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At the end of this session, you should be able 
to:

1) Synthesise the characteristics of 
experiential eLearning delivery

2) Design an experiential eLearning delivery 
implementation

3) Utilise suitable online teaching tools for 
effective cybergogy 



What are the characteristics of 
experiential learning?

Pic source: The Secret to Creativity, Intelligence, and Scientific Thinking: Being Able to 
Make Conncetions https://www.shiftelearning.com/blog/create-life-long-learners-elearning

https://www.shiftelearning.com/blog/create-life-long-learners-elearning


Characteristics
experiential 
learning=learning by 
doing, reflecting, 
and applying 
what was learned.

Learning activities and 
assignments were 
designed in a way that 
students were able to 
engage and interact with 
the content, the instruction, 
and their peers in the real 
world scenarios.https://www.tonybates.ca/2014/12/01/can-you-do-experiential-learning-

online-assessing-design-models-for-experiential-learning/

https://www.tonybates.ca/2014/12/01/can-you-do-experiential-learning-online-assessing-design-models-for-experiential-learning/
https://www.tonybates.ca/2014/12/01/can-you-do-experiential-learning-online-assessing-design-models-for-experiential-learning/


Example 1
https://secure.onlinelearningconsortium.org/effective_practices/designing-and-i

mplementing-experiential-learning-through-multimedia-based-activi

Concrete Experience or Feeling
- students learn by “diverging” or “feeling 
and watching.” 
- observe and collect wide range of 
information. 
- immerse themselves in media by going to 
a live concert, attending a movie and visiting 
a local art exhibition.

Reflective Observation or Watching
- students learn by “assimilating” or 
“thinking and watching.” 
- presented with sound logical theories to 
consider, instructor recorded authentic 
instructional videos “How-To” to help 
students understand how to critic media. 
- participated in asynchronous online 
discussions to share their views or learn from 
others in the class. 

Abstract Conceptualization – 
Thinking 
- students learn by “converging” or 
“thinking and doing.” 
- practical application of concepts and 
theories. 
- wrote drafts of critical reviews for 
peer review

Active Experimentation or Doing
- students learn by “accommodating” or “feeling 
and doing.” 
- “hands-on” experiences. 
- going through real publishing experience. - 
submitted their critical reviews for publication and 
went through accepting procedure for publishing. 
- Accepted students final critical reviews were 
published in the public blog created by the course 
instructor.

https://secure.onlinelearningconsortium.org/effective_practices/designing-and-implementing-experiential-learning-through-multimedia-based-activi
https://secure.onlinelearningconsortium.org/effective_practices/designing-and-implementing-experiential-learning-through-multimedia-based-activi


Example 2: Internet           
                     Scavenger Hunt
                     

❏ Meaningful - real 
world

❏ Motivation - a driving 
question and 
compelling event

❏ Affective, cognitive 
and behavioral 
dimensions

❏ Comprehension and 
recall

❏ Critical thinking skills 
❏ Collaborative and 

team skills
❏ Life-long learners
❏ Research and 

information gathering







Example 3: Inquiry based Learning

Step 1: COVID19 was used as a task, students 
find and discuss the attributes that 
determine risks. Then we explore the 
COVID19 screening apps and other expert 
systems applications. Then we discuss the 
difference in each applications. Students 
CRITICISE and APPRECIATE the variations in 
each solution. 

Step 2: Students are 
asked to design a 
decision making 
application to assist 
choose which phone 
suits the customer. 
They have to draw  the 
interface and design 
the logic predicate 
rules. . 

View my blog 
on this course

https://www.doctoroncall.com.my/coronavirus/how-to-find-out-if-i-have-coronavirus-online-test
https://sites.google.com/site/fadhlinams81/courses-i-teach/artificial-intelligence


Step 3: Students discuss and build their 
solution. They are UNCERTAIN but in HIGH 
MOTIVATION to complete their task. They 
even COMPETE with each other. They have 
to pitch orally (some presented physically, 
some built videos) on their design. They 
justify why their design is the best. 



Students REFLECT on their 
experience in performing the task. 
They said it was a different 
experience, they are UNCERTAIN 
about many things, but SATISFIED 
with their achievements. They also 
said the approach allows them to 
be CREATIVE, YET CRITICAL. They 
said now they look at apps design 
differently.

My observation: Each group came 
out with different designs and 
unique justification. When some 
parts are similar, they could 
COMMUNICATE the design intricacy 
and UNDERSTAND purely the 
output, as it is their OWN.



