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 School:    Haugaland Upper Secondary School  
 Country:    Norway 

 
Case-studies:   
Digital textbooks, Dynamic use of Web 2.0, Lecture capture in the 
classroom, Low-tech Flipped Classroom and QR-codes in the workshop 
 
Introduction 
Haugaland Upper Secondary School, based in Haugesund, a town on the western coast of Norway, is a vocational 
school serving almost 850 students ages 16 through 18 or above.  Since 2010 the school has identified ways to 
boost the digital competency amongst the teachers and students. Despite the fact that many of the classrooms 
are equipped with interactive projectors and all teachers and students have laptops, many of the teachers still 
lack knowledge or are apprehensive in the usage of diverse technology in the classroom. The following case-
studies were initiated to try and counteract this apprehension and trial the use of new technologies in the 
classroom enabling non-ICT specialist teachers to experience the positive effects of technology on their students’ 
learning outcomes.   
 
Case-study 1:  Digital Textbooks – Do they really enhance learning? 
 
Context 
The use of textbooks is relatively small compared to the time students spend on their PC’s (SOTA-ref and own 
investigation). Norwegian students use computers a great deal with their schoolwork, and therefore is likely that 
a digital textbook will be appropriate. 
The problem for this case-study was then as follows: 

Will students increase their use of textbooks, and the efficiency of its use, if they gain access to a digital 
textbook with various digital means? 

To find the answer to these questions, a series of quantitative surveys, observations and interviews were 
conducted. 
 
Implementation of the case-study: 
This Case study project was implemented in eight VG1 (first year) Mechanical classes at Haugaland Upper 
Secondary school, in three different subjects; Technical Services, Production and Documentation and Quality.   
All eight classes were given access to a digital textbook. 
The digital textbook contained some digital tools such as an audio book, digital markers and a notetaking 
application. The digital textbook could also be downloaded to a mobilephone, tablet or computer, and thus also 
be used without Internet access. 
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Of the eight classes, one class was chosen to only have access to the digital textbook, and not the ordinary 
textbooks.  We conducted as mentioned several surveys before and after the students had access to the digital 
version.  Students who had access to both versions were asked to have in mind the digital version when they 
later responded to the closing survey. 
 
Aims and methods of the case-study: 
Preliminary / preparatory quantitative study 
Before we could measure the benefits of a digital textbook, we needed some data on how the use of the paper 
textbook was before the project.  We created a survey of eight questions that were directed to the use of the 
textbook in the three subjects. The questions ranged between the actual time spent using the textbooks and 
how the textbooks were used in the classroom.  We also included some questions that were aimed at the digital 
aids students would gain access to later in the project. 
We ended it up with these eight questions, with varying response options: 

1. How often do you use your textbook program of the week? 
2. How many tasks from the textbook resolve in a week? 
3. How much time do you spend on the textbook at home a week? 
4. How often do you forget a textbook for teaching? 
5. Do you read the textbook on the way to and from school, for example. in bus / car? 
6. Do you make notes or "regulation out" parts of the textbook? 
7. Do you miss the opportunity for audiobook of the textbook? 
8. Do you use your computer to take notes as you read the textbook? 

The survey was conducted in four of the eight classes that had access to digital books. The survey results were as 
follows: 
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Qualitative interviews 
Five students from two different classes were interviewed by the project manager to get complementary 
information on the above findings, in case the data would later prove to be inadequate.  Information from the 
interview rounds proved to largely confirm the findings from the quantitative survey, with the exception of 
Question 4.  After the interview round Question 4 was addressed: 

  
 
Postliminær / closing quantitative study 
After the students had access to only digital textbooks for four months (February to May), a new survey was 
carried out based upon the data collected from the start of the project.  Again 8 questions were formulated, with 
varying response options: 

1. How often do you use your textbook program of the week? 
2. How many tasks from the textbook resolve in a week? 
3. How much time do you spend on the textbook at home a week? 
4. Do you prefer the digital rather than the ordinary textbook? 
5. Do you read in the digital textbook on the way to and from school, for example. in bus / car? 
6. Do you use the available tools to take notes, or "yellow out" in the digital textbook? 
7. To what extent have you taken advantage of the opportunity for audiobook in the digital textbook? 
8. Do you take notes when reading in the digital textbook? 

