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Resilience in Education: The Intersection of Challenge and Opportunity

“I’ve been teaching online for 16 years”“I love coaching student teams”



Before COVID: 
Students & faculty engaged frequently in experiential extra-curricular activities

Site visit….lots of fun!



Before COVID: 
Coaching Business Case Competitions was an “all-in” experience

Building team spirit…



Before COVID: 
Competing in Business Case Competitions was an immersive experience



NOW: Coaching is largely delivered remotely

Online, hybrid, hyflex…
Student’s home

Seneca College



NOW: Coaching is just more ZOOM Fatigue 

Marketing class Statistics class English class Advertising class

Biology class Physics class History class ECE class



NOW: Coaching has no experiential component

Marketing class Statistics class English class Advertising class

Biology class Physics class History class ECE class



“Who Cares?”:  Coaching has no experiential component

1. Pedagogical advantages of experiential learning:
• Students typically remember only a fraction of 

what they hear from class, but they can remember 
a lot of what they actively do (Borg and 
Stranahan, 2002; McLean and Tatnall, 2000; 
Senge,1990). 

• Experiential learning makes the student a 
stakeholder, and the hands-on approach improves 
their ability to absorb knowledge (Hawtrey, 2007). 

• When students’ motivation and commitment to 
learning are enhanced, they can achieve higher 
learning performance than passive learners 
(Senge, 1990; Wood, 2015).

Source: https://www.yourtherapysource.com/blog1/2019/01/13/academic-
and-personal-behaviors-necessary-for-student-success-2/



“Who Cares?”:  Coaching has no experiential component

2. Benefits of Learning Outside the Classroom (LOtC)
• The concept of Learning Outside the Classroom 

(LOtC) is well studied and explored (Hawxwell et 
al., 2019; Pellegrini and Smith, 1998; Perry, 2001; 
Waite, 2011).

• LOtC has a motivating effect on students and a 
beneficial impact on their behaviour. Students are 
twice as engaged and attentive in the classroom 
following an outdoor learning activity (Briggs, 2018).

• In the UK, the importance of LOtC is officially 
recognised by both the government and industry 
practitioners with nationally recognized official LOtC
Quality badges awarded to approved locations.

Source: https://anzaborrego.ucnrs.org/1416-2/



“Who Cares?”:  Coaching has no experiential component

3. Technological enhancements in Place-based Learning

• To maintain students’ high-level of interest 
when learning in the field, educators can 
enhance the trip using electronic devices 
that have sensing technologies. 

• Prior research has examined the feasibility 
of implementing Context-aware Ubiquitous 
Learning (Hwang et al., 2008, 2011) and 
Mobile technology-supported in-field 
learning (Hwang and Wu, 2014).

Source: https://substantial.com/work/uscsf-iwalk



“Who Cares?”:  Coaching has no experiential component

4. Mobile devices support in-context learning
• Mobile learning is the future developmental trend 

in the education field (Sun and Chang, 2016), as it 
allows students to learn, play or engage anytime 
and in any location (Oliver, 2017). 

• Effective integration of context – the physical 
environment and students’ continuous changing 
cognitive interests – is essential for mobile 
learning (Song et al., 2011).

• Prior research has demonstrated a positive impact 
on students’ learning achievement when context-
aware learning is supplemented by using mobile 
devices in the field (Chang et al., 2011; Hwang et 
al., 2011, 2008).

Source: https://www.commonsense.org/education/articles/how-phones-make-field-trips-even-more-fun



The Challenge:

“How can we support 
mobile experiential learning when 

coaching students for 
Business Case Competitions?”



The Challenge: 

More specifically, how can we coach student teams competing in the 
Ontario Colleges Marketing Competition (OCMC)?



The Challenge: 

More specifically, how can we coach student teams competing in the OCMC 
Retail Case event where store visits matter!



Viable solutions must meet the following 
criteria:
• Ease of use – for students and coaches
• Ease of integration – for coach monitoring 

and student feedback
• Effectiveness based on recognized design 

principles

The Challenge: 

More specifically, how can we coach student teams competing in the OCMC 
Retail Case event where store visits matter!



