Creating spaces: using digital interactive case studies for experiential learning in online classrooms 
Introduction. With the maturation of online learning and the continued desire for relevant and authentic experiences in higher education, we have undertaken an initiative to embed in the curriculum virtual experiences with real organisations. Specifically, we are developing digital interactive case studies for business students studying online, to respond to expectations of a high-quality learning environments, regardless of the mode of study. The case studies provide a means for students to engage interactively with real organisations as an integrated part of the curriculum. 

Format of the round table. Work-in-progress

Focus of the work-in-progress. Emphasis will be given to the development of digital interactive case studies and the creation of a ‘how to’ framework for others seeking to undertake similar initiatives. The discussion will include examples of cases developed for an undergraduate business curriculum, highlighting reflections from experiences in constructing the cases and embedding the material in a module of study. Drawing on existing success and failures of interactive learning activities and online case studies that span curricula across a variety of disciplines, discussion will focus on staff and student ‘pain points’ and ‘things to keep in mind’ and delve into the potential applicability and for others seeking to undertake similar initiatives. 
Context/background. This initiative is being undertaken within a broader university strategy for ‘digital impact and innovation’ and enhancing student learning experiences. Our purpose in developing the case studies is to provide students with improved high-quality learning environments that are responsive to expectations of relevant and authentic experiences regardless of study mode, and to develop a framework to support staff who wish to implement such learning activities in their curriculum. We have been teaching online for quite some time now, and we want to make sure we continue to improve our offering and help others along the way.
Intended outcome. Our initiative’s intended outcome is twofold: to develop and implement digital interactive case studies and to provide staff support for developing and utilising similar learning activities. The intended outcome of this round table is to share our experiences and learn from others to further understand why some interactive and online cases are more successful than others. We seek to understand how we can best support faculty in their uptake of initiatives that might seem outside of their comfort zone and will give attention and consideration to the design and implementation of embedding interactive case studies within higher education curriculum. 
