[image: image1.png]


           


More activating learning methods

Source: P. Hoogeveen & J Winkels, Het didactische werkvormenboek, Assen, The Netherlands, 2005.

What are learning activities?

Learning activities are the activities carried out by learners and teachers as part of the learning process to help learners to reach their learning goals. Learning activities are used to organise the learning process and helps learners understand or help learners to develop the required skills in an activating, motivating manner. 

Overview of categories of learning activities

Learning activities can be divided into five categories:

1. Instruction

2. Interaction

3. Assignment

4. Cooperation 

5. Games

Learning activities in the instruction category

Learning activities in the Instruction category are teacher-driven and content-oriented rather than learner-oriented. Instruction activities are mainly useful for:

· Presenting information in a short time to a large group

· Transferring information that is not easily available to learners

· Presenting basic information with which students can continue working independently

· Giving an introduction on a certain topic or giving guidelines for a certain assignment

	Learning activity
	Advantage
	Disadvantage 

	Teaching 
(lecture, instruction)
	Can be used with large groups
	Minimal personal contact

	Story telling (poetic recital, anecdote)
	Can be used with large groups

Stimulates learners’ curiosity
	Minimal personal contact

	Demonstration
	Tangible information

Simulating the real world
	Only usable when the information can be visualised. 

Demonstration materials can expire rapidly

	Video/audio lesson
	Usable in every phase of the programme

Learners are usually interested and motivated to watch/listen
	Organisation and preparation time-consuming

	Slide-show
	Learners can watch slide-show in smaller groups
	Preparation time-consuming

	Excursion/Fieldtrip
	Practice and theory closely tied together

Very stimulating and motivating for learners
	Can be expensive

Preparation takes time


Learning activities in the interaction category

Learning activities in the Interaction category create a setting in which learners are actively engaged as partners in the discussion with the teacher or other learners. Through speaking with each other or discussing certain topics the learners deliberate and exchange experiences, information or questions.

The advantage is that learners are actively involved, learn to verbalise their thinking process, learn to process information rapidly.

The disadvantage is that learners need to learn how to discuss before they can learn from a discussion.

Examples:

· Brainstorm: generating ideas or solutions by free association

· Think – pair – share / Buzzing

· Matchstick discussion: to encourage contributions from all, students get 3 matches for 3 contributions to the discussion

· Carousel discussion: students write a proposition on paper, and hand it to their neighbour who comments and hand it to their neighbour who comments etc. 

· Proposition game: students indicate whether they agree or disagree to propositions 

· Silent Wall discussion: Students react to a proposition that is written on the wall

· Fish-bowl method: small subgroups discuss a topic and decide on their opinion, representatives of each group discuss the various options and try to come to an agreement and report it to the class

· House of commons, Debate: Students argue their point of view regarding a certain topic

Learning activities in the assignment category

Learning activities in the assignment category entail assigning certain tasks to the learners (or students assigning tasks to themselves) to be actively carried out, independently though not necessarily individually. Typically, the process of acquiring knowledge and skills is as important as the product. By varying the size, complexity and the degree of structure the teacher can take the learner characteristics into account and give them the opportunity to work in their own speed and at their own level. Learners are responsible to work independently towards the end product of the assignment. The teacher only assists if asked to do so by the learner. When the assignment is done, the teacher gives feedback on the process and the product. 

The advantage of giving assignments is that learners are working actively on developing their knowledge and skills. The disadvantage is that it can be time-consuming, or learners pay more attention to the form than to the result/product.

Examples of assignments:

· Writing a text –brochure, essay, observation, review, letter to the editor, play, comic book.

· Making a Poster presentation, collage, (wall-)newspaper

· Making an exhibition, Building a model

· Doing a reflection assignment – self-portrait, logbook, the hand

· Preparing an elevator pitch: students prepare a 30-second speech on a certain topic.

· Conducting and interview, survey, research

· Making test questions

· Doing a practical

Learning activities in the cooperation category

Learning activities in the Cooperation category are founded on the idea (social-constructivism) that learners can learn easier, understand information better and acquire certain skills easier if they can learn in cooperation with others. Cooperative learning is not synonymous with working in groups. Working in groups means putting students together so that they have the choice of cooperating while true cooperative learning consists of:

· Face to face interaction

· A positive interdependence

· Individual accountability 

· Visible development of cooperation competences

· Group processes

Examples of cooperative learning:

Learning together:

· Think – Pair – Share

· Placemat method

· Team tournament

Group work:

· Parallel, complementary or parallel-complementary

· Partner work, Foursomes, Other groupings

· Variations of group work: Expert groups, student question and answer sessions, sorting out of the learning content in a group, etc.

Projects

Characteristics:

· Authentic tangible problem

· Draws on the learners’ creativity

· Exceeds the subject boundaries

· The process is as important as the product

Examples of projects:

· External projects e.g. research, interview

· Internal school-based projects e.g. theme week, integral assignment

· Mini projects e.g. practical challenges

Learning activities in the games category

Learning activities in the Games category promote learning through experiencing. These learning activities create variation in the lessons. All games used in the classroom need preparation and organisation, this can sometimes be a disadvantage. However, learners are stimulated in a different way and learn informally about the learning subject.

Examples of games:

· Role-play, Simulation, Bingo, Game of goose, Quiz or “Trivial pursuit”

What are activating learning methods or activating methods of delivery?

Activating learning methods are learning activities that incite learners into action (being actively involved), critical thinking and reflection (both on the process and the product). Activating methods of delivery originate from the principles of constructivism. Constructivism is a philosophy of learning founded on the premise that, by reflecting on our experiences, we construct our own understanding of the world we live in. Learning, therefore, is the process of adjusting our mental models to accommodate new experiences. Learners construct new knowledge by integrating new information and new experiences into existing personal knowledge. In other words, learning is an active process and the responsibility lies with the learner.

There are several guiding principles of constructivism: 

1 Learners are intrinsically motivated (or must be supported) to find and acquire information. Learning is a search for meaning. Therefore, learning must start with the issues around which students are actively trying to construct meaning. 

2 The purpose of learning is for a learner to construct his or her own meaning, not just memorize the "right" answers and regurgitate someone else's meaning. Learners themselves are expected to set to work, they must organise, create a structure and generalise

3 Understanding is a process which can be fine-tuned by reflection and reorganising the information.

Examples of activating learning methods or activating methods of delivery:

· Thinking out loud – learners’ reason out loud how they came to a certain conclusion, what they expect should happen next.

· Think-pair-share – learners first think individually about a certain issue, discuss it with their neighbour and subsequently with two others.

· Devil’s advocate – learners are challenged to defend their arguments against the arguments of the Devil’s advocate.

· Reflection – learners are asked to review their experience with e.g. an assignment.

· Formulating learning goals – learners are asked to express their own learning goals or to figure out for themselves what are the learning goals in a certain assignment.

· Mind-map – learners make a mind-map of what they know of the topic or about the assignment, 

· Predict-observe-explain – learners are engaged in a demonstration because they are expected to predict beforehand what is going to happen. Subsequently they observe what actually happens and explain the observation or the difference.

· Making (test) questions – learners make (test) questions about a certain topic. Through think-pair-share the best 10 are chosen.

· Making a summary or schedule – learners are asked to summarise the information in text or a schedule, a table, a KKK (= known, k(c)urious, to keep) format, a sequence.
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