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WEBINAR DESCRIPTION AND LEARNING OBJECTIVES  

The Illinois Judicial College is embarking upon a multi-phase education program 
for new judges. An integral part of this education is the use of cohort groups. This 
1.25-hour webinar will assist Cohort Leaders in performing their role well. Cohort 
leaders will learn how to explain their role to their group members. They will learn 
about the time-honored algebraic function that will ensure they don’t talk too much 
in their groups! They will learn from the NJC faculty and their peers about effective 
ground rules for their groups. Finally, they will engage in exercises that will help 
them to deal with the group members who are too critical, verbose, impatient, and 
those who tell too many war stories. 

At the end of this webinar, participants will be able to: 

 Describe your role as a cohort leader;

 Summarize the importance of the role;

 Manage participants who monopolize or disrupt the group; and

 Serve as a cohort leader with confidence.
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Designing Effective Online and In-Person Learning Activities 
William Brunson, Esq. 

Visualize your favorite instructor. What qualities did he or she possess? 

Choosing the learning activities: To choose appropriate learning activities, you should consider the 
participants’ backgrounds, the desired learning objectives, the learning environment, and the amount of 
time you have available for meeting the objectives. This outline will consider the following types of 
activities: 

Lecture Role playing 

Tests and quizzes Learning games 

Debate Brainstorming 

Socratic method and questioning Case study 

Small discussion groups or “buzz groups” Video 

Object-Based Learning or Inquiry Simulations 
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Lecture: A discourse given before an audience upon a given subject, usually for the purpose 
of instruction. VI OXFORD ENGLISH DICTIONARY 169 (4th ed. 1978). 

Discourse: To hold discourse, to speak with another or others, talk, converse; to discuss a 
matter, confer; . . . to speak or write at length on a subject. III OXFORD ENGLISH DICTIONARY 
430 (4th ed. 1978). 

Why is the lecture the most commonly used learning activity in the world? 

What makes an effective lecturer? 

Test: An examination to determine factual knowledge or mental proficiency especially given to 
students during the course of a school term and covering a limited part of the year’s work. 
WEBSTER’S THIRD NEW INTERNATIONAL DICTIONARY 2362 (15th ed. 1966). 

Quiz: The act or action of quizzing; specifically, a short oral or written test often taken without 
special preparation. Id. at 1868. 

Why is there resistance to tests and quizzes?  How do you explain the popularity of quiz shows like 
Jeopardy and Who Wants to Be a Millionaire? 
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Classroom uses for tests and quizzes 

• Pre-test: Use of a pre-test before a course can provide the instructor with a clear indication of
how much the participants know at the outset of the presentation.

• Quizzes: Providing short quizzes during the presentation will aid in retention rates.

• Post-test: Use of a post-test at the end of a presentation provides a summary of how well the
participants retained the information. Suggestion: Allow sufficient time for feedback because
the test will not be effective if the students do not learn what they have misapprehended.

Debate: Contention in argument; dispute, controversy; discussion; . . . to dispute about, argue, 
discuss. III OXFORD ENGLISH DICTIONARY 76 (4th ed. 1978).  

Two primary classroom uses for debates: 

1. Formal: Ask the participants to split into two groups selecting opposing sides of an issue. Each
group should select a recorder, a gatekeeper and presenter(s).

• Recorder: The recorder writes down all the arguments that support their position.

• Gatekeeper: The gatekeeper keeps track of the time and ensures that everyone gets a chance
to provide information. Also, this person clarifies points as the recorder writes.

• Presenter: The presenter(s) will present the arguments of the group once the entire group is
reconstituted.

Each side then presents its arguments. The instructor questions the presenter(s) to ensure that all 
salient arguments are exposed. The presenters could be seated as a panel at the front of the room. 

2. Informal (and easier): The instructor identifies the two sides of an argument and splits the class
into two groups. Team A will support the argument and Team B will support the opposing view.
Asking for volunteers, the instructor asks Team A to give an-argument. Then, the instructor asks
for the contrary view from Team B.

• What do you do if there are no volunteers?

• What if the debate becomes lopsided?

• What subject matters may be suitable for this type of activity?

