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In the Office of Academic Innovation

➔ We believe learning comes first

➔ We embrace an academic R&D mindset

➔ We recognize that technology and learning analytics have potential to improve 
the quality of teaching & learning, and expand the reach of our institution

➔ We blend thought partnership with great service 

➔ We commit to smart experimentation that produces better and better results 

➔ We help U-M blur the lines between scholarship and teaching and learning



Our Vision for the University of Michigan’s Future

● An open model for pre-college learning and preparation that 
broadens access and enhances participation

● A personalized, rigorous, and inclusive model for residential 
learning grounded in learning analytics and experimentation

● A flexible and networked model for global and lifelong learning 
that embraces the evolution of a more permeable university

● A participatory and inclusive model for public engagement that 
accelerates the construction and sharing of new knowledge 
through public dialogue.



Our Model and our Team

● Our model includes several ways for faculty collaboration and 
engagement including: 
○ Innovators-in-Residence
○ Faculty Champions
○ Fellowships
○ Projects
○ Communities of Practice
○ Consultations
○ Events

● Our team is made up of:
○ Learning experience designers
○ Behavioral scientists
○ Research and data scientists
○ Media designers
○ Software developers
○ UX/UI designers
○ Project managers 
○ Operations and marketing experts

A makerspace, an incubator, a design shop



Examples of our Work

➔ Massive online open courses (MOOCS) 

➔ Teach-outs

➔ MicroMasters & Masters Track

➔ Teaching & Learning software* 



Academic Data to Help Make Choices

Academic Reporting Tools | ART 2.0



The Vision and History of ART 2.0



ART 2.0 Interface-CourseProfile Page



Eric Wellman

ART 2.0-Instructor Info Page



ART 2.0- The Major Metrics Page



● A way to show grade distributions
● An opportunity to increase dig deeper functionality 

by role
● A place to explore major pathways and college to 

career
● A favorable vehicle for the “Transcript of the Future”

The Future of ART 2.0

Nearly 90% of student users reported they would use the platform again or 
recommend it to a friend



ECoach

Personalized Messaging to Students



The Vision for ECoach



The ECoach Interface



An Example of a Pre-Exam One Message



The Future of ECoach

● ECoach is growing! Currently there are coaches in nine U-M 
courses, a coach all U-M students may access, and three 
Coaches at University of California Santa Barbara.

● ECoach is a vehicle for academic research.

● ECoach will likely expand to grades 8/9-12 Outreach.



GradeCraft

Gameful Pedagogy for Learning



The Vision for Gradecraft



The GradeCraft Interface



The GradeCraft Grade Predictor



The Future of Gradecraft
● AI’s first commercial software

● Scaling up GradeCraft documentation and gameful pedagogy 
in parallel (the summer Gameful Institute) 

● Three big challenges:

○ Technically supporting mastery-based assessment

○ Knowing how to sufficiently support K-12 contexts

○ Socially fighting the perception that high student success 
rates = easy



Healthy Minds

● A web-based survey for colleges and universities to assess the mental health 
landscape and mental health service use / usefulness at their schools

● The only annual mental health survey of college and university students 

● Main topics: mental health status, health behaviors, attitudes and awareness, 
service utilization, environment, and resources offered

● Over 150 colleges and universities are in the Healthy Minds Network

● In 2016/2017, ~45,000 students at 54 different schools participated



The Healthy Minds Interface

● A random sample of students receives email invitations to take HMS in 
qualtrics

● These students complete the survey (~15-20 minutes)

● At the end of the survey, students are asked if they would like to receive 
feedback

● If they click YES, they will be directed to our site where they will get feedback 
and suggested resources

● If they click NO, they will still be directed to our site and will get suggested 
resources (they can access their feedback at a later time if they’d like to)

● If they create a login, they can come back and interact with the site. If they 
don’t create a login, their results dissipate



Writing-to-Learn Pedagogies at Scale

M-Write



The Vision for M-Write
● Support writing in large-enrollment courses

● Create corpora of student writing for text analysis

● Analyze corpora to gauge student learning

● Use automated text analysis to provide actionable information 
to students and instructors

● Support automated peer review of student writing



M-Write Peer Review Interface



M-Write Peer Review Interface Cont.



