SIGNIFICANT IMPLEMENTATION ON ‘
TECHNOLOGY FOR 2151 CENTURY
CLASSROOM : A KLY 10O STUDENTS”
LEARNING ENGAGEMENT TEACHING

AS LEARNING EXPERIENCE DESIGN VIA
BOARD GAME LEARNING.
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* Cthical Decision Making

I() | * Critical Thinking and the Ability
knowledge in Real World setting are

the most highly values by employers.

What about the teacher's career? ‘




Learning Experience Design (LXD.)

(Multiple Types of Brain.)

Learning Facilitator

Teaching/Instruction
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Learning Experience Design (LXD) is an interdisciplinary

What IS Learnlng approach to designing learning interventions and

programmes that are learner-centered, goal-oriented

Experience DeSig n? and design-focused, ensuring maximum learning.

learner- goal- design-
centered oriented focused
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Visit www.elevatelearning.org or email hello@elevatelearning.org if you'd like to partner with us to create your own elevyqd ‘i‘e
LEARNING EXPERTS

experiential learning programme.
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HUMAN

Applied Gome Design
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Experiential Learning
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LEARNING ———— EXPERIENCE = DESIGN

Gome. Design
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Industrial Design
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Graphic Design
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Learning Experience Design

Teaching
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Educational Expertice  Training
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Inetructional Design
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Multiple Intelligence
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Demonstration

Practice by Doing

Teach Others/Immediate Use
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Solve .
- Problem-solving
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Relate
- Collaboration
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Create
> Creativity

ANURGESIESSA

Self-awareness
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Get Going

- |Initiative
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Investigate
- Critical thinking
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Persistence

ANSWINLTUYS

Serve
- Service mentality
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» Real-world effectiveness
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T earning Skills ILiteracy Skills

Critical Thinlking Inforrmation

I ife Skills

Collaborationm
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Communication

Collaboration

Crnitical Thinking




Information







Humans are the only creatures that play the game.
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TEAMWORK
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Adapted from “Curiosity, Pleasure and Play: A Neurodevelopmental Perspective”™ written by Perry, Hogan and Marlin (2000)




TEACHING AS LEARNING EXPERIENCE DESIGIY




Learning experience
design is the process of
creating learning
experience that enable
the learner to achieve the
desired learning outcome
in @ human center and
goal-oriented way
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Proficiency

Instruction is only a small
part of learning.
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Instructional Design
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Formal

70% On-the-Job Experience
Training 20% Informal/Coaching
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Learning Experience Design




Transforming E€ducation

Through Play

# BOARD GAME AS A LEARNING DEVICE
# TEACHER AS THE DESIGNER OF LEARNING’S
EXPERIENCE




LUhat’s * A contrivance. Or in Latin, an Instrument

Technology? Heidegger.)

®* An Mean to an ends. A Human activity

* Enframing (AUWIANURWIYVDIBAG)

®* Board Game is Technology

* No-plug, Green, Powered by human

social interaction.

* Affective (learning) device to engage

players learnings.




On the aesthetic Education of Man : Friedrich Schiller ‘

mAanN ONLY PLAY WHEN I THE FULL
MMeRNING OF THE WORLD HE IS A IMAN,
AND HeE IS ONLY COMPLETELY A (MAN
LWHEN HE PLAY.




LWUhat make a Board Game ‘

#THEITIE
#GAIMERPLAY
#ARTUWORK
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Learning Design —
bringing together the ‘what’ and the ‘how’
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What could the
intended learning
look like at
this level?
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What evidence
will enable us
to assess the
intended learning?
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The Australian Curriculum in this procéss provides’
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( How will we

engage, challenge
and support

So what L their learning?
will we ~
do to get =
there? ( Design the
teaching and
vihegaladeazlu learning plan
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;ﬁe frame of reference

for what we want our students to learn and the SA TfEL provides the
learning principles that inform how we design quality learning.

s,  LEARNING

Australian Curric

culum IN DECD  Teaching and Learning Services




GAITIE ARE TIORE LIKE
ARTIFACTS THAMN MEDIA.