Socratic Method / Large Group Discussion 

Socratic Method: Socrates’ “philosophical method of systematic doubt and questioning of 
another to reveal his hidden ignorance or to elicit a clear expression of a truth supposed to be 
implicitly known by all rational beings.”  WEBSTER'S NINTH NEW COLLEGIATE DICTIONARY 
1119 (1986). In the law school context, the Socratic method has been defined as “involv[ing] a 
teacher asking a series of questions, ideally to a single student, in an attempt to lead the student 
down a chain of reasoning either forward, to its conclusions, or backward, to its assumptions.”  
Susan H. Williams, Legal Education, Feminist Epistemology, and the Socratic Method, 45 
STAN. L. REV. 1571, 1573 (1993). 
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How do people feel about the Socratic method? 

Suggestions for Large Group Discussions 

 Plan key questions

 Questions should proceed from lower to higher level thinking according to Bloom's Taxonomy:

 Knowledge: The student can identify and recall information: who, what, when, where, how.
Example: What is the hearsay rule?

 Comprehension: The student can present information in his or her own words.

 Application: The student can apply theory to specific facts. Example: How does the hearsay
rule apply to these facts?

 Analysis: The student can separate the whole into component parts. Example: If FRE 804 did
not require the declarant to be unavailable, what would be the consequence?

 Synthesis: The student can construct ideas and concepts from multiple sources to form new,
integrated information. Example: Under FRE 403, is it a good practice to limit otherwise
admissible hearsay evidence?

 Evaluation: The student can judge or assess ideas on the basis of specific standards and
criteria. Example: How would you assess the effectiveness of the hearsay rule in determining
reliable evidence?

Bloom’s Taxonomy

Comprehension
Knowledge

Application
Analysis

Synthesis
Evaluation

Why do many instructors fail when they try to use questions?  
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Small discussion groups or “buzz groups” 

Buzz Groups: Buzz groups are named after the noise and chatter created by small groups of 
students engaged in discussions during a presentation.  

Method: The instructor asks the class participants to split into small groups, discuss a topic, and report 
back.  

Suggestions for Use of “Buzz Groups” 
 Develop explicit instructions concerning what you want them to do.
 Give all instructions before splitting them into groups.
 Provide a handout with written as well as oral instructions for the activity.
 Ask each group to select a reporter (if necessary -- for reporting back to the larger class)

and a recorder (if necessary -- for producing a written product to be reported back to the
larger class)

 Set a time limit. You can be flexible but give them some idea of how long you anticipate
the activity to take.

 Before ending the group work, give the students a one-minute time warning telling them
to wrap things up.

 If there is a report back, be clear in your instructions about what you expect the reporters
to report.

Quiz: How many learning activities have we used in this presentation (circle below)?

1. Lecture 6. Role Playing
2. Test or quiz 7. Learning Game
3. Debate 8. Brainstorming

4. Socratic method / Large group discussion 9. Case study
5. Small discussion group or “buzz group” 10. Video

Role Plays 

Role-playing: The instructor presents a realistic or hypothetical situation and provides a cast of 
characters. “The students then improvise dialogue and actions to fit their views of the situation 
and the character they are playing.”  Barbara Gross Davis, TOOLS FOR TEACHING 159 (1993). In 
a mediation course, for example, the instructor would provide a fact scenario and ask the 
students to play the following roles: (1) mediator; (2) attorney for client A; (3) attorney for 
client B; (4) client A; (5) client B.  
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Brainstorming 

Brainstorm: A sudden inspiration or bright idea; a harebrained idea: a wild or impractical 
flash of inspiration; to practice a conference technique by which a group attempts to find a 
solution for a specific problem by amassing all the ideas spontaneously contributed by its 
members. WEBSTER’S THIRD NEW INTERNATIONAL DICTIONARY 266 (15th ed. 1966) 

Brainstorming Method: Ask the participants to provide as many ideas as possible and write them on a 
flipchart. In doing so, do not critique them because you want to encourage as many responses as possible. 
Also, write down each response. For repetitive responses, ask the provider if one of the other responses is 
sufficient. Suggestion: Ensure that your reasons for brainstorming are clear, and there is some closure to 
the process. 

Case Studies 

Case Study: A good case poses a challenging problem. They can be quite detailed (e.g., 10 to 
20 pages) or quite simple (e.g., half to one page). Case studies can be used to provide the facts 
to test a legal theory. 

