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ABSTRACT 

Due to the COVID-19 pandemic, higher educational institutions around the globe are facing a massive transformation 
in learning and teaching. With higher educational institutions planning for less on reopening and more on resuming 
remote learning, a key concern is to keep students active, motivated, and engaged with online lessons that are delivered 
using various distance learning technologies. Active learning is an interdisciplinary research domain that is concerned 
with students learning proactively. In comparison with the European and US-based higher educational institutions, 
Asian institutions are in disadvantaged situations in active learning practices due to lack of infrastructures, systems, 
and institutional norms. Therefore, in this paper, we report active learning practices across Asian universities before 
the COVID-19 pandemic that, we believe, could lead us to understand the during-pandemic and post-pandemic design 
of active learning classrooms where- first, the presence of teachers will be virtual, and second, activeness and learning 
outcome needed to be measured remotely. Besides, after examining the theory, models, and effectiveness of pre-
pandemic active learning designs, we connect strategies with distance learning technologies and tools.  
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INTRODUCTION 
In higher education, the typical way to teach a subject is one-way lecturing. One characteristic of traditional lecturing 
is that the targeted knowledge is transmitted to learners directly within the limited class time; however, this one-way 
instruction approach lacks interaction and active participation, has less learning effectiveness, and also results in 
silence in the classroom (Wang, 2020). Besides, conventional lecturing rooms are featured with bolted seats in rows 
and faced towards the teaching stages, can physically limit communications and interactions among students, 
especially in-class activities such as group discussion and collaborations in a large-scale class (Dori, 2007; Greer et 
al., 2019). Research across various disciplines suggests that it is important to be active and engaged with learning 
activities in the classroom to foster learning and teaching. While making students active and engaged in the classroom 
is challenging in ‘normal time’, it has become an even more complex task during this unprecedented time as a 
substantial amount of pedagogical changes are required. As COVID-19 created challenges for students, teachers, and 
educational institutions; research on new developments for pedagogy and educational technology and their impact on 
learning, teaching, assessment, and enhancing equity. 

This brings active learning as an instructional method that emphasizes that learners should do and think about 
meaningful learning activities by applying student-centric learning instead of conventional teacher-centric learning 
activities. Although a cornerstone of 21st-century' science education, the academic definitions of active learning may 
vary across disciplines and cross-cultural values. For instance, in the early 1990s when active learning was first stated 
to practice in the classroom, it was defined as one way to modify traditional lectures (Bonwell & Eison, 1991). Later 
(Sunaga, 2010) synthesized contemporary active learning into six dimensions namely active, interactive, cognitively 
engaged, emotionally involving, individualized, and independent. Further, when the Japanese Ministry of Education, 
Culture, Sports, Science, and Technology (MEXT) defined active learning in their documents, it primarily emphasized 
active, interactive, and cognitively engaged (Kamegai & Croker, 2017). In some Arab countries, active learning is a 
teaching approach as opposed to individual learning methods and it can encourage student involvement, improve 
relevance, and enhance motivation through actively involving students in experiential learning environments and 
classrooms (Sulaiman, Shu-Huam, & Alanazi, 2017). Active learning, in general, refers to a broad range of behaviours 
and activities including reading, writing, discussion, question posing, problem-solving that help students 
understanding the course contents. The advantages of active learning in higher education classes include increasing 
engagement, developing collaborative skills, enhancing critical thinking, sparking creative thinking, and fostering real 
problem-solving skills. Moreover, the cone of learning proposed by (Krivickas, 2005) clearly distinguished between 
a passive learner and active learner. Krivickas (Krivickas, 2005) yielded that, active learning achieves 70% to 90% of 
what he/she intends to learn while a passive learner achieves 50%. We noticed that most of the mobile, distance and 
seamless learning technologies used by teachers and learners to support active learning classrooms are developed to 
achieve 50% to 70% of the knowledge.  
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Research questions and contributions 
This study aims to understand, verify, and improve active learning practices across higher institutions in Asia that 
could lead students in performing better while taking online classes and engaging teacher-given activities in distance 
education. The following research questions were addressed in this work:  

1. How active learning cases and concepts are practiced in disadvantageous regions for achieving the outcomes?
2. Which computer, mobile, and distance learning technologies could be integrated into university-level courses to

promote active learning? And how?
3. What are the active learning strategies adapted globally but not in disadvantaged regions?
4. How the post-pandemic active learning design in higher educational settings are likely to be?
5. How to measure activeness and engagement while learning remotely?  And, how computer, mobile, and distance

learning can support this?

