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Importance of meaningful engagement

Ref: https://share.google/8uGG70QHqog4uez4H

Meaningful engagement      active participation in occupations of 
personal value, purposefulness & connected to identity, health, and well-being 

(Wilcock, 2006; Hammell, 2014; & Townsend & Polatajko, 2013).

(Taylor, Bowyer & Fisher, 2023; Kielhofner, 2008, Google NotebookLM, 2026)



Challenge of online engagement
Rapid shift to asynchronous online learning and technological advancements has increased 
‘transactional distance’ (Subhash & Cudney, 2018).
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Higher risk of 
disengagement, 
distraction and 

reduced 
interaction 

(Taşkın & Çakmak, 2023; Passyn, 
2021

Increased 
isolation 

(Dawson et al., 2025)

Reduced 
motivation and 
lower academic 

performance
 (Baso et al., 2025; Muhammad et 

al., 2021)

Engagement is a 
prerequisite for 

deep learning 
and student 

well-being, not 
just online 

attendance 
(Meng et al., 2024)

Reduced student 
confidence 

(Meng et al., 2024; Aguilos & 
Fuchs, 2022)

Ref: https://share.google/NOS8aN3CT0i5LFj9chttps://share.google/Hhm05hQMf4OdJPYov https://share.google/SEHc6qM3Q7vAAkGOr https://share.google/kb0AfS8MM34PIlMxQ https://share.google/ycSCiIH7mevGmNfYF

https://share.google/NOS8aN3CT0i5LFj9c
https://share.google/SEHc6qM3Q7vAAkGOr
https://share.google/kb0AfS8MM34PIlMxQ


Research objectives

Presentation Title4

1. To identify approaches to counter 
disengagement and loss of motivation during 
asynchronous learning for occupational therapy 
students.

2. To develop innovative strategies to support 
knowledge retention, application and 
professional identity development.

Approach
Phase A: 

Rapid literature 
review

Phase B: 
Participatory 

Action 
Research 

Ref: https://share.google/orjV3BqKdETHWAca5



Preliminary results from rapid literature review



RECIPE FOCUS AREAS DEEP-LEARNING POTENTIAL IN 
ASYNCHRONOUS LEARNING

PRACTICAL TACTICS COMBINING RECIPE 
WITH UDL

Reflection Drives cognitive presence, transfer, and SRL cycles 
(forethought–performance–reflection). 

Reflective journals; portfolio check-ins; 
self-grading rubrics; post-discussion “What 
shifted my view?” notes. 

Exposition 

(purpose & narrative)

Contextual framing raises relevance and schema 
activation for deep processing. 

“Why this matters” openers; authentic case 
narrative per module; preview maps showing 
how tasks ladder to program capabilities. 

Choice 

(autonomy)

Autonomy supports intrinsic motivation and 
persistence in time-shifted settings; aligns with 
SRL. 

Assessment menus (paper/video/infographic), 
choose-two-of-five cases, flexible pacing 
windows with guardrails. 

Information 

(just-enough scaffolding)

Reduces extraneous load and confusion—critical in 
async where help is delayed; supports SRL 
planning. 

Micro-explainers, annotated exemplars, 
step-by-step task guides + optional 
deep-dives; checklists for time management. 

Play 

(exploration without 
extrinsic rewards)

Safe experimentation promotes conceptual change 
& transfer; supports curiosity that sustains effort 
asynchronously. 

Low-stakes simulations/branching cases; 
“sandbox” datasets; iterative prototyping with 
retry loops; debriefs tying play to theory. 

Engagement 

(connection to 
people/purpose)

(Nicholson, 2015)

Builds social presence and persistence; mitigates 
isolation in async settings—predictors of deep 
learning pathways. 

Structured peer review with rubrics; 
collaborative annotation; weekly instructor 
“sense-making” summaries; community boards 
around authentic problems. 



Case Examples
Podcasts with Experts
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Videos with Experts
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Reflective Debriefs



Guiding principles
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• Keep it simple

• Leverage intrinsic motivation

• Use playful, low-stakes 
exploration

• Provide barrier-free access & 
flexible expression

• Use purposeful tasks & reflective 
debriefs
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