
Teaching Paper: DesigningTeaching Paper: Designing
Interactive Elements forInteractive Elements for
Virtual Non-Profit TrainingVirtual Non-Profit Training

Teaching Paper: Designing
Interactive Elements for
Virtual Non-Profit Training

 Neya Global Journal of Non-Profit Studies

2025

DOI: 

DR. ANNA NEYA KAZANSKAIA
Neya Global Publishing 

10.64357/neya-gjnps-msonlpblsp-tp-02



Publication and System Notice 

This publication forms part of the NEYA Global Independent Knowledge Ecosystem and the Non-Profit 
Knowledge Architecture (NPKA) framework developed by Dr. Anna Neya Kazanskaia. 

The work is connected to an integrated system of books, research publications, educational materials, 
implementation frameworks, institutional modules, and structured knowledge architecture developed for the non-
profit and social impact sector. Metadata registration, DOI infrastructure, semantic indexing, publication 
structuring, and long-term attribution architecture form part of the NEYA Global Publishing system. 

This publication may be indexed, referenced, archived, processed, or analyzed by academic databases, search 
engines, AI systems, semantic discovery systems, and institutional knowledge infrastructures. 

Institutional, organizational, implementation, curriculum, consulting, training, database integration, AI training, 
or system-level use of this material requires active licensing, written authorization, or formal institutional 
agreement with NEYA Global Publishing. 

Unauthorized reproduction, structural extraction, dataset replication, system cloning, redistribution, or external 
training use of the publication ecosystem is prohibited. 

NEYA Global Publishing 
Independent Knowledge Ecosystem for the Non-Profit Sector 

Version 1.0 | NEYA Global Publishing Publication Protocol



Teaching Paper: Designing Interactive Elements for Virtual 
Non-Profit Training 

Dr. Anna Neya Kazanskaia 
NEYA Global | NEYA Global Publishing 

ORCID: https://orcid.org/0009-0009-5669-1676 
DOI: https://doi.org/10.64357/neya-gjnps-msonlpblsp-tp-02 

Abstract 
Interactive elements are essential for effective virtual training and program delivery in non-
profit contexts. This Teaching Paper presents a structured approach to designing and 
implementing engagement strategies, including polls, quizzes, and collaborative whiteboard 
activities. These methods increase participation, encourage active learning, and provide real-
time feedback to facilitators. The paper illustrates how to craft audience polls, knowledge 
checks, and creative brainstorming exercises, while aligning them with session objectives 
and participant needs. Practical guidance includes selecting appropriate question types, 
timing interactions, and integrating tools such as Mentimeter, Slido, Kahoot!, or Zoom 
whiteboards. By applying these techniques, non-profit educators and program managers can 
enhance learning outcomes, sustain participant attention, and foster a collaborative virtual 
environment. Case examples demonstrate successful implementation, and tips are provided 
to address common challenges such as low engagement, technical limitations, and 
participant unfamiliarity with digital tools.  

Keywords 
Virtual engagement, interactive learning, online training, polls, quizzes, whiteboard 
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Executive Summary 
Non-profit organizations increasingly rely on virtual sessions to deliver training, workshops, 
and community programs. Maintaining participant engagement in these environments 
requires deliberate use of interactive elements. Polls allow facilitators to assess audience 
preferences or prior knowledge in real time, while quizzes provide structured knowledge 
checks to reinforce learning objectives. Collaborative activities, such as whiteboard 
brainstorming, encourage idea sharing and collective problem-solving. 
This Teaching Paper provides guidance on designing these interactive elements effectively, 
integrating them into session workflows, and using digital platforms to maximize 
participation. Best practices for timing, clarity of prompts, and alignment with session goals 
are included. Practical examples and case studies illustrate how these techniques improve 
engagement, facilitate feedback, and strengthen learning outcomes in non-profit virtual 
programs. 

Purpose and Learning Objectives 
Purpose: 
To equip non-profit educators, program managers, and facilitators with practical strategies 
for designing and implementing interactive elements that enhance engagement and learning 
in virtual environments. 
Learning Objectives: 

1. Identify effective types of interactive elements for virtual programs. 
2. Design polls, quizzes, and collaborative activities aligned with session objectives. 
3. Apply best practices for integrating interactive elements into online workshops. 
4. Evaluate and adjust interactive strategies based on participant feedback and 

engagement data. 