The Opportunity: Location-Based Experiential Learning

Source: 
Adapted from Wong, K.K-K. and Osborne, M. (In-press) “Enabling in-car location-based experiential learning with Presentria GO”, Int. J. Mobile Learning and Organisation.

Paper Download:   https://bit.ly/3AmqzoV



The Opportunity: Location-Based Experiential Learning
Present Learning with Presentria GO

Experiential Learning in the city with 
Presentria GOLearning @ Student’s home

Learning @ Seneca College



The Innovation: Presentria GO



The Innovation: Design Principles of Presentria GO

55

Source: 
Wong, K.K-K. and Osborne, M. (In-press) “Enabling in-car location-based experiential learning with Presentria GO”, Int. J. Mobile Learning and Organisation.



Trip #1
Retailers visited:
Sephora
Shoppers Drug Mart

Pilot OCMC 2021: Coach on-the-go with OCMC Retail Case participants

Trip #2
Retailer visited:
Farm Boy
Loblaws



Setting up the Retail Store Audit Questions in Presentria

Once a question is created, it can be 
used for:
- Experiential Learning (Presentria GO)
- Polling (Presentria Basic)
- Test (Presentria Multi-item)
- Class Activities (Presentria Activities)



Setting up the Retail Store Audit Questions in Presentria

Once the quiz is set up in the 
question bank, it can be shared with 
other professors to save time!



Pinning the Checkpoint Locations and Adding Questions

Trip #1 Trip #2



Customized Coaching Introduction & Instruction Video

Actual Screenshot on iPhone XSProfessor’s view“Virtual Coach”



Customized Coaching Introduction & Instruction Video

Actual Screenshot on iPhone XSProfessor’s view



Location-Specific “Push” of Rich-Format Tasks to Users

Actual Screenshot on iPhone XSProfessor’s view“Graphics, video, text, web, file”



Interactive On-Site Responses with Real-Time Monitoring

Actual Screenshot on iPhone XSProfessor’s view“See them moving…”



Contextual Cues are Embedded in the Journey.

Actual Screenshot on iPhone XSProfessor’s view“GPS-based; Tips/Info”



Question Types Adjusted for Level of Analysis and Time Constraints

Actual Screenshot on iPhone XSProfessor’s view“6 Question Types; Sequence”



Locations are “Glocal”- Teams Experience and Share Their Unique Neighborhoods

Actual Screenshot on iPhone XSProfessor’s view“Flipped Classroom”



MCs, Text, Fill-in-the Blanks, Likert-Scale, Private Message, Numeric Values

Actual Screenshot on iPhone XSProfessor’s view“All kinds of courses”



Real-Time Data Capturing

Actual Screenshot on iPhone XSProfessor’s view“Capture student’s reaction”



Perfect for Reflective / Summative Questions

Actual Screenshot on iPhone XSProfessor’s view“No more boring essay writing”



Instant Feedback (or Grading)  is Provided On-Site

Actual Screenshot on iPhone XSProfessor’s view



Gamification Features Include Competition: 0 Points vs 10 Points

Professor’s view



Gamification Features Include the Certificate of Completion

Actual Screenshot on iPhone XSProfessor’s view“Immediate Recognition / Satisfaction”



Coaches Capture Student Participation and Progress: Trip 1 Results

Professor’s view



Coaches Capture Student Participation and Progress: Trip 2: Results

Professor’s view



Testimonial from OCMC participant

Liliia Khitruk, OCMC participant, Seneca College                                                       Toronto



Testimonial from OCMC participant

Liliia Khitruk, OCMC participant, Seneca College                      Toronto



Testimonial from OCMC participant

Brianna Allen, OCMC participant, Seneca College                      Toronto



Testimonial from OCMC participant

Brianna Allen, OCMC participant, Seneca College                      Toronto



Presentria is a Proven Solution



Feedback from Seneca Professors



Presentria.com

Challenge of Remote Learning



Presentria.com

Farm Boy - Berries



Presentria.com

Video: Walmart’s Curbside Pickup



Presentria.com

Can we help?
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Q&A



Thank You

For more information, please contact:

Dr. Ken Kwong-Kay Wong
Professor, School of Marketing and Media
ken.wong@senecacollege.ca

Margaret Osborne
Professor, School of Management and Entrepreneurship
margaret.osborne@senecacollege.ca 