The survey results were as follows: 
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Findings from the case-study: 
Use of the textbook declined: 
If we compare the answers from questions 1, we see that the use of the textbook has declined since the 
introduction of digital textbooks.  The next question shows that the number of tasks from the textbook being 
resolved, has also declined.  The use of the textbook at home has also decreased considerably.  This may be 
associated with the last survey conducted in May, ie towards the end of the school year where productivity 
often is reduced. On the other hand, we confirmed both through interviews, and question number 4 that the 
students found the digital version more "unavailable" and that they therefore used it less.  This inaccessibility 
also led to the use of the textbook, for example in the bus on the way to/from school, falling from 12.5% to 5% 
(question 5). 
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Moreover, we also see that students who used the digital tools liked the memo function and audiobook function 
as one could expect.  In the preliminary study, we saw that 35% of students took notes from the textbook or 
"highlighted" parts of it.  In the digital textbook, the students had access to both the notetaking features and 
highlighted text, but from the final survey it showed that the students did not utilise these tools.  Only 7% of the 
students confirmed that they have used them. We see the same with the audiobook tool in the digital version.  
22.5% of students stated in the preliminary investigation that they missed an opportunity for an audiobook 
version. Nevertheless, only 10% reported that they used the audiobook tool often.  In the interview round the 
students confirmed this result stating that they found the tools "unavailable". 
 
Conclusion: 
The digital textbook proved, in our case, not to be a success for our students with regards to it’s use.  
Nevertheless, we can not say anything about whether the learning outcomes of our students have increased (or 
decreased) with the introduction of the digital textbook.  To answer that question a much larger and more 
thorough investigation is needed.  It is nevertheless conceivable that when the amount of time spent on learning 
materials goes down, also the learning outcomes must be reduced. 
 
In our study we used digital textbooks in three subjects.  These digital versions are produced by the same 
publishing house, and were similar in design and features.  One could question the likelyhood of whether or not 
another digital textbook from another publishing house would get different results.  Nevertheless, we can say 
that the digital textbook our survey is based upon, was a well-functioning textbook with modern tools (e.g. 
audiobook and "off line function") that the students’ were interested in.  Thus, we must conclude that our 
results are adequate and representative for this peer group. 
 
Finally, we therefore conclude that students do not have a huge benefit from having access to a digital textbook 
(as we had initially anticipated).  The use of the textbook did not increase (in fact the use was reduced), and the 
student’s utilization of the benefits of having a digital textbook were not apparent.  Considering that digital 
versions of textbooks often inflict schools an extra cost, we would therefore not recommend the investment. 
 
 

Case-study 2:  Dynamic use of Web 2.0 in the classroom 
 

Context: 
At Haugaland Upper Secondary School the range of teacher confidence in use of technology varies from the 
survival level to the innovation level.  In June 2014 only one third of TIP (Technical engineering) department 
employees admitted that they were competent to utilise most functions on It’s Learning (the school’s LMS) on a 
daily basis since early 2000s.  As Haugaland Upper Secondary School constantly strives for lifting achievement, 
values and teamwork, we have drawn attention to technology-based learning that would have significant impact 
in the manner of teaching.  Web 2.0 tools generate a new twist to the traditional tuition by letting students 
create, collaborate or share: “Tell me and I forget, teach me and I may remember, involve me and I learn.” 
(Benjamin Franklin)  
 
Implementation of the case-study: 
Since 2009, the teacher involved in the case-study has taught English and Social Science classes working with ca. 
15 students or fewer in each class. As the policy of every state-run Norwegian upper secondary school states 
that every student must have his or her own laptop computer in the lessons, she has practically dealt with ca. 
1000 digital natives, aged 16 through 18 or above. The schools’ classrooms are equipped either with projectors, 
smartboards or Epson interactive projectors. Nevertheless, the digital literacy varies from student to student. 
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Initially, she began using a few Web 2.0 digital tools in 2010 and was mainly driven by the genuine curiosity and 
the sense of digital void or lack of expertise in technology-based teaching at that time.  Her focus has mainly 
been upon exploring dynamic ways of teaching English with Web 2.0. tools and assessing the impact upon the 
learners’ achievement.  As part of the LOGGED-ON team at Haugaland Upper Secondary School, she directed the 
focus from the digital tool itself over to the purpose of the activity that she had intended to reach with help of a 
digital tool(s).  She firmly believes that the role of a digital tool should predominantly be directed to the 
enhancement of the learning process, and not applied for the sake of the software use itself.  
 
Since 2010, the teacher has utilised a considerable range of Web 2.0. tools in classes, comprising the foundation 
& intermediate course students of various departments at Haugaland Upper Secondary School, extra-mural 
students for the regional county competency center and more than 100 maritime students, aged 19 through 50, 
at Stord/Haugesund University since 2015.  In addition, she has attempted to explore effective ways of 
teamwork with help of Web 2.0. tools.  By involving approximately 25 colleagues in her case study where they 
utilized a digital tool(s) during the meetings. During four ICT workshops since 2015, tailored for 30 participants, 
various digital tools were also utilized.    
 
