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Gone of Learning (Edyar Dale}

After 2 weeks Nature of
we tend to remember... Involvement
Ill% of what we READ Verhal Receiving
20% of what we HEAR

30% of what we SEE

5“% of what we Visual Receiving

Receiving /

10% of what we sav Participating

Edgar Dale, Audio-Visual Methods in Technology; Holt, Rinehart and Winston.
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- msﬁauiﬁ]mmﬁmmuaa (Brainstorming Learning)
- nsiseuiannsduduiugu (Inquiry-Based Learning)
- M3FeuinnmsuaniUAsunuf@n (Think-Pair-Share)
- maeudantassnudugiu (Project-based Learning)
- madeuiandymilugiu (Problem-based Learning)
-MSLSUUUUUHUEIAUAR (Concept Mapping)
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°i'?‘u(mm Google Apps
1. Avuatgun Google Doc
2. wlanguiiseu
3. aundnynaulunguieiuAnmemnaursenafend msunAtaym Google Search , Google Doc

4. dadonamizmadenfivneznlululd  Weamunzauiign
5. NENUILAUONAIIUVBINU

6. aUTBLATATUNR

Google Doc, Google Form
Google Site , Google Doc

Google Form , Google Doc
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5. ANSUILLHUNA

Google Apps
Google Youtube
Google Search
Google Doc
Google Doc, Google Search

Google Site , Google Doc , Google Form
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Google Apps

Google Doc

Google Doc, Google Calendar

Google Doc, Google Site

Google Site , Google Doc,

%umu
1. Clearify terms and concepts
2. Define the problem
3 Lh81E 4 Analyze the problem and formulate hypotheses
5. Identify the priority of hypotheses

6. Formulate learning objectives
7. Collect additional information outside the group
8. Synthesize and test the newly acquired information

9. Identify generalizations and principles derived from studying this problem

Google Apps

Google Doc
Google Doc
Google Doc
Google Doc
Google Doc

Google Doc
Google Doc

Google Doc , Google Site