Moreover, in this paper, we connected distance educational tools and technologies that could play an impact in post-
pandemic higher education in terms of classroom design, re-thinking, and learning measurement. Furthermore, we 
studied how various applications and systems such as Kahoot, Socrative, LFO panel, Inter-NoteTM, Brainwriting, 
WeChat, Youtube, Zoom breakout room, Edmodo, Plickers, and DojoIBL can be used in enhancing active learning.  

LITERATURE REVIEW 
At Hosei University in Japan, a web-based tool is developed to support active learning that can be integrated with 
Sakai CLE, a popular learning content management system (Tokiwa, 2012). This tool can be used as a plugin of Sakai 
is to enhance students’ motivation while students are learning in the absence of a lecturer. This study found that this 
tool helps in achieving better learning outcomes in universities. DoIT Academic Technology of the University of 
Wisconsin Madison (UW Madison) developed a number of tools such as Case Scenario Builder and Critical Reader 
for the problem- and inquiry-based activities creation. These tools can be used for case study analysis, strategic writing 
reflections, independent project building, and mock trials. A gaming software named ARIS1 is developed at UW 
Madison that assists students in responsive active learning. The gaming environment of the ARIS system provides fun 
opportunities for learners to develop, practice, and improve coping skills for potentially stressful, unfamiliar, complex, 
or controversial situations2. Edmodo3 is a computer-mediated environment that is used in traditional classroom for 
facilitating active learning. The Edmodo platform uses social network sites such as Facebook, Twitter, etc. to connect 
and interact with one another, share ideas and opinions and gather feedback in a fluid way. Socrative4 is used in many 
active learning classrooms together with smartphones. This platform visualizes students’ understanding, provides 
instant feedbacks, and creates personalized interaction activities to engage students in the classroom. Kahoot5 is a 
platform that supports various digital games for game-based learning activities. Kahoot platform contributes to 
students’ learning including the creation and integration of appropriate content inside Kahoot and provides students 
with timely feedback, and game-play strategies (Licorish et al., 2018). Plickers6 is a popular active learning tool for 
formative assessment in K-12 and Physical Education Teaching Environment (PETE) professionals. LFO Panel is a 
tool to support rather complex active learning using the phenomenon of experiential learning (Hasnine et al., 2019) 
(Hasnine et al., 2020).  Although several tools are developed, no one tool can fit in all situations. Hence further research 
and developments need to be conducted.   

ACTIVE LEARNING PRACTICES IN ASIAN HIGHER EDUCATION 
In Japan, it has been observed that many schools and higher educational institutions stepped forward towards using 
active learning approaches in the classroom. One of the reasons for that is the passiveness of Japanese students in the 
classroom. Hence, the Ministry of Education, Culture, Sports, Science, and Technology of Japan is encouraging 
teachers and instructional designers to adopt active learning strategies in a combination with learning technologies. A 
survey paper (Yamada & Yamada, 2018) indicates that students who reported an improvement in analytic and 
problem-solving skills without having active learning practice was less than 30% (the rate of students of national and 
public universities is 28.5%, and the rate of students of private universities is 24.2% improvement). However, students’ 
analytic and problem-solving skills improved through the experience of “expressing my own thinking or research 
results in class” exceeded 70% (the rate of students of national and public universities is 70.5%, and the rate of students 
of private universities is 75.9%). In Iraq, active Learning strategies such as ice breakers focused listening, summary, 
lecture summary, note-taking, note-comparison, three minutes review, a class discussion, partners and ask a point of 
view strategy were used to engage students in a small group to practice the learning activities of English as a Foreign 
Language (EFL) course, lead to the rising of students' awareness towards their subject- matter, and it is more effective 
than the lecture method teaching (Abdul-Majeed & Maysaa, 2019).  In Kuwait, using collaborative learning strategy 
as one of the active learning strategies in the flipped classroom through Schoology learning management system 

