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CONE OF LEARNING
WE TEND TO REMEMBER OUR LEVEL OF INVOLVEMENT

(developed and revised by Bruce Hyland from material by Edgar Dale)

10% of what we read
° Verbal Receiving

20% of what we hear

30% of what we see

WATCHING A MOVIE

/ LOOKING AT AN EXHIBIT \

50% of what we hear and see Visual Receiving

/ WATCHING A DEMONSTRATION\
/ SEEING IT DONE ON LOCATION \

/ PARTICIPATING IN A DISCUSSION \ Receiving and

70% of what we sa
E y / GIVING A TALK Participating
DOING A DRAMATIC PRESENTATION \
90% of what we Doin
both say and do / SIMULATING THE REAL EXPERIENCE \ g
DOING THE REAL THING \

Edgar Dale, Audio-Visual Methods in Teaching (3" Edition). Holt, Rinehart, and Wi (1963).
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Maslow's Hierarchy of needs (or pyramid of needs)

Self-actualisation
(Achieving individual potential)

Esteem
(self esteem and esteem from others)

Belonging
{Love, affection, being part of groups)

Safety
(Shelter, removal from danger)

Physiological
(Health, food, sleep)



Miettimisen aiheita

|. Lasten ja nuorten arki on digitaalista, viihdepainotteista

2. Lapset ja nuoret eivat ymmarra opetuksen ja arjen yhteytta
3. Peleissa asiat voi tehda toisin, erilaisia oikerta vastauksia

4. Peleilla voi tehdda muutosta

5. Oppimisen eritahtisuuden ja erilaisuuden tasorttaminen
6.Yhteisollinen tekeminen, tekemalla oppiminen

/. Mahdollisuus vaikuttaa, saavuttaa ja saada valmiiksi

8. “Outside the box” ajattelu

9. Tekniikka el riitd, tarvitaan sydan ja moottori
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