Three external stakeholders have also been involved: the Department Head from Odda Upper Secondary School 
in Norway and two students from False Bay TVET College in Cape Town, South Africa. 

 
Aims and methods of the case-study: 
In this particular case-study we have attempted to utilise various digital Web 2.0 tools in order to generate the 
technology-based learning in the lessons. The following aims were considered: 
 

● To engage students in their own learning with interactive lessons 
● Enhance language skills 
● Offer user-friendly and educational digital tools 
● Create digital stories beyond the scope of pen and pencil 
● Stimulate their imagination and spark creativity 
● Motivate students by triggering their interest 
● Capture their attention with multimedia options 
● Encourage shy and introvert students to participate and collaborate 
● Engage students in more advanced cognitive activities 
● Let students rise to a challenge 
● Let students participate in a “global classroom” - foster the worldwide collaboration amongst peers 
● Boost effective discussions during a teachers’ meeting 

 
 
The methods used comprise of observations and findings after experimenting with classes. Questionnaires via 
SurveyMonkey and It’s Learning (LMS) have also been undertaken.  In addition two classroom observations, 
implemented by two colleagues under the Lesson Study Project, were carried out in 2015 and 2016.  Last but not 
least, interviews with students have been conducted. 
 
Findings from the case-study: 
The following feedback was received from students.   
As regards the positive aspect of the case study, some students have concluded: 

1. “The tutor goes through the teaching material thoroughly. She ensures that everyone participates”. 
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2. “She is very interactive and attempts to create a lively learning environment”. 
3. “Engaged in teaching and cross-linguistically robust”. 
4. “Interactive tools and quizzes, etc”. 
5. “This was a new experience for me to present with a video.  A new way of learning and spelling.” 

 
 
As regards the negative feedback, the following criticism was received: 

1. “The students are expected to use different digital tools in a lesson that can be a bit confusing”. 
2. “As regards Kahoot quizzes, they are only for mapping knowledge and little educational.” 

 
The teacher herself comments that during the course of the case-study she has acquired the growth mindset and 
became inspired to vary her teaching practice.   
 
The charts below are grouped according to the four cognitive processes, based on how people learn: Attention, 
Encoding, Storage and Retrieval.  By investing a 100% effort into the research of indispensable digital tools for 
teaching English, Social Science and Maritime English, she has concluded the following: 
 
The following Web 2.0 tools have been tested and selected as appropriate digital tools for the first stage of 
learning which entails raising awareness, brainstorming and getting attention. 
 

No. WEB 2.0 TOOLS FEATURES 

1 

 

Effective, user-friendly, sparks interest and creativity, 
lasts for ca. 30 sec., entertaining with music, images and 
sound with a professional touch 

2 Word clouds for brainstorming: 
WORDLE and TAGXEDO 
 

Capture students` attention with a fancy design; motivate 
students by triggering their interest and prepare the 
students for brainstorming; user-friendly, enhance 
language skills; can be used as a wallpaper on Padlet. 
Tagxedo is fancier because of the selection of various 
wordcloud shapes. They can be created in Internet 
Explorer, but not in Google Chrome. 

3 Map comparing tools: 
Comparea.org, MapFight, 
OverlapMaps 
                                      

Amusing manner of discovering the actual size of 
countries; user-friendly, triggering interest in learning 
more about the countries in question; ideal in English and 
geography lessons 

4 Making groups of students To divide the class into various sized groups; the Random 
Team Generator is a simpler, more efficient tool than the 
sophisticated TeamUp. 

5 

random.org              

Random.org is a handy tool to promote the student’s 
initiative to perform in a situation where there are no 
volunteers. 
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6 

Padlet                        

Ideal in lessons and team meetings for brainstorming, 
collecting information and sharing. User-friendly, a fancy 
manner of posting sticky-notes on a wall in real-time. It 
encourages shy and introvert students to participate and 
collaborate. 

 
The following tools are considered appropriate for encoding the learning material. 
 

No. WEB 2.0 TOOLS FEATURES 

1 

 

A perfect tool for building the vocabulary; user-friendly 
with 7 automatically generated activities after you have 
created a glossary list. All four cognitive processes are 
involved. Enjoyable. More than 8 million glossary lists to 
borrow. Examples: https://quizlet.com/subject/guntad/ 

2 

Thinglink                          

For creating interactive images and videos; either to 
expand the vocabulary or provide factual information by 
embedding a story or link, hidden under a symbol; user-
friendly.  

