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Xin Tong  teaching statement 

Teaching Goals and Philosophy 
My goal as a university educator is to create a student-centered learning environment where the 
students can turn theoretical knowledge into practical skills and, more importantly, make 
changes in the real world. To understand my students’ learning styles and to model their most 
effective learning behaviors, in my teaching, I adopted Honey and Mumford’s Typology of 
Learning [9], and I follow the philosophy of Action Research [8] and Project-based Learning 
[1] to create Significant Learning Experiences [3]. I strongly believe that teaching is not only 
delivering knowledge, but also guiding, mentoring, and inspiring the students, so they can create 
changes that benefit them and other people, especially in digital media and technology fields. 
These philosophies lead me to iterate, modify, and improve my teaching to fit in students’ 
learning styles and engage the students to learn actively and effectively.  
Teaching Methodologies and Techniques 
To meet my teaching goal of engaging students in active learning, I bring course material to life 
through multiple teaching techniques, such as meaningful problem-based and project-based 
individual/group assignments, in-class group activities, state-of-art technology demonstrations, 
hands-on workshops, active student-led discussions, and professionalists’ guest lectures. For 
example, in Immersive Environment (IAT 445), which had 50 students enrolled, I redesigned the 
curriculum, teaching materials, and lab content as the Lab Instructor independently with 
guidance from the lecturer. We updated the curriculum to engage the students to learn actively 
by connecting the course material and assignment jointly with real-world problems. A typical 
session in this course mixes one-hour short lectures, with two-hour labs that include student-led 
activities and hands-on workshops in Unity software and VR. In addition, in the labs, I 
demonstrated state-of-art VR/AR equipment to inspire their enthusiasm and ideas for their own 
VR projects. Similar to a professional working environment, I organized students into teams so 
that they collaborated in different roles, such as programmer, designer, 3D artist, and project 
leader. Further, the teams gave presentations at several checkpoints across the semester, and 
received peer feedback and assessments. At the end of the course, I coordinated with the school’s 
administrator and organized a public showcase in the school’s mezzanine, in which my students 
pitched their project and gave exhibitions to the public. This showcase proved to be a huge 
success because it motivated my students to pursue a meaningful goal and they received 
feedback effectively that assessed their learning outcomes. 
Adopting a research-based teaching technique allows me to tightly connect my strengths and 
research skills to the courses I teach, which can further inspire students’ learning. Because the 
courses I have taught in SIAT shared lots of common interests and knowledge as my research 
fields, I am able to engage students through the same design-thinking method [2,5,6] that I use 
in my research, especially for project-based courses. The design-thinking process involves five 
steps that are critical to follow not only for HCI research, but also for practical digital media and 
technology system design. Again, take the Immersive Environment course as an example, after 
introducing my associating to my ongoing VR research prototypes named AS IF [12,14] and 
LumaPath [10], I asked my students to design a VR environment that implements embodied 
interactions to facilitate arthritis patients’ physical activity for the final showcase. In such cases, 
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students are given a purpose for creating meaningful VR projects and their innovative creation 
also benefits my research prototypes with insights and inspirations and further the iterations. 
To create significant learning experiences for students, I begin every class with my teaching 
philosophy and expectations for my students and myself, and I assess the level of progress my 
students make at the end of each class. By clearly describing my intentions and expectations for 
students and myself, I believe we can begin the course together and work together more 
effectively. This helps me develop rapport between my students and me, and that rapport is 
essential for delivering my teaching materials. By assessing the knowledge gained promptly, it 
facilitates my students to self-reflect on their learning, and me to self-reflect on my teaching. For 
instance, in Multimedia Programming for Art and Design (IAT 265), I start my class with a hook, 
such as core concepts from prior classes which are connected to knowledge in the current class. 
Then, I address the learning objectives and give students a clear outline before running the 
hands-on tutorials or discussions. Finally, I finish my class with a summary and interact with my 
students by giving them direct feedback, and leave students self-assessment questions and a 
coding challenge. This coding challenge helps students connect lab tutorials to the course topics 
and provide students with practical scenarios to “do-it-yourself” so they can comprehend the 