1 https://fielddaylab.org/make/aris/ 
2 https://wisc.pb.unizin.org/teachingwithtech/chapter/active-learning-models-approaches/ 
3 https://www.edmodo.com/ 
4 https://www.socrative.com/ 
5 https://kahoot.com/ 
6 https://get.plickers.com/ 
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(LMS) for improving self-regulated skills for students in the Faculty of Education at Kuwait university and that is 
because of providing a sufficient learning environment that can encourage the learners and help instructors to provide 
positive feedback and that also can help the students to design a suitable learning plan for arranging the learning tasks 
(Gamea et. al., 2019). Al-Momani (2019) investigated to what extent university’ teaching staff in the faculty of 
Education at Najran university in Saudi Arabia are using active learning strategies. The author investigated include 35 
of the active learning strategies and the results indicated that only 21.1% of teaching staff are using active learning 
strategies and that is due to facing a various challenge while using active learning strategies such as personal 
challenges related to the teaching staff themselves, professional challenges related to their capability of practicing 
active learning strategies, student challenges, physical challenges, and systemic challenges. Jigsaw as an active 
learning strategy also has been used in developing the creative skills that include the fluency, originality skills of the 
female students of the Faculty of Education at Prince Sattam University in Saudi Arabia (Al-Abodi & Alsadoon, 
2019). Using collaborative learning and brainstorming in teaching “An Introduction for Teaching” course in College 
of Education at Shaqra University in Saudi Arabia enables students to improve students’ achievement because they 
could study their lessons and create a relation between new experiences with the previous experience. Besides, it could 
improve their abilities in solving problems and construct a positive attitude toward their study (AlShammari., 2018).  

 CONNECTING STRATEGIES WITH TECHNOLOGIES 
In Figure 1, we demonstrate our findings with regards to active learning strategies and impactful learning technologies 
that could play roles in post-pandemic active learning classroom design. In connecting the strategies with technologies, 
we used the spectrum of some active learning activities arranged by complexity and classroom time commitment 
prepared by Chris O'Neal and Tershia Pinder Grover of Centre for Research on Learning and Teaching, University of 
Michigan. Although, the spectrum designed by Rachel Watson of University of Wyoming is very promising.  

 

 

Figure 1. Connecting strategies with impactful learning technologies for post-pandemic education 

DISCUSSION 
In the context of Asian higher education, this study precisely emphasised how various ICT applications such as 
Kahoot, Socrative, LFO panel, Youtube, Zoom’s breakout room, Edmodo, Plickers etc. can be used to enhance active 
learning. In addition, we connected various educational tools and technologies that could play an impact in post-
pandemic higher education in terms of classroom design, re-thinking, and learning measurement. The findings of this 
work indicate that- First, in disadvantageous educational contexts of Asian countries, active learning strategies have 
shown great success in learning. Second, more researches need to be conducted to develop a suitable technological 
framework for enhancing less practiced active learning strategies such as pause for reflection and role-playing. Third, 
during-pandemic and post-pandemic education, active learning will help to a certain extent with the acquisition of 
learning outcomes related to skills belonging to university undergraduate academic abilities. Lastly, teachers find it 
challenging to measure students' emotions, motivations, and learning outcome remotely. To conclude, active learning 
through e-learning environment enables students to practice the learning activities, share their own opinion, discuss 
their ideas, collaborate with other students, practice the practical learning activities, improve their responsibilities 
toward their self-learning and encourage the students to search for the new experiences that they have to learn 
(Alkahtani, 2018).  
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