3 Web-Based Collaborative Real-
Time Editors 

 

   

Google Docs/Slides work well with those who are serious 
about collaboration; challenging during the first few times 
due to the breach of netiquette by a few students, e.g. 
deleting the exercise or posting pornographic images. The 
more often Google Docs/Slides get utilised, the easier it 
gets to set the students` minds onto the actual task. The 
“Old School” students would rather discuss the issues 
orally than collaborating in Google Docs/Slides. The 
digital natives find it amusing to work in real time. To 
refresh the document when dozens of people are 
simultaneously collaborating, may be annoying in order to 
see the latest changes in the Google document. However, 
Google Docs/Slides offer more functions than 
http://samskrive.ndla.no/ and TitanPad which are meant 
only for text-writing in real-time. Identical to the former 
Etherpad. Padlet is the best tool in a seminar/ a lesson  
where short answers are to be posted. 
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4 Web-Based Collaborative Real-
Time Editors 
 

 
 

 

Storybird, a collaborative tool to create an individual 
story / poem or a class story about the theme of their 
own choice; a wide range of artwork offered from 
different illustrators in the art gallery one may choose 
from. An entertaining tool to create digital books. To 
expand the writing experience you may find 
http://writingexercises.co.uk/plotgenerator.php an 
engaging tool to generate ideas for writing a story 
 
WIKI is a complex digital tool for creating digital books. 
Writing in a wiki does not happen simultaneously as in a 
Storybird when collaborating. Suitable for teachers to 
create a well-structured interactive teaching material. 
 
Prezi offers the students and teachers creative ways to 
make an interactive presentation in an amusing manner. 

5 

WordSearch           

A stimulating activity to boost the vocabulary; ideal for 
teenagers 

6 EdPuzzle 
 

 

The easiest way to engage the students with videos that 
can be cropped and have embedded questions of three 
variants and voice upload. The favourite tool for students, 
especially ideal in a rowdy classroom. Efficient 
assessment platform. Ideal for a flipped classroom. More 
info 
 

7 Video conferencing tools 
 
 

 
 

 

Appear.in, Skype, JoinMe or Google Hangouts change the 
ways we interact and acquire the knowledge. The benefit 
for Appear.in is that no login required and no installs - 
invited in just by a link. Max. 8 people can video 
conversate for free. When I held a meeting with my 
colleague via Appear.in, the conferencing was successful, 
but it does not offer the text chatting function and 
screenshare is only mono. JoinMe is a more complicated 
tool because the host needs to install the software and 
the free version has limitations, as well as login required. 
Therefore, Skype has been used for conferencing sessions 
with public stakeholders nationally and internationally to 
bring the world into the classroom. It is advisable to 
generate the questions on a  Padlet and send its link to 
the stakeholder. After having arranged the time for 
skyping, the student/-s asks the prepared questions, as 
well as some additional ones. The notion of relevance, 
interaction and socialising beyond the classroom let 
students rise to a challenge. 
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8 Getting answers from the  
global community   
  

 

Quora, a useful site both for teachers and students where 
one can ask questions and get answers from people 
round the world. 

 
 
The Storage stage can be amplified with the following digital tools: 
 

No. WEB 2.0 TOOLS FEATURES 

1 Essay Map 

 

Essay Map helps students structure their thoughts and 
sort out the outline for their essay or article. User-friendly 
and the filled-out essay map can be printed out. 

2 Mindmaping More academic students have found interest in utilising 
mind maps. Some practical students struggled to sort out 
their thoughts in a concise manner.  Mindomo, 
Mindmeister and Coggle are suitable for brainstorming or 
to be created prior to a speech or writing an essay.  
The beauty of these tools is that one can easily collaborate 
by inviting the classmates to join in. User-friendly. Apart 
from text, one may add videos, pictures. Coggle might be 
more attractive and simpler to use. 

3 Cloud-based storing platforms 
 
 

Dropbox, Google Drive, whereas Pocket is ideal for storing 
websites. 

4 

 

 

Screencast-O-Matic works well for all ages; easy to record 
and upload; duration up to 15 min. Ideal for 
presentations, oral feedback or making an instructional 
video.  Screencast-O-Matic is better than Jing because Jing 
records max. 5 min. 

5 Fancy slides 

 

Venngage, a free infographic maker, is handy tool for 
tutors to make the slides more appealing and reader-
friendly. The students have not tested it yet, but I have. 
Prezi does not offer the infographic feature, but its layout 
gives you an incredible experience of viewing a 
presentation. 
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6 Collecting ideas 

 
 

 
 

 
 

 

Tricider is an effective tool to collect ideas and vote in a 
social science lesson, an English lesson or a teachers’ 
meeting. Easy to use and sort out arguments in a highly 
coherent manner. 
 