coding skills. Before the next session, I review the assessment questions and challenges, which 
provides me feedback about how well students learned so I can customize my teaching materials. 
Assessment of Effective learning 
To evaluate if I meet my teaching goals, I value the assessment components in my teaching, 
which provide evaluations and feedback to the teaching and learning process. In each class, to 
assess how well my students comprehend the knowledge and skills, I collect my students’ 
answers to important theoretical questions through discussions, online polling questions, and in-
class notes-collection, quizzes, and so on. Across the entire semester, I conduct reviews, peer-
assessments, showcases, and demonstrations to assess the quality of students’ projects. 
Personal and Professional Development  
During my past six years of teaching, through participating in instructional seminars, workshops, 
and courses, I have been able to enrich my teaching techniques, experiment with different 
research methodologies, and enhance my scientific writing and presentation skills. These 
experiences also shaped how I teach and improved my communication and presentation abilities 
to a great extent. For instance, in one of SFU Teaching and Learning Center’s intensive 
instructional workshops, I learned many aspects of learning and teaching, topics varied from 
students focused-learning approaches and how to structure one lesson in the seven-step Madeline 
Hunter model of effective learning [13], to how to design learning environment and activities for 
better engagement and significant learning experiences. I then adopted these methods in my 
courses, which improved students' responses to my class and their motivations for learning. 
Diversity, Equity, and Inclusion 
Diversity of perspectives is a powerful tool for learning, so I bring in additional voices as guest 
lecturers to expose my students to new viewpoints. For example, in Foundations of Game 
Design, I invited three game designers from Electronic Arts, and two local game companies to 
hold a panel discussion to share their expertise, and provide feedback to my students’ final game 
project. In another course , I invited SIAT alumni to tell their stories and share their successful 
experience, whose prior course project was reported in multiple local presses. Further, I invited a 
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patient-user to my labs so my students can better understand the situation of the target user who 
they are designing for. Understanding that the students come from varied backgrounds, cultures, 
and life experiences, I work reflexively to make course content and the classroom environment 
inclusive, friendly, and safe. I believe that being able to work in diverse environments also helps 
foster students’ skills in collaboration and teamwork. 
Advising and Mentoring 
If I am about to become a faculty member, fostering participation in research from every level of 
the university will be a key part of my research lab. During the past four years, I have assisted 
my supervisor in Pain Studies Lab at SFU and at Peking University to mentor graduate and 
undergraduate students with diverse backgrounds. For example, while developing and testing a 
VR game for children who are cancer outpatients, I mentored two undergraduate students from 
different backgrounds. Besides our weekly lab meetings, we met weekly to set goals and check 
progress, and I also provide advice and feedback in game design, technical solutions, and ethical 
application. I then co-authored with these two undergraduates on a research paper which is 
published [7]. My mentorship includes project advice, how to network and attend conferences, 
and co-authoring publications [4,7,11]. Encouraging each student to present and get feedback on 
their ideas gave each person a voice, and motivated a productive critique of ideas in a safe 
learning environment. My goal as a mentor is that my students can learn skills and become 
successful researchers and collaborators, and make real changes in their future endeavors. 
Future Directions 
My experiences as an instructor and research mentor have prepared me to teach both large and 
small university course settings, i.e., I have lectured or given talks in class sizes ranging from 10-
50 students. The teaching evaluation scores I received remain high for all courses I taught. I have 
been frequently commented by my students that “you are the best TA I have ever had here” and 
“my TA is super responsive, flexible, and helpful. She helped me learn a lot”. The feedback and 
comments validated my teaching philosophy and approach, and seeing the learning outcomes of 
my students also motivated me to dedicate the teaching effort consistently. With my 
interdisciplinary background in digital media and technology, I am prepared for teaching a 
variety of multimedia and technology courses. Further, I am eager to update and develop 
curricula of my areas and expertise, such as VR, quantitative, qualitative, mixed-methods 
courses, tangible and affective computing, or healthcare technology at both graduate and 
undergraduate levels. I always try my best to inspire my students and deliver the knowledge or 
skill they can take away to real-life. I enjoy the student-centered classroom, and I am happy to 
see the progress my students make at the end of each course.  
References 

