’s study and add closed captioning to the videos.
Future directions include inverting a full course,
trying a fully self-paced version, and assessing the
effectiveness of videos as review material.
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