Tackk is the site where you collect the information, 
comprising a text, images, etc. and make a long poster 
with a lovely background. You can customise your poster 
with wallpaper of your choice. You may share it with the 
whole world. It is one of my favourites. 
 
Padlet surely belongs to this category, but it does not have 
the voting feature. 
 
Poll Everywhere was also used to collect ideas, but they 
showed up in a stream. As the answers get collected on 
the teacher’s account, the students do not have access to 
it. Therefore, the collected material needs to be 
downloaded and provided to the students. Thus, it is less 
effective for collecting information for others. 

 
 
For the fourth cognitive process, retrieval, the following Web 2.0 tools can be used. 
 

No. WEB 2.0 TOOLS FEATURES 

1 A free game-based  
learning platform 

 

Kahoot, popular for its quizzes, retrieves the knowledge 
in an amusing manner. The results can be downloaded 
for the record. The majority of students love it, but those 
students who learn best at their own pace, find it 
annoying because the time limit is short for each 
question. All students participate. 

2 FREE Student Response Systems 

 

Poll Everywhere and Plickers require that the teacher 
has uploaded the question/-s on their sites. As a global 
response platform,  Poll Everywhere is anonymous 
(honest responses), practical, user-friendly and fast. It 
helps the teacher consolidate all students’ responses via 
any mobile phone (SMS), smartphone, tablet or PC. The 
shy students can actively participate in the classroom 
work. In TIP classes all students participated, whereas 
students from Health and Social Care Department and 
Sales and Service Dept. participated partly. As Plickers 
collects real-time formative assessment data without the 
need for student devices, the multiple-choice answers 
must be registered on Plickers beforehand. The students 
admitted that they liked to use the Plickers’ cards.  Poll 
Everywhere questions can be assigned to new classes; 
therefore, the teacher may easily save time. Students 
liked to use http://www.strawpoll.me/ themselves to 
create instant real time polls for free. Simple and user-
friendly. 
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3 

 

CUBE CREATOR, a practical tool, motivates students by 
triggering their interest, enhances language skills and 
fosters social interaction. Teenagers enjoy working with 
the cubes. 
 

4 Pie charts 

 

https://www.meta-chart.com/pie allows the teacher to 
show the students either their qualitative or quantitative 
results visually if it is appropriate. 
 
 

5 SLIDEDOG 
 

 

Presenting presentations live and operating the slides on 
the screen via a smartphone. The students can post 
questions and chat during the presentation. In addition, 
the exit ticket or the feedback from the audience is also 
included in this downloadable software. The 
disadvantage is that the Microsoft Office Word 
document/-s must be downloaded on the computer in 
order to work in Slidedog, i.e. it would not work via the 
flash drive. There can be delays in uploading of all the 
teaching material for the lesson. Once two PowerPoints 
were not able to be uploaded onto Slidedog for the 
same session. Otherwise, it is a modern manner of going 
through a lesson plan effectively. 
 

6 Comic strips, animations 
 

 

GoAnimate (animated videos) and Stripcreator (comic 
strips) are suitable for elementary and pre-intermediate 
English learners; great for homework. They are based on 
the KISS principle. Despite the concise feature, they 
enhance language skills and spark the imagination 
because it is fun to create / read / listen to their 
characters. The creative process may be time-
consuming.  
 
Other resources: 

● www.makebeliefscomix.com/ 

● www.wittycomics.com/make-comic.php 

● www.stripcreator.com/make.php 

● http://www.pixton.com/uk/ 

● www.pixton.es 
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● http://superherosquad.marvel.com/create_your
_own_comic 

● www.toondoo.com/createToon.do 

● http://stripgenerator.com/ 

● www.cursosdedibujos.com/es-curso-de-dibujo-
online-comics-manga/ 

● http://www.teachingenglish.org.uk/language-
assistant/teaching-tips/using-cartoons-comic-
strips  

● http://goanimate.com/ 
● http://www.digitalfilms.com/ 
● http://voki.com/ 
● http://www.wideo.co/ 

 
 

 
 
Conclusions: 
In conclusion this case-study has had many benefits.  The teachers involved have used many hours identifying, 
testing out and trialling the Web 2.0 tools shown above.  Of course, the list is not exhaustive, and many new 
tools are put on the market daily.  At the same time, we have experienced (unfortunately) that some of the tools 
that were identified as very useful in the beginning no longer exist due to lack of support or the website closing 
down.  The idea behind using Web 2.0 tools is again not for the benefit of the teacher but to enhance the 
learning of the student.  By using Web 2.0 tools the students can more easily collaborate with one another and 
be productive.  It is not the tool itself rather the learning process that is generated while using the tool that is 
the focus. 
 
