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SWIM – Streaming Webbased Information Modules

Purpose

- an improvement of students’ information competence
- a high degree of accessibility through the Internet
- flexible use

Framework - the educational model at Aalborg University

- project-organised problem-based learning
- students working in groups
- students define topics and problems

iPoster



SWIM – Development concept

SWIM is a ”social simulator”

SWIM is a game 

You are one of the actors

Your choices are decisive

You learn through reflection
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SWIM Score Card Situation

At the end a “state machine” computes a
Grade between 6 and 11 (grading scale from 00 to 13)
Video feedback from censor and supervisor
Recommendation of text based training modules to study
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Learning systematic

Purpose & Framework
- What is it?

SWIM – Streaming Webbased Information Modules Play
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Narrative structure

Who are we

SWIM Score Card


