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Learning Skills (4Cs)
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Literacy Skills
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Knowledge in Real World setting are the most highly valued by employers.
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Life Skills
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The Learning Pyramid:
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Lecture (5%)

Readi 10% . .
el ) Passive Learning

Audio-Visual (20%)

Most learning
happens here!

Active Learning

‘Al Architect's Blueprint of Play| \_
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What 1s Learning Experience
Design (LXD)?

ar3neImslunisapnNIUUAVAUUAUULA:S:UUMSISEUS
WwalkWiseuussaltsuieg lagmdofivuuudidugquagnaly

1. Learner-Centered 2. Goal-Oriented
(Wuissulduaudgnaiv) (UotduthHue)

3. Design-Focused
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(A contrivance. An instrument. A mean to an ends.) — Heidegger ‘

The Old Paradigm
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Humans are the only creatures that play the game.
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Games are ARTIFACTS, not Media (tnuAaviuus:aus IilsuAdo)
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Media
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The 4 Dimensions of Elicitation
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The Learning Design Framework: U1 ‘What’ l1a: ‘How’ uaussaunu
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(What do we want
them to learn?)
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do to get there?)
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JUNSILHOANISSuN 21: LXD + Board Game = Active Engagement
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Transforming
Education 1=
Through Play
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Based on “Significant Implementation on Technology for 21st Century Classroom”
by Prof. Dr. Ted Yucheng Liu.
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