M-Write Peer Review Interface Cont.



The Future of M-Write
● Peer review enhancements

○ Improvements to how reviews are distributed, more 
researcher support, others

○ Preparations for scaling up to more courses (and several 
thousand more students)

● Further progress on analytics

○ Deeper dive into relevant / predictive features of student 
writing

○ Other ways to support research needs



Online Learning Tools

● Expanding the capabilities of MOOCs, MicroMasters, and/or 
Teach-outs by developing new tools to enhance learning

● Creating a collection of tools to solve general problems and 
extend the capabilities of the MOOC platforms like Coursera 
and edX

● Building tools to improve learning on MOOCs, and to improve 
the process of authoring and managing MOOCs



An Example of an Online Learning Tool



● Our first tool, multimeasure, is in use in the Michigan MOOC 
Applied Plotting, Charting & Data Representation in Python on 
Coursera

● Collecting data from Coursera, edX and other sources to learn 
more about our MOOC learners

● Investigating how to integrate existing digital edtech tools 
into MOOCs while concurrently focusing on building new tools 
for online learners

The Future of Online Learning Tools

https://www.coursera.org/learn/python-plotting/


Problem Roulette

Low risk practice problems for exam prep and topic mastery



The Vision for Problem Roulette
● Web-based practice tool that offers random-within-topic 

access to a library of past exam-like problems

● Provides students with access to a low-risk practice space to 
develop domain-specific competencies

● Developed in 2011 for use in eight introductory STEM courses in 
the College of Literature, Science, and the Arts and the College 
of Engineering

● Hosts approximately 15,000 study sessions per month during 
the fall and winter terms with a typical study session lasting 
30-60 minutes



Problem Roulette Interface



The Future of Problem Roulette

● Prototyping gameful interfaces for selecting and 
presenting problems to students

● Enhancing the synergies between Problem Roulette 
and ECoach to research how different study 
pathways affect students

● Exploring personalized experiences for current and 
potential students as well as lifelong learners



Viewpoint

Engaged and Interactive Role-Playing Simulations



● Allow educators to easily create and implement simulation 
activities in their classrooms 

● Provide customized, hands-on role-playing simulations 
designed to lead to engaged, interactive learning opportunities

● Learners experience strategy development, collaboration, 
advocacy, and communication

● Designed as a flexible platform that can enable instructors to 
integrate classroom simulations into a variety of disciplines, 
topics, and multiple educational levels

The Vision for Viewpoint



The Viewpoint Interface



The Future of Viewpoint
● Making improvements based on the lessons learned 

from recent simulations in policy and political 
science courses

● Working with faculty in the law school to expand the 
flexibility of the tool to encompass new use cases

● Exploring collaboration possibilities with both Ross 
and the Mass-incarceration MOOC



Wireless Indoor Location Device

● A unique platform for kinesthetic 
learning

● Enables students to become 
active participants in complex 
systems

● Short-term goal: producing an 
initial set of 35 WILD units to test 
WILD Walk activities with a class



As AI has expanded so too have our Users

Over 11,000 students in 120 
courses have used the 
GradeCraft LMS

Over 19,000 students have had 
access to ECoach in 20 courses

Close to 12,000 courses 
are listed in ART 2.0



We use technology to put data in learners’ hands. 
This supports decision making, triggers personal 
connections, motivates action, and guides behavior 
change.



Want to watch us grow? 

Follow us on Twitter 
@UMichiganAI

Subscribe to our blog
http://ai.umich.edu/blog/

Sign up for our newsletter
http://ai.umich.edu/

http://ai.umich.edu/blog/
http://ai.umich.edu/

