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Totara & Moodle 
are 80% more cost 

effective

Managed cloud 
hosting reduces 

your IT operating 
costs by more than 

40%

Over 12 years of 
experience and 
600 customer 

implementations

We Reduce the Cost of Learning



Your in Good Company



• Meeting the needs of different learning styles

• Budget constraints: technology, content production, delivery, 
human resources

• Scalability:  across the organization & budget

• Quality of content

• Consistency in delivery

• Time constraints  on learners, facilitators & SMEs

• Keeping up with content updates

• Learner participation

Challenges Facing Organizations



Topics

1. Limitations of the traditional “brick and mortar” mode of 
learning

2. Andragogy

3. Student Centered Approach

4. Blended learning
o Definition
o Activities
o Models
o Basic principles
o Blended Learning Sample
o Tools



• Encourages passive learning

• Does not support differences in learning styles

• Does not foster problem-solving, critical 
thinking & higher order learning skills

Traditional “Brick and Mortar” Mode of 
Instruction & Learning…



• Methods and practices used 
in teaching, especially of 
children

• Teacher directed approach -
teacher controls learning

• Learners dependent on 
teacher’s understanding and 
approach

• Content is based on rigid 
curricula

Pedagogy

Content

Learner

Learner

Learner

Learner
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Encourages Passive Learning

Lecture

Reading

Audio-Visual

Demonstration

Discussion Group

Practice by Doing

Teach others/Immediate Use
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Ignores Learning Style Differences

Reflective 
Observation

reviewing/reflecting on 
the experience

Concrete Experience
doing/having an experience

Active 
Experimentation

planning/trying out what 
is learned

Abstract 
Conceptualisation

concluding/learning from 
experience

David Kolb’s
Experiential 

Learning 
Cycle
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No Support for Different Learning Styles 

Reflective 
Observation

reviewing/reflecting on 
the experience

Concrete Experience
doing/having an experience

Active 
Experimentation

planning/trying out what 
is learned

Abstract 
Conceptualisation

concluding/learning from 
experience

Learning Styles

Processing                         Continuum

how we                          do things
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Accommodating
(feel & do)

CE/AE

Diverging
(feel & watch)

CE/RO

Converging
(think & do)

AC/AE

Assimilating
(think & watch)

AC/RO
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• Real life experience and 
discussion

• Imaginative
• More than one possible 

solution
• Brainstorming and group work
• Observe rather than do
• Alternatives
• Background information

• Theories and facts
• Theoretical models and graphs
• Talk about rationale rather 

than do
• Lectures
• Numbers
• Defines problems
• Logical Formats

• "Hands-on" and concrete
• Wants to do
• Discovery method
• Sets objectives/schedules
• Asks questions fearlessly
• Challenges theories
• Adaptable
• Receive information from 

others
• Gut feeling rather than logic

• "Hands-on" and theory
• Analogies
• Specific problems
• Tests hypothesis
• Best answer
• Works alone
• Problem solving
• Technical over interpersonal



Does not Support Critical Thinking
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Andragogy

Learner

Content 

Content 

Content 

Content 

• Methods and practices 

used in teaching adults

• Self-directed, 

independent, and 

collaborative

• Teacher are facilitators, 

change-agent or 

consultants



Personalized 
Learning

Pace

Data

ModePath

Choice
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• Learner-centered approach is 
a combination of:

o personalized learning (PL) 

o competency-based 
learning (CBL)

• PL: Instruction is paced to 
individual learning needs, 
preferences & interests

• CBL: Focused on mastery of 
desired outcomes into 
competencies

Student-Centered Approach



Challenge: Scaling is Cost-Prohibitive

Student-Centered Approach
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Blended Learning Defined

Blended learning refers to any time a learner 
learns, at least in part, at a brick and mortar 

facility and through online delivery with learner 
control over time, place, path or pace.
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Blended Learning Defined

h
tt

p
:/

/w
w

w
.in

fo
sy

sb
lo

gs
.c

o
m

/m
an

ag
em

en
t-

co
n

su
lt

in
g/

2
0

1
3

/0
7

/

 Instructor led
 Workshops/seminars
 On-the-job 

coaching/mentoring
 Action/workplace learning
 Coaching, tutoring, 

mentoring

 Reference guides
 FAQs
 User Guides
 Audio/video
 Books, articles, case 

studies
 Job aids (hard copy)

 Virtual classroom
 Video/audio  conferencing
 Webcasts
 Web-based coaching
 Online chat
 Screen sharing
 Online collaboration

 Web-based learning
 CBTs
 Simulations
 Context-based help
 Wikis
 Online discussion groups

Synchronous 
Learning

(real time)

Asynchronous 
Learning

(self-paced)

CONVENTIONAL 
LEARNING

TECHNOLOGY 
BASED LEARNING



Blended Learning Activities
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Face2Face

•Classroom

•Demonstrations

•Field Work

•Lab

Live Online

•Web Casts

•Virtual Classroom

•Webinar

•Chat

•Conference

Coaching

•Mentoring

•Tutoring

Collaboration &

Community

•Portal

•Blog

•Wiki

•Threaded 
Discussion

Multimedia

•Video streaming

•Podcasts

•Distance learning

•CD/DVD

Web-based

Learning

•Internet

•Self-paced 
tutorials

•Simulations

•Games

Performance

Support

•Job aids

•Online Help

•Online References

•Mobile learning 
resources

LIVE
(synchronous) ON DEMAND

(asynchronous)
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Blended Learning Models
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Blended Learning aims at orchestrating an effective composition 
of learning experiences.

Instructional design has a long history of "blending" classroom 
work with homework, field trips, labs, reading assignments, and 

audio-visual media. However, what is new in this era of “blended 
learning” are the powerful modes of online synchronous and 
asynchronous activities, and technology-based instructional 

methods which can now be added to the mix.

Richard Otto, Cognitive Design Solutions

Blended Learning an Old Discipline



• Articulate objectives and learning outcomes

• For each outcome, think about which mode is 
better suited: f2f, self-paced, lab work, online 
discussion, video, audio, etc.

• Align the synchronous and asynchronous learning 
components and sequence them for maximum 
impact

• Determine assessment methods used for activity

• Ensure that your course activities respect diverse 
talents, backgrounds and different ways of learning
and promote active learning

• Provide opportunities for regular feedback about 
learner performance

• Communicate the value that the learning offers to 
motivate your learners

• Provide support and define method of 
communication

Basic Principles When “Blending”
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Sample Blended Learning Course



Active Learning Activity Samples



Active Learning Activity Samples



Active Learning Activity Samples



Active Learning Activity Samples



Tools





TOLL FREE +1.877.700.1118

EMAIL SALES@LAMBDASOLUTIONS.NET

WWW LAMBDASOLUTIONS.NET


