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® Social Constructivism

® Constructionism

® Cooperative learning theory

®* Multiple intelligence

® Connectivism
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(hybrid & blended learning)
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(gamification)
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Learning

Approaches
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Active

Learning




Cone of Experience
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Active Learning
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Physically active
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Socially active
and collaborative
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Intellectually
active

my CMotionally
active
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Meaningful Learning

Active learning framework
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Self-Directed

Learning




ODEFINITION

“In its broadest meaning, SDL
describes a process in which
individuals take the initiative, with or
without the help of others, in
diagnosing their learning needs,
formulating learning goals,
identifying resources for learning,
choosing and implementing
appropriate learning strategies, and
evaluating learning outcomes”

(Knowles, 1975, p. 18).

SELF-DIRECTED LEARNING

Self-directed learning (SDL) refers to when an individual identifies their learning needs and
sets their own educational objectives.

EXAMPLES

Child exploration

A toddler enters an unfamiliar room
and immediately begins exploring
the surroundings and learning about
them.

Reading self-help books

Mika enjoys reading self-help books
about how to become inspired and
motivated to reach your fullest

potential.
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Experiential Learning

Reflect &
Discussion

Experience

Understanding
Experiment/ &

Application Conceptualiza-
tion
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Face-to-face & Technology-based learning
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Face-to-face & Technology-based learning
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AN 2.3 ANULANEIIEHIN blended learning W@ hybrid learning
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