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Design for learning –  Inspirational cards
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Description automatically generated with medium confidence]
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Description automatically generated]Description
It provides a lifelike learning experience, where the learner can experiment in a safe environment.
Simulation
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Description automatically generated]Case study 

Description
It is an in-depth study of one situation using data collected by a third party.
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Description automatically generated]Plus, Minus, Interesting
Description
An exercise that allows learners to discuss positives, negatives and interesting ideas about a specific issue. 
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Description automatically generated]Description
Game-based learning is a learning activity that uses games to improve participants learning. It promotes critical thinking and problem-solving skills and is designed based on a scenario. 

Game
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Description automatically generated]Lecture
Description
Presentation of information or knowledge in one direction communication.
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Description automatically generated]Demonstration

Description
It is the process of teaching someone how to make or do something in a step-by-step process. As you show how, you “tell” what you are doing. The learner should get enough information to be able to do it alone. 
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Description automatically generated]Description
Working on solving specific problems in groups. It could be problems that have a right solution or ill-problems, which do not have a correct answer. 

Collaborative problem solving
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Description automatically generated]Role play
Description
A learning activity in which two or more learners act out predetermined scenes under the guidance of an expert/facilitator.
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Description automatically generated]Field Work
Description
Any activity that involves leaving the classroom (physical or digital) to learn something in its real context. 
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Description automatically generated]Storytelling
Description
It is a visual and structure representation of how a story unfold.  
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Description automatically generated]Peer feedback
Description
A structured process where learners evaluate and give feedback to their peers. It can be peer to peer or group to group. The facilitator presents a guide and specific successful criteria. 
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Description automatically generated]Quizzes
Description
Short tests to determine a learners’ understanding of a topic.
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Description automatically generated]Escape room
Description
You get the team at designed location (can be online) and lock them inside. The team goal is for your team to escape by answering some puzzles/questions within a specified period of time.
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Description automatically generated]Asynchronous discussion
Description
It allows learners to participate in group discussions at different times and at their convenience.
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Description automatically generated with medium confidence]
	[image: ]Description
It is an educational strategy that uses interactive scenarios as the basis for learning. The scenarios simulate real-life situations and participant learn by making decisions about simulated work challenges.


Scenario-Based Learning

	[image: ]Description
It is an approach that integrates immerse technology (VR, AR, 360 videos) to provide a more realistic and stimulating environment for growth. It focuses more on the experience of learning rather than in content and wrong and right answers.

Immersive learning
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A method in which complex or simple real-world problems are used as the vehicle to promote learning of concepts and principles as opposed to direct presentation of facts and concepts. PBL can promote critical thinking, problem-solving, creativity and collaboration skills.
Problem-Based Learning
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A training format where learning content is divided into short focused single topic segments to increase knowledge retention, flexibility, and versatility. 
Microlearning
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It is a training method that use games to create fun, engaging, meaningful and memorable learning experiences. 
Gamification
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It is an approach for training with contented created by learners, subject matter experts and employees (not by professional content developers). The content is shared internally to pass on knowledge, experience, and stories in the organization.
User-Generated Content
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Debating/voting
https://www.tricider.com/
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Videos making/discussions
https://info.flipgrid.com/
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Questions / learn concepts
https://quizlet.com/

	[image: ]Thinglink
Virtual field trips
https://www.thinglink.com/
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Questions/games
https://kahoot.com/
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