Potential sources of information for case studies? Case law, newspaper and other media reports, your 
experiences, others’ experiences 

Learning Games 

 Increase motivation

 Attract involvement

 Assist students in applying information

See next page for Object Based Learning …. 

U.S. Supreme Court Justice 
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Object Based Learning or Object Based Inquiry 

Object-Based Learning (OBL): “A form of active learning that uses artworks, artifacts, 
archival materials, or digital representations of unique objects to inspire close observation and 
deep critical thinking. . . . It is a powerful idea for students to realize that as they examine the 
object, they are standing in the same proximity as the person who created it. This connection 
can inspire curiosity among learners, which influences how they use discovery as a learning 
tool. … Object-based learning holds the object at the center of the learning experience. Objects 
are sometimes also referred to as primary sources, cultural resources, or material culture. 
Overall, this type of engagement involves experiential learning and multi-sensory interaction. 
Learners may focus on learning about those who created the object, the materials used to make 
the object, its socio-cultural significance, its various interpretations, the context in which it was 
produced, its current context within a collection, how it is a catalyst for discussion, or how it 
inspires contemporary creativity. The most common venues for OBL are galleries, libraries, 
archives, and museums, but OBL can take place in the classroom as well.” University of 
Miami: https://tinyurl.com/Object-Based-Learning. 
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Best Practices for Using In-Person and Online Learning Activities 
William Brunson, Esq. 

Guidelines for Online Lectures 

 Lecture for relatively short periods. While controversial, adult education research has
shown that lectures should generally last no longer than 15 to 18 minutes before you use
another type of learning activity. In the online world, the time period should be even
shorter, probably no longer than 3 to 5 minutes.

 Utilize learning objectives to establish what’s in it for the participant. The learning
objectives don’t have to be the first thing you discuss. Indeed, in many cases, you may
want to begin with an opening that captures the participants’ attention, establishes
credibility, and/or sets the stage for the remainder of the session. Nevertheless,
identifying what the participant will gain from the presentation is quite important for
focusing the participants’ attention on the learning objectives.

 Reduce the major points in the lecture to key words that act as verbal subheadings or
memory aids. In PowerPoint, the NJC recommends utilizing the 7x7 rule: Use no more
than seven phrases on each slide and seven words in each phrase, relying on key words
and phrases instead of complete sentences. Maximum is 9x9 phrases and words.

 Don’t read from the slides. The 7x7 rule and words and phrases helps eliminate this
possibility. Look at the web camera.

 Offer examples. When possible, provide real-life illustrations of the lecture’s main ideas.

 Use analogies. If possible, make a comparison between the content of the lecture and
knowledge the participants already possess.

 Use PowerPoint. Use a variety of media to enable participants to see as well as hear what
you are saying.

 Use vivid language and graphics. In creating slides, use vivid language and graphics.
You may wish to use mnemonic devices and other aids to memory. Also, storytelling can
be quite effective for improving retention.

Guidelines for Online Tests and Quizzes 

 Use pre-tests to assess participants’ needs. Use of a pre-test before a web conference or
webcast can provide you with a clear indication of how much the participants know at the
outset of the presentation.

 Use short quizzes. Providing short quizzes (also known as polling questions) during the
presentation will aid in retention rates.

 Consider using a post-test. Use of a post-test at the end of a presentation provides a
summary of how well the participants retained the information. However, be sure to
allow sufficient time for feedback because the test will not be effective if the participants
do not learn what they have misapprehended.

I acknowledge the assistance of NJC’s Online Learning Director Joseph Sawyer in creating the best practices. 
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Guidelines for Online Tests and Quizzes (Cont.) 

 Provide 3 to 5 choices for multiple choice questions. Adding implausible, incorrect
choices doesn’t add value to the question.

 Use incorrect choices in multiple choice questions that are possibly correct. The purpose
of an incorrect answer is to reduce the chances that the participant can guess the correct
answer.

 Avoid using negatives such as “which of the following is not ....” However, if you are
assessing the participant’s verbal reasoning ability, negatives are appropriate.

 Write multiple choice responses so they are relatively equal in length. You don’t want to
make it easy for the participant to guess the answer based upon the correct choice
standing out due to its length.

