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hallo

Hi! We’re Stefan, Otto, Maurits, and Wouter
A bit of background

● We’re lecturers and students in the Computer Science & Engineering Teaching
Team.

● Stefan started in 2017, after 6 years of being a student there himself.

● In 2011: 119 students started.

● In 2018: 889 students started.

● Now we have 500 starting every year, which is a fun challenge :D
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hallo

What happens when you get more students?

● As the number of students grows, so too does the number of questions.

● The model of a single lecturer running the course no longer works.

● We now have a team of 2 to 4 lecturers, with 5 to 35(!) student/teaching
assistants.
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Two challenges to focus on today

● How do you organise practical sessions for such groups?

● How do you handle questions outside of the contact hours for such groups?
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hallo

Lots of students and courses

● Students also have questions
outside of the labs...

● And we tell them to ask them on a
course forum,

● But very few students answer
these questions!

● Yet on one of the most famous
platforms for CS, this happens all
the time!

● stackoverflow.com
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So why does it work so well?

● Check out Jane McGonigal’s “Reality is broken: Why games make us better and
how they can change the world”.

● In short: Gamification.

● In longer:
● Reputation system that awards both good questions, and good answers.
● Badges and achievements for continued good behaviour.
● Priviliges that are unlocked as you gather more reputation.
● Review queues to help with moderation, leaderboards, tag-based searching, “did you

mean to ask: X”, linked questions, and a whole bunch more!
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This project

● Moving the Brightspace discussion to a gamified knowledge sharing platform:
Stack Overflow
● The goals?

● Leverage the power of our large student population to reduce staff workload.

● Embedding this platform in all bachelor courses, stimulating cross-cohort Q&A.
● Ensuring knowledge is not lost over the years, where students have to rebuild it every

iteration!
● Building a community of CS students.

● The funding?
● A SURF grant from the “Stimuleringsregeling open en online onderwijs” (theme:

“Interaction and feedback”)
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Our setup

● We opted for a gradual roll-out over the past year.

● In Q1, ±500 first years were invited to join the platform.

● In Q2, ±300 second years + those taking resits of Y2 courses were added.

● In Q3, ±400 third years (this is our 2018-cohort) + those taking resits were added.

● After a year: 1710 users, of which 93 are staff.

8 / 16



hallo

Our setup

● We opted for a gradual roll-out over the past year.

● In Q1, ±500 first years were invited to join the platform.

● In Q2, ±300 second years + those taking resits of Y2 courses were added.

● In Q3, ±400 third years (this is our 2018-cohort) + those taking resits were added.

● After a year: 1710 users, of which 93 are staff.

8 / 16



hallo

Our setup

● We opted for a gradual roll-out over the past year.

● In Q1, ±500 first years were invited to join the platform.

● In Q2, ±300 second years + those taking resits of Y2 courses were added.

● In Q3, ±400 third years (this is our 2018-cohort) + those taking resits were added.

● After a year: 1710 users, of which 93 are staff.

8 / 16



hallo

The introduction

● We created a small guide on what makes a good question and answer.

● As well as a video on how the platform works, walking you through the process of
asking and answering a question.

● Overall students and staff seem to have adopted to the platform fairly quickly
(note that our first years had not adopted to any others yet anyway :)).
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What does it look like?

Image By: Stefan Hugtenburg
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Students answering!

Answer By:One of our top first year contributors

Image By: Stefan Hugtenburg
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Students sharing!

Post By:One of our top first year contributors
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Some stats

In the academic year 2020-2021:

● 2452 questions asked, spread over 27 courses.

● 2839 answers provided
● 867 (30.5%) from staff
● 1962 (69.5%) from students

● 10% still unanswered (most of them closed for being duplicate, off-topic, or
answered in comments instead of an answer).

● 7% marked as “20-21” (indicated the answer is not relevant beyond this year)

● Median time to answer is less than 2 hours since the start (though it is around 3
hours now).
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Effects vary from year to year
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● Our third year had mostly new courses this year (and all electives as well!), so
here staff answered more than students.
● Note that we have not (yet) accounted for TAs here. 14 / 16
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What happened since then?

● We see some reuse of knowledge gathered last year (though a detailed analysis
still needs to be done).

● We’ve introduced it also in our master programme and are now at about 2800
students in the system.

● Now looking at adoption for next year, when the SURF funding will have ended.
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