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Overview

• Exploring instructors + learning communities to 
foster connectedness and course engagement

• Our study uses a social and gameful experiential 
(SAGE) approach with university students across 
disciplines (n=103) to manage online scholarly 
discourse, fostering self-efficacy, critical thinking 
and problem-solving skills. 

• The findings suggest that instructors can 
leverage gamification and social media-like 
reactions to foster satisfaction, self-regulated 
learning, and improve cognition.



Rationale

“Structured ways for students to learn from and 

with each other can enhance the learning 

experience for all students” (Bruff, 2019, p. 144).

vs.



About the Study

Study
• Showcases an exploratory study of multiple terms 

of two instructor’s courses from 2021-2022 

Participants
• Mid-sized, private four-year residential university 

adjacent to vibrant downtown area

• 10,500 students enroll in Fall 2021

• Students from 50 states and 130 countries

• Over 1,200 international students



Research Question

What is the student experience when Yellowdig, 

a community-engaged platform designed with 

social media and gamification in a course 

community, is mindfully incorporated into 

courses to improve learner self-regulation, 

cognition, and satisfaction?



What is Yellowdig? 
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How It Differs from Discussion Boards

Designed For Active 
Learning Communities

Social
Gameful
Relevant

Data-driven
LMS Agnostic
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How It Allows for Organic Discourse



How It Helps with Instructor Support



Yellowdig: Class Example



How It Promotes Gameful Experiences



How It Connect Learning Communities



Course Delivery Classification(s) Enrollment

AWR 201: Research and Writing FTF First-Year/Sophomore 38

MAPC 602: Global Communication Design FTF Graduate 20

EME 606: Design of Online Collaborative Learning Hybrid Graduate 4

Spring 2021

Summer 2021 Course Delivery Classification(s) Enrollment

EME 605: Introduction to Distance Learning Online Graduate 7

EME 642: Management of Change Online Graduate 6

WRI 281: Technical Writing Remote Junior (mainly) 10

Fall 2021 Course Delivery Classification(s) Enrollment

AWR 201: Research and Writing FTF First-Year/Sophomore 20

EME 601: Introduction to Instructional Design Hybrid Graduate 7

EME 603: Inquiry and Measurement Hybrid Graduate 14

EME 612: Media for Instruction Hybrid Graduate 3

ENG 491: Senior Portfolio Hybrid Senior 13

WRI 281: Technical Writing FTF Junior 15

WRI 381: Professional Editing FTF Junior/Senior 14

 About the Courses

Spring 2022 Course Delivery Classification(s) Enrollment

AWR 201: Research and Writing FTF First-Year/Sophomore 38

HON 255: Discovering the Leader Within FTF First-Year/Sophomore/Jr/Sr 38

EME 601: Introduction to Instructional Design Hybrid Graduate 8

EME 606: Design of Online Collaborative Learning Hybrid Graduate 5

EME 610: Trends and Issues in Instructional Design Hybrid Graduate 10



Literature: Using the SAGE approach

The Disruptive Innovation Framework, disruption describes 
merits of the innovation disrupting the path of the traditional 
method, turning it on its head to improve the production of 
education and suggest we rethink age-old assumptions of higher 
education (Christensen, 2011).

Disruptive innovation post-COVID underscores: 
● the need to adapt to change, 
● make critical connections,
● suggests we offer new instructional approaches with 

innovative digital resources (Ensmann, Whiteside, 
Gomez-Vasquez, Sturgill, 2021).

The SAGE approach uses platforms that incorporate a social and 
gameful experiential learning to increase motivation (Ensmann, 
Whiteside, 2022).



Methods

Design of study
This study uses a exploratory design gathering quantitative and 
qualitative data from students to capture their perspectives of using 
disruptive technology designed with gamification in a social media type 
platform with a SAGE approach to learning.  

The results reported today include data from 5 terms and 20 classes 
from Spring 2021 through Spring 2022.



Methods

• Surveys (bipolar descriptions on Likert scale) 
1. eLss survey (Electronic Learning Satisfaction Survey) 

designed to measure learner satisfaction of electronic 
learning (Ritzhaupt, 2019) satisfaction of the community 
building discussion board.

2. Self-regulated Learning (SRL) dimensions (Zimmerman, 
1999; 2000; 2002; 2008) aligned to questions in survey 
instrument designed by researchers; tested for IRR.

