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Session Learning Outcomes
By the end of this session, delegates will be able to:
Access a range of multimedia support and training resources for freely or commercially
available tools from a range of institutions and other sources which have been collated in the
SMARTS website.
Session Outline
The project focuses on practical training and support opportunities for academic staff through
the identification or creation of multi-media training resources. The project acknowledges
that for many staff lack of engagement with technology is based on a lack of awareness of
available resources and lack of the practical skills required to make use of them. A number of
institutions provide a range of learning technology support resources for staff. Whilst some
are simply text based others utilise video and narration for a more ‘personal’ approach which,
due to resource and time constraints, cannot be recreated in a f2f context. The rapid
identification or development of resources such as these will be vital to establishing a baseline
of skills for Hull staff.
The project will seek out training and support resources at other universities to create a
master-site which links to a range of learning resources which can be used to support
academic staff/students learning, teaching, research and assessment. The team acknowledges
that some of these resources focus on institutionally specific systems (bespoke software for
example) and will thus identify those resources which relate to freely or commercially
available tools by attributing a creative commons reference where possible.
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