A number of “pointers” have arisen during the case-study and while the aims listed under the “aims and 
method” section have been achieved, we would like to highlight a few pitfalls with the use of Web 2.0 in the 
classroom. 
 

● When there is either no Internet access, poor Internet connection, lacking the laptop or the laptop is 
outdated, the technology-based lesson may easily become a flop. 

● Outcomes differ - it depends on the maturity, interest, mood, expertise of students. 

● Digital natives are more flexible at utilizing the digital tools. The middle-aged/older students at the 
Faculty of Maritime Education were less reluctant to use some applications.  

● Applying more than two Web 2.0 tools in the lesson tends to be too confusing for some students. 

● It is common that some students sabotage the real-time activities.  After three or four times and a 
serious talk about netiquette, this may not be a problem anymore. 

● Diverse digital tools should be applied with caution because each new tool requires quite a deal of the 
mental capacity to adapt to the new learning style. 

● The teacher’s determination for academic success and expertise in utilizing the tools are essential. 

● The majority of digital tools are creative and dynamic aids that promote the learning process. 
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Case-study 3:  Lecture capture in the classroom 
 
Context: 
More than 6000 children in Norway are too ill to attend school over long periods.  This equals one empty desk in 
every fourth classroom.  According to the Norwegian Directorate for Education and Training, social isolation 
amongst children leads to poor development of identity, low self-esteem, serious depression and social 
insecurity.1   
 
At Haugaland Upper Secondary school we have at least one such student that is too ill to come to school and yet 
has the right to an education.  We needed to find a way for this student to participate in the “classroom 
experience” while being at home.  Flipped classroom was one option, but this only brings the teacher’s voice 
home to the student.  We felt that we needed to bring the whole class home to the student and let them feel 
part of the collective.   
 
 
Implementation of the case-study: 
In order for the student to experience the 
“classroom” we needed a method that was 
simple in its execution so that the “device” did 
not disturb the class or the teaching/learning.  
The class chosen consisted of 30 second year 
students training to be child and youth workers.  
Sometimes they were one large group while at 
other times they were divided into two smaller 
groups of 15 each.  The subjects being taught 
were a combination of program and core 
subjects (ie. Norwegian, English and Social 
studies). 
 
The device we opted for is an iPad connected to a 
“Swivl”.  The Swivl device is a smart camera-
mount that moves/follows the teacher as they 
move about the classroom.  The teacher wears a 
lanyard and tracking device (marker) that acts 
also as microphone and remote control.  The iPad is connected directly to the Swivl either via Bluetooth or a 
cable.  This ensures the sound is transferred clearly and continuously.  Film footage is stored directly in a 
dedicated app on the iPad and can be uploaded to the Swivl cloud to be shared with students and other teachers 
as desired (password protected). 
 

                                                
1 http://www.udir.no/laring-og-trivsel/laringsmiljo/psykososialt-miljo/Relasjoner-mellom-elever/Sosial-faglig-og-emosjonell-utvikling-og-laring/  



 

LOGGED-ON Case-studies - Norway Page 15 of 20 

The student that is unable to attend classes 
can easily and at their own discretion watch 
the footage, pause it rewind and playback the 
lessons much the same as in a flipped 
classroom environment.  The advantage of 
the Swivl approach is that the co-student’s 
comments and engagement in the classroom 
are also available for the student at home.  
 
For many of the lecturers this was a new way 
to teach and we decided to start with one 
teacher that felt comfortable in being 
recorded.  Gradually as the remaining 
teachers saw how easy it was to set up and 
the benefits for the student at home they also 
began to see the advantages.  The students in 
the classroom were at first a little 
apprehensive, however they soon forgot 

about the device and acted as “normal” students. 
 
 
Aims and methods of the case-study: 
The main aim of this particular case study was to find a simple and easy to use recording method that could 
transmit both synchronous and asynchronous to a wider audience. 
 
The following criteria were important: 

1. The device had to be simple and quick to set up 
2. The device had to be portable (used in a variety of rooms)  
3. The sound had to be of good quality 
4. The video had to be readily available for offline use 
5. The video could be stored for later use (revision) 

 
The Swivl device complied with all the above requirements and we were successfully able to record the lectures 
and upload them to the cloud so that the student could see them at home.  We interviewed the student after 
two months of use and asked her about her response to the project.  We also interviewed the teacher whose 
lectures were recorded to find out how she felt about the device and any changes she would like to make.  
 