Example 4: Problem based Learning

Students use Google Slides to build their 
design and demonstrate solution. This 
activity carries no mark



Step2-Experiment: 
Dataset processing
Data mining implementation
Machine learning model 
development
Result analysis

Example 5: Portfolio Development
Step 1-Experience: 
Discussion, assignment 
(identify industry latest 
challenge and data mining 
tools)

Step 4-Share:
Presentation and e-portfolio 
development through 
blogging

Step 3-Reflect:
Relate results with original 
idea

See the example: 
https://sites.google.com/view/datamining-upm/data-mining-upm2019/upm-data-mining-2019-projects

https://sites.google.com/view/datamining-upm/data-mining-upm2019/upm-data-mining-2019-projects
https://sites.google.com/view/datamining-upm/data-mining-upm2019/upm-data-mining-2019-projects
https://sites.google.com/view/datamining-upm/data-mining-upm2019/upm-data-mining-2019-projects
https://sites.google.com/view/datamining-upm/data-mining-upm2019/upm-data-mining-2019-projects


Techniques

Internet Scavenger Hunt

Games based Learning

Gamification

Video development

Portfolio development

Blogging

Online simulators

Role play

Immersive Learning

Problem based Learning

Case Study

Project based Learning

Inquiry based Learning

Cooperative Learnig



Source: https://cade.upm.edu.my/kandungan/pelaksanaan_kuliah_maya-56222?L=en

Virtual Conference Guide 
http://www.upm.edu.my/vcguide/

https://cade.upm.edu.my/kandungan/pelaksanaan_kuliah_maya-56222?L=en
http://www.upm.edu.my/vcguide/
http://www.upm.edu.my/vcguide/
http://www.upm.edu.my/vcguide/


Source: https://cade.upm.edu.my/kandungan/pelaksanaan_kuliah_maya-56222?L=en

Flipped online classroom is 
highly recommended as it 
facilitates experiential online 
learning. 

Combinations of synchronous 
and asynchronous lessons can 
be implemented, depending 
on the instructional design of 
that topic.

https://cade.upm.edu.my/kandungan/pelaksanaan_kuliah_maya-56222?L=en


Collaborative 
ONLINE ToolsPost comment

Express opinion
Embed URL

Document 
development

Annotate document 
online

Develop 
infographic

Annotate 
image

Develop video 
and express 

opinion

Tasks progress 
tracking, 

document 
management

Chat, meeting, 
files

Video 
conferencing, 

chat, discussion 
room

Borderless
Communication
Exchange of materials
Common output

Demo: Google Slides for collaborative, 
InsertLearning for collaborative annotation

Activity: Share the experiential learning tools 
for your area in Padlet
https://padlet.com/nurfadhlina/IdeasBucket

https://piktochart.com/
https://padlet.com/nurfadhlina/IdeasBucket
https://www.thinglink.com/
https://flipgrid.com/
https://teams.microsoft.com/start
https://zoom.us/
https://padlet.com/nurfadhlina/IdeasBucket


https://padlet.com/nurfadhlina/IdeasBucket

Activity

Share the tools for 
experiential learning 

in your area

https://padlet.com/nurfadhlina/IdeasBucket


Simulation Tools

http://asperlabs.tcchem.blog/wp/biology-experiment-1/
http://asperlabs.tcchem.blog/wp/biology-experiment-1/
https://www.biointeractive.org/
https://www.biointeractive.org/
http://www.g2conline.org/
http://www.g2conline.org/
https://phet.colorado.edu/en/simulations/category/new
https://phet.colorado.edu/en/simulations/category/new


Simulation Tools

https://media.hhmi.org/biointeractive/click/virus-explorer/index.html#/genome-type/segmented
https://media.hhmi.org/biointeractive/click/virus-explorer/index.html#/genome-type/segmented
https://virtonomics.com/
http://icell.hudsonalpha.org/icell.html
http://www.frogvirtualdissection.com/
http://www.frogvirtualdissection.com/


https://www.olabs.edu.in/


Online Learning 
Tools

Maths: Wolfram Alpha, GeoGebra
Programming: codeshare.io, codebunk, Google Colab
Veterinar: https://www.ivalalearn.com/
Agriculture and Environment: 
https://www.agrilinks.org/tools-and-training 
https://nifa.usda.gov/agriculture-education-toolkit
  

https://www.wolframalpha.com/
https://www.geogebra.org/?lang=en
https://codeshare.io/
https://codebunk.com/b/1581100011649/
https://colab.research.google.com/
https://www.ivalalearn.com/
https://www.agrilinks.org/tools-and-training
https://nifa.usda.gov/agriculture-education-toolkit


PLAN your lesson

1. Identify the Learning Outcome
2. Design the task for experiential learning
3. Prepare microlearning materials
4. Let students explore, experience, reflect and 

share. Perform assessment as learning.
5. Let students explore, experience, reflect and 

share. Perform assessment for learning.
6. Let students explore, experience, reflect and 

share. 
7. Perform assessment of learning.