[1] Phyllis C. Blumenfeld, Elliot Soloway, Ronald W. Marx, Joseph S. Krajcik, Mark Guzdial, and 
Annemarie Palincsar. 1991. Motivating Project-Based Learning: Sustaining the Doing, Supporting the 
Learning. Educational Psychologist 26, 3–4 (June 1991), 369–398. 
DOI:https://doi.org/10.1080/00461520.1991.9653139 
[2] Tim Brown. 2008. Design Thinking. Harvard business review. 
[3] L. Dee Fink. 2013. Creating Significant Learning Experiences: An Integrated Approach to 
Designing College Courses (2nd Revised ed. edition ed.). Jossey-Bass, San Francisco. 
[4] Diane Gromala, Xin Tong, Chris Shaw, Ashfaq Amin, Servet Ulas, and Gillian Ramsay. 2016. 
Mobius Floe: an Immersive Virtual Reality Game for Pain Distraction. Electronic Imaging 2016, 4 
(February 2016), 1–5. DOI:https://doi.org/10.2352/ISSN.2470-1173.2016.4.ERVR-413 



 School of Interactive Arts and Technology                   tongxint@sfu.ca         
 Faculty of Communication, Arts and Technology                              xintong.ca 

 Simon Fraser University (SFU)             (001) 778-891-1232  
 

4 

[5] Danah Henriksen, Carmen Richardson, and Rohit Mehta. 2017. Design thinking: A creative 
approach to educational problems of practice. Thinking Skills and Creativity 26, (December 2017), 
140–153. DOI:https://doi.org/10.1016/j.tsc.2017.10.001 
[6] Gabriel Linton and Markus Klinton. 2019. University entrepreneurship education: a design 
thinking approach to learning. Journal of Innovation and Entrepreneurship 8, 1 (January 2019), 3. 
DOI:https://doi.org/10.1186/s13731-018-0098-z 
[7] Janice Ng, Henry Lo, Xin Tong, Diane Gromala, and Weina Jin. 2018. Farmooo, a Virtual Reality 
Farm Simulation Game Designed for Cancer Pediatric Patients to Distract their Pain during 
Chemotherapy Treatment. Retrieved August 31, 2019 from 
https://www.ingentaconnect.com/contentone/ist/ei/2018/00002018/00000003/art00002 
[8] Lin Norton. 2009. Action Research in Teaching and Learning: A Practical Guide to Conducting 
Pedagogical Research in Universities (1 edition ed.). Routledge, London ; New York. 
[9] sj88. Honey and Mumford — University of Leicester. Retrieved July 28, 2020 from 
https://www2.le.ac.uk/departments/doctoralcollege/training/eresources/teaching/theories/honey-
mumford 
[10] Xin Tong, Diane Gromala, and Federico Machuca. 2019. LumaPath: An Immersive Virtual Reality 
Game for Encouraging Physical Activity for Senior Arthritis Patients. In Virtual, Augmented and Mixed 
Reality. Applications and Case Studies (Lecture Notes in Computer Science), Springer International 
Publishing, Cham, 384–397. DOI:https://doi.org/10.1007/978-3-030-21565-1_26 
[11] Xin Tong, Weina Jin, Kathryn Cruz, Diane Gromala, Bernie Garret, and Tarnia Taverner. 2018. A 
Case Study: Chronic Pain Patients’ Preferences for Virtual Reality Games for Pain Distraction. In 
Virtual, Augmented and Mixed Reality: Applications in Health, Cultural Heritage, and Industry 
(Lecture Notes in Computer Science), Springer International Publishing, Cham, 3–11. 
DOI:https://doi.org/10.1007/978-3-319-91584-5_1 
[12] Xin Tong, Servet Ulas, Weina Jin, Diane Gromala, and Chris Shaw. 2017. The design and 
evaluation of a body-sensing video game to foster empathy towards chronic pain patients. In 
Proceedings of the 11th EAI International Conference on Pervasive Computing Technologies for 
Healthcare (PervasiveHealth ’17), Association for Computing Machinery, Barcelona, Spain, 244–250. 
DOI:https://doi.org/10.1145/3154862.3154869 
[13] 2019. Madeline Cheek Hunter. Wikipedia. Retrieved July 28, 2020 from 
https://en.wikipedia.org/w/index.php?title=Madeline_Cheek_Hunter&oldid=909038596 
[14] Designing a Virtual Reality Game for Promoting Empathy Toward Patients With Chronic Pain: A 
Feasibility and Usability Study. JMIR Preprints. Retrieved July 28, 2020 from 
https://preprints.jmir.org/preprint/17354 

 


