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INTRODUCTION
Objective: Analyze EDRS 810:
Education Research Methods in Canvas
LMS as a TSLE using the co-created
scale.

Key Points:
Platform Overview: Canvas serves
K-12, higher education, and
professional learning.
Course: Held weekly in person on
Thursday evening



Canvas Features
Learning Activities:

Collaborative and socially engaged learning 

Multifaceted communication approach

Collective knowledge building

Assessment:

Diverse assessment methods

Personalized feedback and evaluation 

Flexibility 

User-friendly, modular design.

Tools: Assignments, feedback, announcements,

and integrations (e.g., Zoom).

Analytics for student engagement.

Accessibility: Screen reader compatibility, mobile

app, third-party integrations.

Target Audience: Doctoral-level course at George

Mason University.

Learning Outcomes: Structured, adaptable

educational delivery. 



Technology
Overview

Core Features:
Modular content, multimedia tools, and
communication features.
Synchronous (video conferencing) and
asynchronous (discussion boards).
Analytics for performance tracking.

Classification Frameworks:
Kitsantas & Dabbagh (2010): Self-regulated
learning through progress tracking and reflection.
Dabbagh et al. (2019): Network-based tools
fostering collaboration.



Observation Process
Observation Details:

Independently observed and analyzed 
Timeframe: November–December 2024.

Methodology: Likert scale evaluation, individual and team assessments.
Data Sources: Instructor tools, student interactions, and course structure.
Triangulation: Ensured consistency in ratings.
Initial Expectations and Assumptions: TSLE would contain all scale items
Challenges or Limitations:

Lack of synchronous options
No adaptive technology integration



Average Scores by Conditions:
Usability - Perfect score: 100% 
Feedback - High score: 86%
Scaffolding - Mixed performance: 58%
Accessibility - High score: 83%
Social Interaction - Moderate score: 69%

Overall Observations:
Strong platform design with standout
features in usability and accessibility.
Targeted enhancements are recommended
for scaffolding, feedback, and synchronous
interaction tools.
Course offered many options for
engagement.

OBSERVATION
RESULTS



Analysis of Results
Explanation for Missing Features:

Unobserved Criterion - Exclusion:
Zoom can be integrated but was
not activated

Unobserved Criterion - Lack of
Awareness: Lucid is collaborative and
available but participants were not
informed it was available for their use

Overall Scores by Conditions:
Usability: 36/36 = 100% 
Feedback: 31/36 = 86% 
Scaffolding: 21/36 = 58% 
Accessibility: 30/36 = 83%
Social Interaction: 25/36 = 69%



Usability Analysis
Strengths:

Access across devices and browsers
Intuitive interface
Multimedia support

Challenges: None observed



Feedback Analysis
Strengths:

Personalized feedback for learners
Robust peer-to-peer and instructor
feedback

Challenge:  Lower scores for automated
feedback



Scaffolding Analysis
Strengths:

Tailored guidance through
feedback
Complex problem-solving tools
were available but not used

Challenges: Limited self-assessment
opportunities



Accessibility Analysis
Strengths:

Multiple engagement methods
Clear cognitive load reduction

Challenges: Limited media control options



Social Interaction Analysis
Strengths:

Collaborative learning tools
(discussion boards, group work)

Challenges: Synchronous tools
underutilized 



Conclusion:
A robust, user-friendly platform supporting diverse learning
environments
High usability, feedback, and accessibility scores

Recommendations:
Enhance synchronous tools
Improve self-assessment options
Explore advanced media control features

Conclusions and Recommendations
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Questions or Comments?

No? Thanks for joining us today !
Yes?  Reach out - Let’s Chat !