 
Findings from the case-study: 
After talking with the student, we found that while 
the video recordings were ok when the teacher used 
a PowerPoint presentation, sometimes she had a 
hard time reading what the teacher had written on 
the whiteboard.  We changed the position of the 
camera placing it more in the middle of the room 
directly in front of the whiteboard and this helped 
with the recordings, although it became rather 
obtrusive for the class students.  The other response 
from the student was that while the teacher’s voice 
was very clear because of the lanyard marker the 
teacher wore, she was unable to hear most of what 
was being said in the classroom generally.  If there 
were discussions that the class participated in, she 
was unable to hear their comments.  This proved to 
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be quite frustrating for the student and meant that she was less likely to use the recordings because of long 
periods of “silence”. 
 
The teacher’s response on the other hand was very positive.  She felt that the equipment was easy to set up and 
operate (after a period of trial and error).  The ability to upload the recordings to the Internet was also very 
simple and effective. 
 
 
Conclusions: 
In conclusion, we would like to continue trying 
out the Swivl device and make some necessary 
changes to provide better sound/recordings of 
the class students discussions.  While this is easily 
possible with the purchase of more 
markers/microphones that can be placed around 
the classroom, the “ethical” dilemma still needs 
to be addressed.  The students must give their 
consent for their discussions to be recorded and 
“made public”.   
We are still deciding the best approach for this. 
 
After trying out the equipment we would 
recommend the Swivl device for it ease of use 
and connectivity to the Internet for publication of 
the films, however it is best placed in the middle 
of the classroom in front of the white/blackboard 
for best results.  If possible, we would 
recommend the device be purchased with multiple of markers that can be placed in the classroom enabling the 
class discussions to be more clearly included on the lecture recordings. 
 
 
Case-study 4:  Low tech Flipped classroom 
 
Context: 
Most teachers in school today have encountered the term “Flipped classroom” in one or another context. There 
have also been conducted a series of courses and initiatives in this relatively new teaching method. 
 
This case-study will not get into the methodology of the flipped classroom, but rather look at how most teachers 
can make use of it in school life. 
 
Many agree that the Flipped Classroom method is effective and has much going for it in the modern school 
environment. Many educators create ambitious plans for using the method in their teaching, but these plans 
often dissipate after a short time. Primarily the method looks like it will gain a foothold among a few enthusiasts. 
 
The reason for this may be many, but it would be natural to believe that it stems from a cost-benefit ratio. How 
much work you have to put down in planning and preparation in relation to the educational gains? As mentioned 
it seems that most people see the benefit of being in the method. If the starting point in this, it is natural to 
believe that the challenge is the workload of the individual feels one must lay down in advance of 
implementation. 
 
Of course, one can find programs and videos others have made today, but the basic idea to reverse the teaching 
is that this practice will be most relevant and personal, when the lesson is produced by the teacher students are 
taught by daily. 
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The challenge then becomes how to have a production process that requires as little labour as possible? For 
those who master new technology and software this maybe not a problem, but most teachers want the lowest 
possible technological threshold.  This in turn results in a more likely use of reverse lessons over a longer period. 
 
The focus must not be on the technology, but on the content.  There appears that a non-fancy and a bit 
unpolished final product has little impact on the educational gains, but even more for the method's lifetime. 
 
 
Implementation of the case-study: 
Over a two-year period of teaching mathematics in the school’s mechanical department, the mathematics 
teacher used flipped classroom with students in several classes. These have been relatively small classes of 
around 15 students. The teacher tried a wide variety of solutions for the production and publishing of 
instructional videos, with varying requirements for technical know-how. 
 
On several occasions, there were also held half-day courses for staff at the school presenting flipped classroom 
as a teaching method. The teaching staff got to try different tools and software for video production. 
 
 
Aims and methods of the case-study: 
Through conversations with the students and classroom observation of these students, the design of various 
instructional videos has been evaluated with regard to the student’s perception and learning outcomes. 
 
From the experiences of the staff and their teaching it has been considered what is most likely to have a lasting 
change on their teaching practice. 
 
The aim of this case-study is to see how easily the low-tech flipped classroom can be created and whether one 
can produce good enough teaching materials using readily available aids such as: 

• A smartphone 
• Photo frames 
• Something to write on (e.g. sticky notes) 
• A YouTube account 

 
 
Findings from the Case-study: 

• Student’s benefit from reverse teaching seems not to be affected by the video's aesthetic and technical 
design. 

• Teachers with a high degree of technical expertise and enthusiasm are far more likely to make use of the 
method. 

• After completing training in reverse lessons using more advanced technical solutions most teachers do 
not continue with the method. 