 Use the same grammatical structure for each choice. See the rationale above.

 Don’t use language that tricks or confuses the participant. Test questions should measure
what the participant knows about the subject matter.

 Avoid “All of the above” as a choice. It’s usually the correct answer and offers a good
guess to a test-taker who doesn’t know the subject matter.

Guidelines for Online Large Group Discussions 

 Call on the participants who have telephones next to their names. Your purpose is to
keep the discussion active and engaging. If you call on those with headsets, you may
quickly find the responding learner doesn’t have a microphone. This results in a lag in the
discussion.

 Wait for responses. Many instructors will answer their own questions because they fear
silence in the web environment as they wait for answers. You certainly may rephrase the
question and tell the participants that you will wait them out or call on someone.

 Plan key questions. Most presenters don’t plan the questions they are going to ask.
Accordingly, they ask questions such as, “Any questions?,” which may be asked in such
way that they don’t really want questions. Instead, plan the questions so they help the
learners reach the learning objectives. Questions should be leading.

 Questions should proceed from lower to higher level thinking. The NJC derived this
principle from Bloom’s Taxonomy. Below are some examples:

 Knowledge: The participant can identify and recall information: who, what, when,
where, how. Example: What is the hearsay rule?

 Comprehension: The participant can present information in his or her own words.
Example: In your own words, can you tell me what the hearsay rule is?

 Application: The participant can apply theory to specific facts. Example: How does
the hearsay rule apply to these facts?

 Analysis: The participant can separate the whole into component parts. Example: If
FRE 804 did not require the declarant to be unavailable, what would be the
consequence?
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Guidelines for Online Large Group Discussions (Cont.) 

 Synthesis: The participant can construct ideas and concepts from multiple sources to
form new, integrated information. Example: Under FRE 403, is it a good practice to
limit otherwise admissible hearsay evidence?

 Evaluation: The participant can judge or assess ideas on the basis of specific
standards and criteria. Example: How would you assess the effectiveness of the
hearsay rule in determining reliable evidence? At this stage, the participant would be
able to rewrite the rule.

Guidelines for Online Small Group Discussions 

 Give all instructions before splitting participants into groups. Once they are in their small
groups, they won’t be able to hear you until the producer calls them back.

 Develop explicit instructions. They should clearly state what you want the participants to
do. You may want to test the instructions with a few colleagues to ascertain if they
understand the exercise. Show the instructions on a PowerPoint slide as the groups are
meeting.

 Select a reporter for each group. Instruct that person to begin speaking once he or she is
in the assigned group; otherwise, all groups will hear silence. The reporter will report
back to the larger group once the producer reunites the class members (i.e., cancels the
smaller bridged conversations).

 Set a time limit. This amount defines how long they’ll meet in their groups. In this
environment, time flexibility is more difficulty because if you call the groups back and
they’re not ready, the producer will need to re-institute the individual telephone bridges
(which is somewhat time consuming).

 Give a time warning. Before ending the group work, the producer should give the
participants a one-minute time warning. The producer shall say something like, “you
have one-minute remaining; please wrap things up.” The time warning will assist the
reporters in knowing they have just a minute to collect their thoughts.

 Provide clear instructions for report back. If there is a report back, be clear in the
instructions about what the reporters are to communicate. Obviously, you don’t want to
embarrass the reporters as they report, so make the instructions as clear as possible.

 Use observers. Consider using fellow faculty members as observers to participate in the
groups for troubleshooting purposes. They can also send chat messages to the instructors
concerning whether the group is on task or if it has any questions.

Guidelines for Online Case Studies  

 Pose a challenging problem. Case studies can be quite detailed (e.g., 10 to 20 pages) or
quite simple (e.g., one paragraph to one page). You can use case studies to provide the
facts to test a legal theory. The appropriate length of a case study is relative to the amount
of time that you have available for its use and debrief. The feedback is the most important
part of a case study, so don’t shorten that aspect of the process.

 Tell a “real” story. Participants prefer to work on problems that they’re likely to confront
in their work, so the more realistic, the better.
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Guidelines for Online Case Studies (Cont.) 

 Raise a thought-provoking issue. The case study hopefully will raise issues that the
participants may not have considered before.