3. Cognition, Affective, and Psychomotor (CAP) (Rovai et al., 
2009) questions used by researchers; tested for IRR.

• Content posts
Content analysis on-going

• Focus groups 
Planned for Summer 2023 



Demographics for All Terms

Demographic Descriptors of the Study (n=145)

Ethnicity

White 

non-hispanic 

75%
Hispanic/Latino 
6%

Black or African 
American, 
non-Hispanic 6%

Two or 
more Races 
including 
Hispanic 3%

Two or more 
races, 
non-Hispanic 
3%

Asian, 
non-Hispanic 
2%

Gender

Females 

75%

Male 

23% 
Transgender male 
1%

Age

Z generation 

(1995-2010) 

77%

Y generation 

(1980-1994)

14%

X generation 
(1960-1979) 
3%

Classification 

Graduate 

30%

Senior 

25%
Sophomore 
23%

Junior 
11%

Freshmen 
10%

Term

Fall 2021 

30%

Spring 2021 

16%
Spring 2022 
43%

Summer 
(two six 
week terms) 
12%

(Ensmann & Whiteside, 2022).



Using the eLss to Uncover Satisfaction



Results: Learning Satisfaction 

(Ensmann & Whiteside, 2022).



Using the Survey Instrument Aligned  
to Uncover Self-Regulated Learning 

(SRL)



Results: SRL (Self Regulated Learning)



Results: SRL (Self-Regulated Learning)

Variable Mean Std. Deviation Min Max

1-I write my posts on the fly: 
5-I think carefully about my posts

2.99 1.27 1 5

1-I just try to get points and don't think about 
it: 
5-I look for things to post and add what 
relates to the course

3.41 1.28 1 5

1-The instructors led the posts each week: 
5-Peers and I led the posts each week

3.85 1.12 1 5

1-No social media reactions: 
5-Social media reactions

3.45 1.38 1 5

1-Not Learning about or from classmates: 
5-Learning about and from classmates

4.24 1.06 1 5



Results: SRL (Self-Regulated Learning)

Variable Mean Std. Deviation Min Max

1-Not reflective:

5-Reflective

4.34 0.92 1 5

1-Not satisfied:
5-Satisfied

3.96 1.14 1 5

1-Not motivated:
5-Motivated

3.64 1.23 1 5

1-I do not plan ahead:
5-I plan ahead

3.33 1.32 1 5

1-I do not feel like I have control:
5-I feel like I have control

4.13 1.09 1 5

1-Not thinking about my learning:
5-Thinking about my learning

4.06 1.01 1 5

1-Not successful:
5-Successful

4.11 1.09 1 5



Using the Cognition Learning Instrument to 
Uncover CA Perspectives (Cognitive Affective)



Results: CA Instrument (Cognitive Affective 
Learning)

Variable Mean Std. 
Deviation

Min Max

I have changed my attitudes about 
learning as a result of the Yellowdig 
platform

3.16 1.204 1 5

I can intelligently critique the work of 
my peers through the Yellowdig 
platform

3.85 1.129 1 5

I feel more self-reliant as a result of 
the content from the Yellowdig 
platform

3.58 1.287 1 5

I feel that I am a more sophisticated 
thinker as a result of the Yellowdig 
platform.

3.44 1.236 1 5



Results: A Students Perspectives

http://www.youtube.com/watch?v=S8hnylQ3BAc
https://use.vg/WUp7on


Results: Positive Reactions

“The format was very modern and fun; the gamification aspect of it 
made interactions more significant and required more 
critical-thinking than most discussion boards.”

“I believe that Yellow dig was extremely helpful for me! I really 
enjoyed using it as a reflection tool and having my classmates 
comment back or react to my post. Yellow dig really allowed me to 
connect better with my classmates and allowed for me to realize 
that I was not the only one struggling at times or the only one 
procrastinating. Easy collaborative efforts, the points earned are 
rewarding to see and encouraging.”



Results: Negative Reactions



Results: Negative attitude changed



Conclusion: Benefits and Challenges

Benefits
• Increases connectedness
• Allows students not to feel alone
• Increase self reliance 
• Reduces instructor workload from minutiae to to invest into 

facilitating learning!
• Keeps students accountable

Challenges
• Resistors--those who are stuck boycotting a new system
• Takes time for some students get “aha” moment
• Instructors and students may vary on what they define as 

reflective
• Students get from it what they put into it



Conclusion: Let’s Continue Discussing

Contact us for any 
questions or for 
upcoming journal 
special issues on the 
SAGE approach to 
learning.

Suzanne Ensmann
sensmann@ut.edu

Aimee Whiteside
awhiteside@ut.edu

mailto:sensmann@ut.edu
mailto:awhiteside@ut.edu
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