Ref: https://cade.upm.edu.my/upload/dokumen/20200330121001eAssessment_Guide.pdf 

https://cade.upm.edu.my/upload/dokumen/20200330121001eAssessment_Guide.pdf


Participative
Interactive

Multi-dimensional
Variability and Uncertainty

Feedback

+
Interactive Learning Content

Technology Enhanced Active Learning
Collaborative Online Learning Tools

Experiential e-Learning

SU
M

M
A

R
Y



1. Diagnostic Assessment using 
Mentimeter
a. Ice-breaking
b. Reflection

2. Experience sharing
a. Cloud computing tools for 

online learning activities
b. Social media for 

communication and 
coordination

3. Designs of experiential 
eLearning
a. Micro-learning
b. Collaborative activities
c. Assessment for 

understanding
d. Assessment of 

understanding

Summary

Knowledge IS BEST created through transformation of 
experience

As a learning designer, a well crafted plan is key to 
meaningful learning



Appendix



Source: 
https://cade.upm.edu.my/upload/dokume
n/20200330121443ONLINE__LEARNING__D
ESIGNER_(Assoc._Prof._Dr._Radhiah_Shuk
ri).pptx.pdf  

https://cade.upm.edu.my/upload/dokumen/20200330121443ONLINE__LEARNING__DESIGNER_(Assoc._Prof._Dr._Radhiah_Shukri).pptx.pdf
https://cade.upm.edu.my/upload/dokumen/20200330121443ONLINE__LEARNING__DESIGNER_(Assoc._Prof._Dr._Radhiah_Shukri).pptx.pdf
https://cade.upm.edu.my/upload/dokumen/20200330121443ONLINE__LEARNING__DESIGNER_(Assoc._Prof._Dr._Radhiah_Shukri).pptx.pdf
https://cade.upm.edu.my/upload/dokumen/20200330121443ONLINE__LEARNING__DESIGNER_(Assoc._Prof._Dr._Radhiah_Shukri).pptx.pdf


Extra Reading
Online Learning 

Survival Guide
https://www.mobt3ath.com/uplode/book/

book-59307.pdf

Experiential 
Learning Online 

Handbook
https://elearningindustry.com/experienti

al-learning-online-how-to-handbook

Emergency remote learning 
vs online learning
https://er.educause.edu/articles/2020/3/the-difference-betw
een-emergency-remote-teaching-and-online-learning

ThingLink and 
FlipGrid
https://globalonlineacademy.instructure.
com/courses/257/pages/tech-talk-online
-collaboration-tools-1-thinklink-and-flipgr
id

https://www.mobt3ath.com/uplode/book/book-59307.pdf
https://www.mobt3ath.com/uplode/book/book-59307.pdf
https://elearningindustry.com/experiential-learning-online-how-to-handbook
https://elearningindustry.com/experiential-learning-online-how-to-handbook
https://er.educause.edu/articles/2020/3/the-difference-between-emergency-remote-teaching-and-online-learning
https://er.educause.edu/articles/2020/3/the-difference-between-emergency-remote-teaching-and-online-learning
https://globalonlineacademy.instructure.com/courses/257/pages/tech-talk-online-collaboration-tools-1-thinklink-and-flipgrid
https://globalonlineacademy.instructure.com/courses/257/pages/tech-talk-online-collaboration-tools-1-thinklink-and-flipgrid
https://globalonlineacademy.instructure.com/courses/257/pages/tech-talk-online-collaboration-tools-1-thinklink-and-flipgrid
https://globalonlineacademy.instructure.com/courses/257/pages/tech-talk-online-collaboration-tools-1-thinklink-and-flipgrid


Online Apps for Teaching 
and Learning

Science apps: climate change, trees, 
conservation, and weather 
https://www.plt.org/educator-tips/science-apps-middle-
high-school-students/

Games and simulation 
https://resources.depaul.edu/teaching-commons/teachi
ng-guides/technology/other-teaching-tools/Pages/game
s-simulations.aspx

Science Apps: 
https://www.theedadvocate.org/10-apps-help-students-
science-homework/

Augmented Reality: 
https://www.teachthought.com/technology/32-augment
ed-reality-apps-for-the-classroom-from-edshelf/

https://www.plt.org/educator-tips/science-apps-middle-high-school-students/
https://www.plt.org/educator-tips/science-apps-middle-high-school-students/
https://resources.depaul.edu/teaching-commons/teaching-guides/technology/other-teaching-tools/Pages/games-simulations.aspx
https://resources.depaul.edu/teaching-commons/teaching-guides/technology/other-teaching-tools/Pages/games-simulations.aspx
https://resources.depaul.edu/teaching-commons/teaching-guides/technology/other-teaching-tools/Pages/games-simulations.aspx
https://www.theedadvocate.org/10-apps-help-students-science-homework/
https://www.theedadvocate.org/10-apps-help-students-science-homework/
https://www.teachthought.com/technology/32-augmented-reality-apps-for-the-classroom-from-edshelf/
https://www.teachthought.com/technology/32-augmented-reality-apps-for-the-classroom-from-edshelf/