 Have elements of conflict. The case study should explore areas of conflict where learners’
ideas are likely going to differ about the best resolution.

 Promote empathy with the central characters. Case studies shouldn’t present persons as
entirely evil or entirely good, for instance. Creating nuanced characters will generally add
to the complexity of the issue.

 Write the case study so that it contains the following elements. It should . . .

 lack an obvious or clear-cut right answer.
 encourage participants to think and take a position.
 demand a decision.

 Write concisely. Clear writing always assists the learner in understanding the issues. See
Barbara Gross Davis, TOOLS FOR TEACHING 159, 162 (1993).

Guidelines for Online Role Plays 

 Provide a cast of role players. The best role plays have characters for whom the learners
will have empathy. See case studies above.

 Each role player should appear on camera. Just as in a face-to-face classroom, it’s
important to be able to see and hear the actor because most of the communication is body
language.

 Have learner improvise dialogue. If you provide an in-depth description of the characters
and their attitudes, the participants will be able to improvise dialogue. Alternatively, you
can provide a script with the caution that this may be more unnatural (unless you have
some gifted actors in your classroom).

 Ensure brevity. Most role plays are too long and lose their effectiveness. Plan on 5 to 10
minutes at most.

 Create or find realistic fact scenarios. Base the role play on a factual scenario that is
realistic. See suggestions above for case studies.

 Provide different information to role players. Consider providing differing information to
the various role players. Because this would be true in a true-to-life situation, the role
players’ different knowledge more realistically represents the fact that different persons
would have access to different information.

 Debrief the role play. You are engaging the participants in a role play, so they can assess
how each of the roles responded. Plan questions for the debrief that will elicit useful
information for assessing the role players’ behaviors. The debrief is the most important
aspect of most role-playing situations.

Guidelines for Online Brainstorming  

 Draft a clear purpose statement. Provide a clear statement about what you want the
participants to brainstorm. Example: What are the qualities of an effective judicial
leader?
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Guidelines for Online Brainstorming (Cont.) 

 Prepare a PowerPoint slide with brainstorming subject/question. The slide should
contain either the question or a title that reflects the subject matter of the brainstorming.
Below the title or question, create blank space for capturing the thoughts of the
participants. Example: Leader Qualities.

 Ask producer to type responses. The producer should type each response as the learners
provide them. Your role is to facilitate those responses (and shorten them if possible).

 Seek clarification. As the learner provide their responses, seek clarification on each
provided point or ask the participant, “May the reporter type x” to simplify the entry or
otherwise frame it so it fits the objective. Another suggestion is to ask the participants to
shorten their responses to a set number of words (or less). Requesting this editing before
responding will help the learners to clarify their own points.

 Don’t critique and don’t let others critique. Critiquing or allowing others to critique will
likely result in learners who are unwilling to provide suggestions. If you want to
prioritize the responses, it’s best to solicit all of the responses first and then ask the
participants for their favorites. This way, you are concentrating on the positive, not the
negative.

 Provide closure. The purpose of the brainstorming exercise is to solicit lots of good ideas
quickly. State why you solicited the ideas and how they fit into the larger educational
session.

Guidelines for Using Video Online 

 Use video to provide concrete experience. Video helps learners understand concepts and
retain information, especially if they have no previous experience with the topic. Videos
also can increase the participants’ enthusiasm and increase motivation to learn, especially
if the video is particularly effective

 Don’t use a didactic video. Locate video that will engage the participant in ways beyond
traditional reading materials and lecture. The best documentaries, for example, use great
visuals, sounds, narration, and storytelling. Video will satisfy the concrete experience of
Kolb’s learning circle; you can use an instructional video to assist with abstract
conceptualization.

 Use the proper length of video. Depending upon your learning objective(s), choose a
video that helps you accomplish your goal in the least amount of time.

 Use existing videos. Research appropriate videos on sites like http://www.youtube.com.

 Practice using the video. We all have had the experience of a video that didn’t work.
Practice to ensure the file type will work on the computer you’re going to use during the
session. Run through the entire video to ensure it doesn’t have any playback issues.

 Give information to participants. Prior to the web conference or webcast, inform the
participants that they will need computer speakers to hear the video.