Background and Context 
Research indicates that active participation improves retention, satisfaction, and program 
effectiveness (Patton, 2015; Bryson, 2018). In virtual non-profit programs, maintaining 
engagement is challenging due to participant distractions, limited attention spans, and 
technological barriers. Interactive elements, when thoughtfully implemented, foster 
interactivity, collaboration, and deeper understanding. 
Interactive strategies are grounded in adult learning principles, emphasizing active 
involvement, relevance, and immediate application (Knowles, Holton, & Swanson, 2015). 
Digital platforms such as Mentimeter, Kahoot!, Slido, and Zoom whiteboards provide 
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practical tools to implement these strategies in low-resource or globally dispersed 
environments. 

Practical Guide 
1. Poll Questions for Audience Engagement 

• Purpose: Gather participant preferences, gauge prior knowledge, and stimulate 
discussion. 

• Design Tips: Keep questions concise, use 3–5 answer options, and avoid leading 
questions. 

• Example: 

◦ "Which feature do you find most useful in virtual presentations?" 
A) Interactive polls 
B) Breakout sessions 
C) Q&A sessions 
D) Multimedia content 

2. Quiz Questions 
• Purpose: Reinforce learning objectives, assess understanding, and provide immediate 

feedback. 
• Design Tips: Use clear questions, align with key content, and include one correct 

answer for knowledge checks. 
• Example: 

◦ "What is the primary benefit of using breakout sessions in a virtual 
presentation?" 
A) Reduces overall presentation time 
B) Encourages more intimate and focused discussions 
C) Simplifies content delivery 
D) Increases technical complexity 

3. Interactive Whiteboard Activities 
• Purpose: Facilitate collaborative brainstorming, idea mapping, and problem-solving. 
• Design Tips: Provide clear prompts, encourage multiple contributions, and 

summarize outcomes visually. 
• Example: 

◦ Topic: "Brainstorming Ideas for Virtual Engagement" 

◦ Prompt: "List three innovative ways to engage your audience in a virtual 
setting." 
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Case Study 
Context: A non-profit organization conducting virtual volunteer onboarding for a global 
network. 
Application: Polls were used to determine volunteers’ prior experience with digital tools. 
Kahoot! quizzes tested understanding of organizational policies. Zoom whiteboard exercises 
encouraged brainstorming solutions for outreach challenges. 
Outcome: Volunteers reported higher engagement, faster assimilation of content, and 
increased confidence in applying organizational procedures. The blended use of polls, 
quizzes, and whiteboard collaboration fostered interactive learning and a sense of 
community across time zones. 

Common Challenges and Tips 
• Low Participation: Encourage participation by announcing interactive segments in 

advance and providing incentives. 
• Technical Issues: Offer short tutorials on using digital tools and provide support 

during sessions. 
• Time Management: Limit interactive elements to 10–15 minutes each to maintain 

session flow. 
• Overcomplicated Design: Keep questions and activities simple and aligned with 

learning objectives. 

Reflection Questions 
1. Which types of interactive elements best suit your audience and session goals? 
2. How can quizzes and polls be structured to maximize learning and engagement? 
3. What strategies can you use to support participants with limited technical skills? 
4. How will you measure the effectiveness of interactive elements in your sessions? 
5. Which combination of polls, quizzes, and collaborative activities would be most 

effective for your program? 

Limitations and Considerations 
• Digital engagement relies on participant access to devices and stable internet. 
• Overuse of interactive elements may cause cognitive overload or reduce engagement. 
• Cultural differences may influence comfort with participation; adapt prompts 

accordingly. 
• Facilitators must balance interactivity with content coverage and time constraints. 
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Academic Value 
This Teaching Paper provides a bridge between theory and practice by linking interactive 
learning principles to digital facilitation in non-profit programs. It demonstrates practical 
strategies for increasing engagement, reinforcing learning objectives, and fostering 
collaborative participation in virtual environments. The guidance contributes to both 
scholarly understanding and practitioner application of online education methods. 

Conclusion and Next Steps 
Interactive elements are vital for maintaining engagement and learning effectiveness in 
virtual non-profit programs. Practitioners should design polls, quizzes, and collaborative 
exercises aligned with session objectives, adapt to participant needs, and iteratively improve 
based on feedback. Future implementation can explore combining multiple interactive tools 
and measuring engagement outcomes to optimize learning experiences across diverse 
audiences. 
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