• Training in low-tech flipped classroom significantly increases the likelihood for implementing reverse 
lessons in the classroom. 

• Using simple tools that most teachers already are familiar with requires small investments in technical 
equipment, software and training. 

• Even low-tech flipped classroom has little or no value in classes without motivational methods. 
 
 
Conclusions: 
It seems reasonable to conclude that if the reverse teaching will spread as a method in a teaching staff, each 
individual teacher must discover that the educational benefits are proportionate to the required time and effort 
to produce teaching materials. 
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Through the sharing of experiences and systematic staff training it will be possible for far more teachers to 
realize the benefits of the method and realize that one can implement reverse lessons with simple technical aids 
that most people already have access to. 
 
 
Case-study 5:  QR-codes in the workshop 
 
Context: 
Haugaland Upper Secondary School has recently 
unveiled a brand new automotive workshop in the 
Technical and Industrial Production (TIP) Department.   
In January 2017 the class teacher, and the English 
teacher initiated an idea to integrate QR-code 
technology in the workshop lessons. The initial idea was 
to let students produce a few instructional videos in 
English about the process of aligning the wheels and the 
four-wheel aligner itself.  The class was assigned to make 
instructional videos that could be applied in teaching of 
the classes in the forthcoming years. The generated QR-
codes for the instructional videos were meant to be 
exhibited on the wall nearby the equipment in question 
in the automotive workshop. 
 

QR-codes were not common at school as the students are not generally 
allowed to use their smartphones during a lesson, unless there is an 
activity where the smartphone usage is indispensable. QR-codes are not 
integrated at the leadership level either, e.g. the announcement boards 
and the team room doors do not exhibit any QR-code posts that can 
inform visitors about the school premises or events.  The QR-code 
possibilities have not been employed to its fullest yet. Thus, our project 
turned to be considerably innovative in Spring, 2017. 
  
 
 
 
 
 

 
Implementation of the case-study: 
After having assigned the task (See slide 3-6) to the students, the 
students were divided into four groups.  Logistically, it was possible for 
two groups, simultaneously working in the workshop, to shoot the 
video. Because there were only two four-wheel aligners available in the 
workshop the other students waited until the next lesson to complete 
their video. 
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The creative process turned out to be rather difficult because in the course it was more reasonable to divide it 
into two parts: the draft, followed by feedback and the finalized version.  The final version was then assessed by 
the automotive teacher and English teacher. 
 
The idea was that the students would use their personal smartphones to shoot and edit the videos.  For many of 
the students they were familiar with creating films on the mobile phones, however some were not used to 
editing the films afterwards.  These students were therefore taught the basics of film editing.  Many of the 
students were not familiar with QR-codes and were taught the easy steps of creating the codes after their films 
were uploaded to their YouTube accounts created as part of the exercise. 
 
 
Aims and methods of the case-study: 
 
The following aims were considered: 

• Engage students in their own learning 
• Enhance vocational language skills 
• Offer user-friendly and educational digital tools 
• Stimulate their imagination and spark creativity 
• Motivate students by triggering their interest 
• Encourage shy and introvert students to participate and collaborate 
• Let students rise to a challenge 
• Let students experience the relevance of their work 
• Let students take initiative and responsibility for their actions 
• Generate the determination, endurance and boost creativity  

 
 
Observations of and interviews with the students were used in assessing the success of the project. The students 
were offered the “Learning by doing” method after the first phase of the project, i.e. the draft, followed by the 
feedback. The students also watched all the drafts to learn from each other and improve their versions if 
necessary.  
 
 
Findings from the case-study 
Both the teachers and the students are delighted with the outcome of the QR-code project. The students 
admitted that they felt proud of having their works exhibited in their workshop for the future students. The 
relevance of their work was the driving force to complete the project. 
 
The video editing program iMovie (Apple) was the most productive video-creating software that the students 
used. It was worth investing several weeks for both phases of the project to achieve remarkable results. 
 
During video-making, the students improved their general English apart from their vocational terminology, 
related to some grammar aspects and pronunciation. All in all, the communicative and psychosocial skills were 
also essential to collaborate in a team. 
 
The effects of the QR-code display in the automotive workshop can be assessed at the end of the next school 
year when the new students will deploy them in their workshop practice. 
 
 
 



 

LOGGED-ON Case-studies - Norway Page 20 of 20 

Conclusions: 
 

● The aims, listed under the “aims and methods” Section, were achieved to a large extent. The success of 
this project depends on the right logistics and the determination of the whole group. 

● QR-codes are creative and dynamic aids that promote the learning process for their recipients. 

● Relevance and determination are two essential motivators / ingredients for a successful outcome. 

 


