




3.0 Justifications of Methods 
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3.1 Adult Learning Theory (Andragogy)


Based on the concepts of inductive learning and adult learning theory, the chosen development methods outlined in the above plan have been selected. Malcolm S. Knowles thought that adults have a different approach to learn things to children. Knowles hypothesized five assumptions about the adult learner (see figure 1); these five assumptions are a good reminder to how adults generally perceive training content (Knowles, 1980).

Andragogy is an attempt to grow a theory for adult learning, adults are self-directed hence adult learning programs must accommodate this aspect (Merriam, 2001. This theory indicates that instructions for adults needs to focus on the process not on the content being taught, hence the wool web activity (Knowles, 2014).

Strategies such as case studies, inductive approach, role playing, technologies, group discussions, simulations, and self-evaluation can be extremely useful (Clapper, 2010). The major problems of our age deal with human relations, and education is the only solution. Skills in human relations is a skill that must be learned, this can be learnt everywhere and wherever people gather together in small groups (Mezirow, 2000; Ross-Gordon, 2003).

The chosen development methods indicate that adults learn by doing, effective instruction focuses on tasks that adult can perform instead of memorization of content. This is because adults are problem-solvers and they learn best when the subject is of instant use (Knowles, 2014). Therefore, it was crucial that the session concentrated on practical outcomes the learner would be instantly able to apply in their own practice.







Andragogy

The word comes from the Greek ἀνδρ- (andr-), meaning "man", and ἀγωγός (agogos), meaning "leader of".

Therefore, andragogy literally means "leading man".

Source: University of Tennessee,2009.
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Malcolm Shepherd Knowles

He was an American adult educator famous for the adoption of the adult learning theory.

Knowles is credited with being a fundamental influence in the development of the Humanist Learning Theory and the use of learner constructed contracts or plans to guide learning experiences.

 Source: Henry, A history of his thought, 2011.













Figure 1: Knowles' 5 Assumptions of Adult Leaners
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(Source: University of Maryland, n.d.)

3.2 Learning Techniques

Every single individual has its very own and unique learning style and technique. Some may find that they have a dominant style of learning and others may find that they use different styles in different circumstances. People can develop ability in less dominant styles, as well as further develop styles, there are not right or wrong. The Memletic Learning Styles Inventory elaborated by Sean Whiteley (2003) is a different approach with seven different learning styles. These styles are recognized by this inventory in accordance with seven types of intelligence indicated by Gardner (1983): verbal (linguistic), visual, aural, logical and physical (see Figure 2). The group activities and methods chosen are social and visual.  















Figure 2: Memletic learning Styles 
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Design thinking 

Source: Henderson,2009
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Social
Interpersonal learning style

People with this particular learning style learn best when they are studying with a group of other individuals. 
Based on the activity chosen, this type of learning style fits well as the students will be working and interreacting with each other. 
This specific style permits learners to communicate efficiently together in order to create successful and quality products.

(Bandura 1977; Sadler-Smith, 1996)
Visual
Spatial learning style

This style is a form of communication that is not verbal. It is usually a picture or another form of illustration that appeals to the sense of sight.
Other things that are linked to this learning style are: pictures, symbols, signs, maps, charts, graphs, diagrams, photographs, and models.
Based on the methodology chosen, this learning style matches the best as the students will be ‘visualizing’, creating diagrams, graphs in order to solve problems.
(Sadler-Smith, 1996; Reid, 1987)









	






3.2.1. Group Discussion



Game-based learning

Gaming has the ability to create a dynamic that can give inspiration to learners to develop skills as they focus on their activities of the game.

This method can:
· function as individual learning activities
· a powerful content delivery mechanism over several sessions
(Barendregt, 2011; Karoulis, 2005)


















This method can motivate the participants to learn something in a ‘fun’ and different way. This learning method can integrate people in the material so they can learn in an effective way and this also can encourage them to learn from their mistakes, without fear of real-life consequences.
(Hainey et al., 2011)
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The game to be effective:
· must align with learning outcomes
· should not be competitive in the conventional sense
The game might require students to work collaboratively to solve problems.
(De Freitas, 2006)














Game-based learning promote student’s interest and engagement and provide immediate feedback on performance (De Freitas, 2006). There is also a significant amount of research that suggests that this method of learning can increase student learning (De Freitas, 2006). 

Some of the learning principles that games utilise, are opportunities to experience the world through new roles and identities; this experience is unique for each player and dependent upon their decisions and actions, gamers are permitted to become producers instead of consumers of content (Sung, 2013). By incorporating game-based learning in the in-person, the attributes discussed above can create more compelling learning experience (Plass, 2015; Papastergiou, 2009; Sung, 2013)

Finally, games offer a very unique opportunity to assess student learning. Higher-order thinking skills such as problem solving can be evaluated by observing the participants as they play games (Plass, 2015). It is clear that game-based learning offers an exciting opportunity to promote engagement between students. 

This method is also useful in workplaces, because it can create engagement between co-workers and help them know each other’s weak points (Barendregt, 2011). The relatively recent popularity of gamification in people’s everyday lives, has enabled everyone to experiment with these applications in interesting and innovative ways (Karoulis, 2005).











3.2.2 Group Activity
[image: Free Number 1 Cliparts, Download Free Clip Art, Free Clip Art on ...]Wool web activity

The main benefits of this game are its usefulness for teaching to work together and be committed to reach a specific or/and common goal in a different approach compared to the usual (Trainer Bubble, 2020).

