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The mantra “Teaching for Learning” has led to the definition that good teaching is about making choices about the right type of strategy to achieve the right type of learning. The trouble with this definition is the assumption that the choices about teaching strategies are informed. However, compelling evidence suggests that many teachers approach the classroom with very limited conceptions of learning. 

This presentation will explore different conceptions of learning and how these conceptions influence the choices teachers make in the classroom. 

The presentation will also focus on two elements that help to constitute any conception about learning namely “what students should know”, which is a political question and  “how students should come to know what they know”, which is an epistemological question.  The answers to these questions need to be addressed not just philosophically but empirically. 

The presentation will conclude with a case study on how the Republic Polytechnic’s has tried to match an approach to teaching (containing various methods) with a belief, based on evidence, about learning. The case study will illustrate how teachers can assess their conceptions of learning and then check to see whether there is an alignment between the conception of learning and the strategies employed for teaching.

Concurrent Session 4: Designing for Reflection in Online Learning
In this session participants will explore two ways of using on-line learning tools to foster student reflection about learning. Namely the use of on-line discussion forums and on-line journals. The session facilitator will co-construct with participants a list of principles that can be employed when using these tools such that they foster meaningful reflection. 

Concurrent Session 2: Simulations and Discovery Learning

In this session participants will be asked to critique 3 different types of simulations and judge these simulations against the principles of discovery learning namely does the simulation foster…

1. exploring and problem solving in order to create, integrate, and generalize knowledge, 
2. learner driven, learner interest-based activities in which the learner determines the sequence and frequency, and

3. activities that encourage integration of new knowledge into the learner’s existing knowledge base.

This process of evaluation can be used either in the selection of off-the-shelf simulations and or the development of new simulations.
