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presenting:
classroom insights for 21st/ŜƴǘǳǊȅΩǎ LearnLab 
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paradigm shift in years

historical context | change drivers 

Last 
15

Åbeginning to 
understand need      
for change

Åconstructivist theory 
takes hold

Last 
10

Åpockets of 
pedagogical 
innovation

Åresearch on the 
learning environment  
advances

Last 
5

Åeveryone 
understands 
problem-based 
learning works

Årecognition that 
environments should 
no longer be a barrier
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paradigm shift
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trends

Ádemandfor 21st century work skills
Áparticularly,goodcollaborativeandcritical thinking skills

Áadoption of problem-basedpedagogies
Áemergingtechnologies
Áimplication of geny/ Millennials
Áincreasedaccountabilityfor student success

historical context | change drivers 
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learning theories
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learning theory| pedagogical change

learning theory

behaviorism

cognitivism

humanism

constructivism
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ωLearning is fundamentally about making and maintaining connections1
ωLearning is enhanced by taking place inthe context of a compelling situation2

3 ωLearning is an active search for meaningby the learner

4 ωLearning is developmental

5 ωLearning is done by individualswho are intrinsically tied to others as social beings

learning theory| pedagogical change

learning theory - constructivism
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10

ωLearning is strongly affected by the educational climatein which it takes place6
7
8 ωLearning takes place often informally and incidentally

9 ωLearning is grounded in particular contexts and individual experiences

ωLearning involves the ability of individuals to monitor their own learning

ωLearning requires frequent feedback

learning theory - constructivism

learning theory| pedagogical change
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learning theory| pedagogical change

learning theory

visual imagist
learns through seeing pictures 

visual verbalist
learns through seeing words 

auditory oral 
learns by talking and hearing 

themselves

auditory aural
learns by listening to others

motor mechanic 
learns through the use of fine motor 

muscles

motor kinesthetic
learns through the use of gross motor 

muscles
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research design principles
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The classroom design principles reflect the changed nature of a classroom in education today. The need to:

Åprovide flexibility to support multiple pedagogies

Ålower barriers to switching between teaching modes

Åsupport multiple learning preferences

Åintegrate group and personal technologies

Åenable access to students for real-time assessment

Åaccommodate teacher and student belongings

Åsupport peer-to-peer learning

ÅƎƛǾŜ άǇŜǊƳƛǎǎƛƻƴέ ǘƻ ŀŎǘ ŘƛŦŦŜǊŜƴǘƭȅ

Instructional ecosystem | active learning

design principles
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No learning spaceis more in need of fresh design
thinking than the classroom. Given its pivotal role,
architects, designers, and educators are
reconsidering a new classroom paradigm that
holistically combines pedagogy, technology, and
physicalspaceto createa more activeand engaging
experiencefor instructorsandstudents.

a new paradigm

PEDAGOGY

TECHNOLOGYSPACE

instructional ecosystem | paradigm shifts

¢ƘŜ ŎƭŀǎǎǊƻƻƳΩǎ ǊŜŀƭ ŜǎǘŀǘŜ ǎƘƻǳƭŘ ōŜ ǊŜŎƭŀƛƳŜŘΦ
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Teachersand teaching methods are diverse
and evolving classesemploy lecture mode,
group set-ups, individual work. From one
classto the next, sometimesduring the same
classperiod, classroomneedschange. Thus,
the classroom should easily and quickly
adapt to different teaching and learning
styles.

change begins with pedagogy

PEDAGOGY

instructional ecosystem | paradigm shifts
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Students today are digital natives,
comfortable using technology to display,
share,andpresentinformation. Vertical
surfaces to display content, multiple
projection surfaces,whiteboards in various
configurations: these are all important
classroom considerations. Technology
becomespart of theάŜŎƻǎȅǎǘŜƳ.έ

technology needs careful integration

TECHNOLOGY

instructional ecosystem | paradigm shifts
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Nearly three-quarters of classesinclude class
discussions, and a quarter of all classes
includegroup projects Interactivepedagogies
require learning spacewhere everyone can
see the content, and see and interact with
others. Every seat can, and should, be the
bestseatin the room.

space impacts learning

SPACE

instructional ecosystem | paradigm shifts
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instructional ecosystem | design progression

ŎƭŀǎǎǊƻƻƳ ŘŜǎƛƎƴΩǎ ǇŀǘǘŜǊƴ ŀƴŀƭȅǎƛǎ

From traditional, to hybrid, to a progressive design

Åtraditional Åhybrid Åprogressive
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progressive classroom modes
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instructional ecosystem | active learning

progressive mode ςthought starters

Plan the floor plate to understand use modes.
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progressive classroom modes

= group mode

= team mode

= discussion mode

= break out mode

iecosystem| active learning

Plan the floor plate to understand use modes.

progressive mode ςthought starters
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Support collaboration, both 
on computer screens and 
with print materials, white 
boards, and other analog 
material.

Design modes to support
active learning, with tools for
sharing analog and digital
content.

Provide tools to capture
and distribute analog and 
digital notes, information,
and ideas.

{ǳǇǇƻǊǘ ǘƘŜ ǘŜŀŎƘŜǊΩǎ ŀŎǘƛǾŜ ǊƻƭŜΦ

Ensure easy transition 
between modes

Provide tools to share both 
digital and analog resources.Consider visual and 

acoustical privacy 
for classrooms.

Provide ample work
surface space with
easy access to power.

Accommodate group/team work 
and the expansion of teams over 
time

Provide for temporary 
ownership of space.

Provide appropriate work 
surfaces for breakout settings

instructional ecosystem | active learning

Plan the floor plate to understand use modes.

progressive mode ςthought starters
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progressive classroom mode - LearnLab



design context | active learning - movement

ÅCo-creation mode

Multiple technologies
Analogue and digital
Information persistence
Co-creation and capture
No bad seat in the house
Geometry of view planes

example
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LearnLab.mov
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example
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geometry
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geometry
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geometry of the classroom encourages students and instructors to remain 
engaged during the learning process; reducing segues and preserving cognitive 
flow.
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multiple stages
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multiple stages
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//CDFP06/UDRIVE/Tiffany Andre/LearnLab CEU/Multiple stages brea the hierarchical sturcture 21.exe
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multiple stages

SES | active learning environments curriculum



design context | active learning - movement

total access to tools
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Professor SvatosProfessorJohnsonProfessor Escobar

design context | active learning - movement

ÅInstructor traffic patterns

example
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