This game has the capabilities to build teams, it is designed to help members if a certain group improve their capacities to work in teams and in an effective manner; it does require commitment, and it is physical without being strenuous (Salas, 1999; Dyer, 2015).

This game can increase confidence, more practical knowledge, tasks will be completed quicker, build stronger teams and can help adults keep a positive state of mind, which would not be possible with the traditional methods (Dyer, 2015).

Games create better group dynamics; by using games adult learners would feel encouraged to participate as everyone is involved (Trainer Bubble, 2020). Adult learners can be very different from younger learners; however, games are a very innovative way to learn something new or in this case to solve problems in teams (Knowles, 2014). 

This game can keep the adult learners interested and engaged with one other. The wool web activity gives immediate feedback on their performance; the activity also permits adults to acquire technical knowledge and engagement with other participants (Knowles, 2014; Sogunro, 2015).





 



The game features members of the group using a ball of yarn to create a physical “spider web”, while the game is to toss the ball of yarn from one member to another.
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The game gets interesting when there is this massive spider web of yarn string that has “connected” each member of a group as ONE; while the sharing is the aim.
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The object of the game is to score points by passing everyone through holes in a spider web without touching the web.

(Trainer Bubble, 2020).














Active learning

This particular learning style is a form of learning in which teaching involves students in the learning process in a direct way than in other methods (Johnson and Johnson, 2008).
As Bonwell and Eison (1991) state, in active learning, students collaborate in the process and students make an effort to participate beside passively learning.
Active learning is a method of learning in which students are experimentally involved in the learning process where there are various levels of learning (Bonwell and Eison, 1991). 
Active learning also engages students in two aspects, which are doing things and thinking about the things they are doing; students must discuss, read, write or in this case be engaged in solving problems (Johnson and Johnson, 2008).
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Group activities in classrooms or workplaces can help individuals grow connection as well as solving problems. It is an innovative approach for people to learn while having fun (Cohen, 1994). 
Wool web activities for example, it’s a great method for team building; this can be useful in order to work together as a cohesive unit (Ellis, 1991). As previously mentioned, every group has different people that have different learning methods and everyone’s point of view varies. Some people have a fixed mindset, some have a growth mindset (Von Krogh, 1988).
 Those with a fixed mindset usually avoid challenges as they feel like they are not talented enough, they lose interest when work gets hard and they give up easily. On the contrary, those with growth mindset seek on challenges, they want to improve themselves as they are aware that they will grow and learn (Cohen, 1994).















3.3.3 Lecture


Lectures are considered the best teaching method for many students, particularly for communication conceptual knowledge, they are effective because they use the human attitude for learning from spoken information instead of written (Fyrenius, 2005).
By contrast with speech, all communication technologies are artificial and unnatural and learning is easier during formal, real-time social events. The structure of a lecture artificially increases focus attention and generate authority for the lecturer, this also makes communications much more memorable for the students (Lom, 2012; Bonwell and Eison, 1991). However, lectures can have disadvantages as well as advantages:


	Pros
	Cons

	
Are straightforward and efficient 

	
Sometimes lectures can be very taxing for some students 


	
Allows students to ask questions and gain clarification 

	
Some students do not find them engaging 

	
Can be pre-recorded and recycled 

	
Lectures are teacher-centred 

	
Can present large amount of information 

	
Lectures cause students to rely on their teachers 


	
Can be presented to large audiences 

	
Lectures require effective speakers




     Figure 3: Pros and Cons of Lectures, Bonwell and Eison, 1991

In order to make it more interesting lectures can include games, as previously discussed; this is an additional method to keep the students engaged and interested. Adding different activities can improve interaction and help enliven the atmosphere of the classrooms and encourage deeper learning for every student. 

3.3 Evaluation of Learning


“Ever tried. Ever failed. No matter. Try Again. Fail again. Fail better.”

 —Samuel Beckett,1983



why it is important to evaluate learning?


Evaluation is the determination of the compatibility between the objective and the performance (Wrzesien and Raya, 2010). Evaluation can help build an educational programme, assess its achievement and improve upon its effectiveness. It is crucial as it serves as in-built monitor within the programme to analyse the progress in learning from time to time (Tucker, 2005). Also, important because it provides feedback on the design and the implementation of the programme hence, evaluation is needed in any educational programme (Tucker, 2005). It is important as it helps learners to improve learning, evaluation is a process that helps form the values of judgement or achievement of student (Wrzesien and Raya, 2010; Nesbit et al., 2002; Tucker, 2005).


In order to evaluate creative ideas, a leader needs to be skilled as well as forecasting the different outcomes connected with various areas of the company involved in the innovation (Bonwell and Eison, 1991). Evaluating and judgment skills are crucial if the problem needs a process innovation (Bonwell and Eison, 1991).  The ultimate success of the innovative outcome gets influenced by workable solutions and a leader’s skill in generating clear problem definition (Barendregt, 2011). 
Leaders with strong problem-solving skills have the ability to inspire others and devise creative solutions in order to fees future organisational growth and success (Barendregt, 2011). It is crucial to have effective problem-solving frameworks in times were there is a constant change in technology. Hence, if companies are successful in problem solving, they will also be a successful organisation. If people are successful in problem solving, they will also form a successful group.
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