 Mute your own microphone and those of fellow instructors. The producer or you should
inform co-presenters to mute their phones because otherwise you will have audio
feedback as the video plays.

14



Guidelines for Using Video Online (Cont.) 

 Choose video with excellent production values. Consider the production values. Is the
video of high quality? Does it have good sound? Is the video illustrative of your point?

 Provide closure. Debrief the video or provide an opening that explains why you are using
it. Just like any other learning activity, the point of the video should be clear to your
learners. If it’s not, please ensure you explain the video’s purpose.

Guidelines for Using Online Learning Games 

 Use a theme. A good learning game should have visuals, potentially a “host” (e.g., Alex
Trebek), game show music, prizes, and excitement.

 Test the game. Ensure you test the game in the web conferencing platform that you’ll be
using (e.g., WebEx, GoToWebinar, Zoom, etc.). Test them at least a day prior to the live
presentation.

 Select the props. What props (if any) will you need? They can be shown on camera or
you can create PowerPoint slides with graphics. The producer will have to play music
using a music player (for the vast majority of web conferencing platforms).

 Give clear instructions. Establish game rules that are clear and succinct.

 Ensure relevancy. You are using a game, but it should be assisting the learners in
reaching one or more of your learning objectives. In other words, the game should be
relevant.

 Debrief after the game: The game itself may simply be a test of information. In that case,
a long debrief is not necessary. However, if the game’s purpose is not clear, consider
asking these questions: (1) what happened?; (2) why?; and (3) what does it mean?

 Provide prizes. A game without prizes is not as much fun. The prize can be a coupon or
something that can be emailed. Be sure to have back-up prizes in case you have multiple
winners. (If the prize is an object, ensure someone is ready to mail the prize after the web
conference or provide the prize at a future face-to-face conference.)

Guidelines for Using Object Based Learning or Inquiry 

 Assess learning outcomes and goals: Identify the core concepts you want your participants to
conceptualize. Also identify the tasks you want your participants to experience (e.g., problem-
solving, peer-to-peer interaction, abstract thinking, etc.). Goal: Deeper learning.

 Select suitable object(s): Identify the object(s) that would be most effective in accomplishing
your goals for the class. For judges, select something that is captivating because the object(s) will
become the central focus for them to construct knowledge and meaning.

 Gain access: Define how and where the participants will access the object(s). You may provide
the object yourself or organize a visit to a museum or library. In many cases, you can find
classrooms at the site of the object-based learning opportunity.

Continued next page …. 
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Guidelines for Using Object Based Learning or Inquiry (Cont.) 

 Consider methods for engagement: Define how your participants will interact with the object(s).
Encourage them to learn through close observations, tactile experiences, and inquiry. You can use
various approaches:

 Leading a classroom discussion with open-ended questions

 Organizing small group projects

 Allowing for creative expression of the participants’ ideas (e.g., painting, drawing, etc.)

 Engaging the participants in visual-thinking strategies

 Using technology (e.g., providing opportunities for 3-D printing or virtual reality). See
University of Miami: https://tinyurl.com/Object-Based-Learning
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PRESENTATION STRATEGIES AND THE LEARNING CIRCLE 
Below are some learning activities that involve the participants in each mode of 
learning. There is overlap—one activity can include more than one way of learning. 

Direct or Concrete Experience – Experiencing, feeling 
Activities which involve the learner in the experience physically and/or emotionally.  
Hands-on, using the senses, engaging the learner’s emotions.  Might have to be 
vicarious experience or recalled experience.   
 Recalling past experience
 Role play
 Demonstration/Modeling
 Observation
 Case study
 Film
 Debate by “experts”
 Re-enactment

 Interview
 Self-assessment
 Story
 Guest speaker
 Object based inquiry (poetry, artwork, photo)
 Imagining
 Simulation / game
 Field observation

Reflective Observations on Experience – Reflecting, watching 
Activities which require the learner to step back and look at experience, to get 
perspectives of others, to make connections to other experiences. 
 Reflective paper
 Journal
 Copying notes
 Socratic dialogue
 Formulating questions

 Object based inquiry
 Structured small group discussion
 Asking learners how they react to a session
 Making connections to other knowledge
 Asking learners to discuss the class session

with other people

Abstract Conceptualization – Theorizing, thinking in abstractions or principles 
Reviewing information from authoritative sources.  Using research and specialized 
knowledge from the law and other disciplines to develop principles.   

