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Classroom Discussion
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2. ﬂmavsﬂmu'ﬂaLLa“UsuaUmsmaummmmﬂumusamLmﬂ,‘d
wiaunun1sunszuulnuunlgegnls?

A o N
o W W W
REALWORLD CRIMCAL COLLABORATION PRACTICAL
CONNECTION THNKING LEARNING

o WHAT IS IT?

A student case study

is a detailed description
of a real or fictional
situation related to a
person, event, or issue.
Itis used to explore
problems, evaluate
options, and recommend
solutions.

/ Purpose:
<O) To develop a deeper understanding

by applying knowdedge to real situations.

0 EDUCATIONAL BENEFITS

DEVELOPS CRITICAL THINKING
‘D Encourages decp analysis and cvaliation

of complex situstions,

ENHANCES PROBLEM-SOLVING
Helps studants consader multiple perspactives

and solutions.
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e COMPONENTS OF A CASE STUDY

BACKGROUND
Provides context and impartant
details of the case.

PROBLEM STATEMENT
Clearly defines the Issue or chafienge
that needs to be addressed.

DATA & EVIDENCE
Includes facts, figures, ana other
ralgvant information

ANALYSIS
Examines the situation using concepts,
theories, or frameworks.

ALTERNATIVES

Presants possible solutions or
courses of action.

RECOMMENDATION
Suggests the best solution with
justfication.

o KEY TAKEAWAY [P



Q&A
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