Online Apps for 
Science Education

List of online tools for science education
1) http://asperlabs.tcchem.blog/wp/biology-experiment-1/ 
2) https://phet.colorado.edu/en/simulations/category/new 
3) https://www.olabs.edu.in/ 
4) https://www.biointeractive.org/ 
5) http://www.g2conline.org/ 
6) 
https://media.hhmi.org/biointeractive/click/virus-explorer/index.html#/
genome-type/segmented 
7) http://icell.hudsonalpha.org/icell.html 
8) http://www.frogvirtualdissection.com/ 

http://asperlabs.tcchem.blog/wp/biology-experiment-1/
https://phet.colorado.edu/en/simulations/category/new
https://www.olabs.edu.in/
https://www.biointeractive.org/
http://www.g2conline.org/
https://media.hhmi.org/biointeractive/click/virus-explorer/index.html#/genome-type/segmented
https://media.hhmi.org/biointeractive/click/virus-explorer/index.html#/genome-type/segmented
http://icell.hudsonalpha.org/icell.html
http://www.frogvirtualdissection.com/


http://putramooc.upm.edu.my/mooc/course/view.php?id=3


Examples of Experiential Online Learning

https://www.researchgate.net
/figure/Kolbs-experiential-lear
ning-cycle-applied-to-a-case-
study-see-online-version-for_
fig5_261961179

https://www.researchgate.net/figure/Kolbs-experiential-learning-cycle-applied-to-a-case-study-see-online-version-for_fig5_261961179
https://www.researchgate.net/figure/Kolbs-experiential-learning-cycle-applied-to-a-case-study-see-online-version-for_fig5_261961179
https://www.researchgate.net/figure/Kolbs-experiential-learning-cycle-applied-to-a-case-study-see-online-version-for_fig5_261961179
https://www.researchgate.net/figure/Kolbs-experiential-learning-cycle-applied-to-a-case-study-see-online-version-for_fig5_261961179
https://www.researchgate.net/figure/Kolbs-experiential-learning-cycle-applied-to-a-case-study-see-online-version-for_fig5_261961179


Examples of Experiential Online Learning

https://www.researchgate.net/figur
e/Adapted-from-Kolb-David-A-Exp
eriential-learning-experience-as-a-
source-of-learning_fig1_27797477
6

https://www.researchgate.net/figure/Adapted-from-Kolb-David-A-Experiential-learning-experience-as-a-source-of-learning_fig1_277974776
https://www.researchgate.net/figure/Adapted-from-Kolb-David-A-Experiential-learning-experience-as-a-source-of-learning_fig1_277974776
https://www.researchgate.net/figure/Adapted-from-Kolb-David-A-Experiential-learning-experience-as-a-source-of-learning_fig1_277974776
https://www.researchgate.net/figure/Adapted-from-Kolb-David-A-Experiential-learning-experience-as-a-source-of-learning_fig1_277974776
https://www.researchgate.net/figure/Adapted-from-Kolb-David-A-Experiential-learning-experience-as-a-source-of-learning_fig1_277974776


Inquiry based Learning

https://www.tonybates.ca/2014/12/01/can-you
-do-experiential-learning-online-assessing-de
sign-models-for-experiential-learning/

https://www.tonybates.ca/2014/12/01/can-you-do-experiential-learning-online-assessing-design-models-for-experiential-learning/
https://www.tonybates.ca/2014/12/01/can-you-do-experiential-learning-online-assessing-design-models-for-experiential-learning/
https://www.tonybates.ca/2014/12/01/can-you-do-experiential-learning-online-assessing-design-models-for-experiential-learning/


FREE Slides 
template
https://slidesgo.com/

https://www.free-powerpoint-templates-design.co
m/free-powerpoint-templates-design/

https://www.slidescarnival.com/category/free-tem
plates

https://www.presentationgo.com/presentation/cat
egory/templates/

https://powerpointify.com/category/free-templates/

https://slidesgo.com/
https://www.free-powerpoint-templates-design.com/free-powerpoint-templates-design/
https://www.free-powerpoint-templates-design.com/free-powerpoint-templates-design/
https://www.slidescarnival.com/category/free-templates
https://www.slidescarnival.com/category/free-templates
https://www.presentationgo.com/presentation/category/templates/
https://www.presentationgo.com/presentation/category/templates/
https://powerpointify.com/category/free-templates/