 Lecture
 Film (instructional)
 Forms, charts, documents
 Develop lists, guides…
 Quizzes

 Print (benchbooks, journal articles...)
 Quotes and information from experts
 Authoritative guidelines (checklists, rules,

procedural steps, chronologies, etc.)
 Set objectives

Active Experimentation – Applying, testing, actualizing 
Opportunities for the learner to try out principles or theories in problem-solving.  
Applying what they learned from the other phases of the learning circle.  

 Role play
 Individual and group projects
 Problem-solving activity
 Simulations
 Debate by the learners

 Hypothetical and “what if” situations
 Devising a plan of action
 Mindful practice & coached practice
 Video record practice sessions
 Teaching what they’ve learned

Adapted from Pat Murrell and Kathy Story, Leadership Institute in Judicial Education, Center for the Study 
of Higher Education, University of Memphis (from Claxton, C.S., and P.H. Murrell, 1992.  Education for 
Development: Principles and practices in judicial education: JERITT Monograph Three) 
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QUESTIONS TO FACILITATE THE LEARNING CIRCLE 
The following questions, when combined with the trainer’s summarizing and 
reflecting, can aid the learners in moving more deeply into a phase or onto another 
phase.  (These are examples of questions that might be appropriate for each phase.) 

I. EXPERIENCING PHASE

(Encouraging/ facilitating an
experience, particularly when
participants are resistant to the
activity)

 What is going on?
 How are you feeling about it?
 Would you be willing to try?
 Will you be more specific?
 What suggestions can you offer?
 What would you prefer?
 What is your objection?
 If you could guess at the answer,

what would it be?
 Can you say more about that?
 What is the best/worst thing that

could happen?

IV. APPLYING PHASE

(Applying the experience and
knowledge gained to new situations
and to one’s life)

 How might you apply that to your
situation at ____________?

 What will you do with that
information?

 How would you do this differently?
 What are your options?
 How could you make it better?
 What would be the consequences

of doing or not doing that?
 How can you use what you have

learned?

II. REFLECTING PHASE

(Encouraging reflection, sharing and
interpreting of an experience; helping
learners process it on a personal
level)

 What went on/what happened?
 How did you feel about it?
 Who else had the same

experience?
 Who reacted differently?
 What surprised you?
 What did you observe?
 What were you aware of as…?
 How do you account for that?
 What does that mean to you?
 How was that significant?
 How was that important to you?
 How might it have been different?
 What does that suggest to you

about yourself / the group?
 What do you understand better

about yourself/the group?

III. THEORIZING PHASE

(Promoting generalizations from
the experience and other info;
development of principles)

 What might you conclude from
that?

 What did you learn or relearn?
 What does that suggest to you

about ____________ in general?
 Does that remind you of anything?
 What does that help explain?
 How does this relate to other

experiences?
 What do you associate with that?

18


	Divider_Making_Learning_Interactive_6-4-21.pdf
	D5a_Designing_Effective_Online_LAs.pdf
	Designing Effective Online and In-Person Learning Activities
	William Brunson, Esq.
	Visualize your favorite instructor. What qualities did he or she possess?
	Classroom uses for tests and quizzes
	Socratic Method / Large Group Discussion
	How do people feel about the Socratic method?
	Suggestions for Large Group Discussions
	 Plan key questions
	 Questions should proceed from lower to higher level thinking according to Bloom's Taxonomy:
	Why do many instructors fail when they try to use questions?
	Small discussion groups or “buzz groups”
	Role-playing: The instructor presents a realistic or hypothetical situation and provides a cast of characters. “The students then improvise dialogue and actions to fit their views of the situation and the character they are playing.”  Barbara Gross Da...
	Case Studies
	Case Study: A good case poses a challenging problem. They can be quite detailed (e.g., 10 to 20 pages) or quite simple (e.g., half to one page). Case studies can be used to provide the facts to test a legal theory.

	D5b_Best_Practices_Learning_Activities.pdf
	Kolb_Presentation_Facilitation_Strategies.pdf



