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Unit 4
Confessions of a Podcast Junkie

Unit 4: Enabling Learner-Centered Principles
Educational researchers have identified a number of principles associated with effective learning. For example, learning should be active, involving real-world problems. Learning is also social, requiring interaction and feedback from others. Learning should also be engaging. Encourage your participants to define the learner-centered principles they feel are important. These can be used in planning and managing space projects either as a checklist to be sure the space is optimized for learning or when prioritizing different needs.

To provide background, we suggest three resources:

· “Learning How To See,” Diana G. Oblinger
This book chapter discusses new ways of envisioning the spaces on campus that can support learning.
http://www.educause.edu/Chapter14.LearningHowtoSee/11912 

· “Learning Space Design Theory and Practice,” Malcolm Brown
In this brief article, Net Generation characteristics are mapped to learning theory, learning space applications, and technologies that might support those applications.
http://www.educause.edu/apps/er/erm05/erm0544.asp 

· “Design of the Learning Space: Learning and Design Principles,” Chris Johnson and Cyprien Lomas
This article presents new considerations and important principles for planning effective learning spaces.
http://www.educause.edu/apps/er/erm05/erm0540.asp

Activity

Below is a partial list of learner-centered principles. For each principle, describe a space that would support it as well as the technology that might enable it. Feel free to add more principles.

	Learner-Centered Principle
	Space
	Technology

	Learners work together to address real-world problems, using data collection and analysis as required.
	
	

	Learners interact with people and information located outside the classroom.
	
	

	Learners actively engage with the subject, through debate, research, inquiry, and problem solving.
	
	

	Learners engage in simulation, virtual field trips, and role playing.
	
	

	Learners work on group projects.
	
	

	Learners contribute to discussion before, during, and after the class (either online or face to face).
	
	

	Learners get to know each other and engage in dialogue in and out of class.
	
	

	Learners interact in a variety of ways, such as collaborative or cooperative learning.
	
	

	Results of group or paired discussions can be collected, synthesized, and offered to all learners for reaction and feedback.
	
	

	Learners present work publicly, teach others, give peer feedback/support.
	
	

	Multiple modes—auditory, visual, graphic, and textual—are used to convey information.
	
	





























































































































This unit is part of the EDUCAUSE Learning Initiative Discovery Tool: Learning Space Workshop Guide. Each unit can be used as a stand-alone activity, or all units can be combined for a multiday learning event. The units typically include articles, discussion exercises, and questionnaires. You are welcome to add your own material or modify what you find. Find the complete learning space design tool set at 
www.educause.edu/learningspaceworkshopguide.
ELI Discovery Tools are practical resources designed to support the development and implementation of teaching, learning, and technology projects or processes on campus. They are available to ELI members only.
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