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24 Hours o Week Online

Drowning in Content
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People are Probhlem-Centric

Not Content-Centric
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20 years of

research Ir

neurosciler

ce

biology & cognitive
psychology on how
human brain learns.




Evuleme-Bused Education

Science of Learning
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If Learning is the Goal

One-Way Communication will Kill 4t
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Move from Expert-Centric to

Learner-Centric




How do you know if you have

LEARNED SOMETHING?




Learning is Transformational

Leads to attitude & skill change
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DIIKUW Model

Learning Process

Wisdom

Understanding

_—Knowledge

____—Information



TAKEAWAYS, UNDERSTANDING & WISDOM




Your Brain has

1. 100 Billion Neurons (11
Zeros)

2. 10K connections per Neuron

3. More than a thousand trillion
connections (15 Zeros)




If Their Brains Don't Fire and Wire

They Don't Learn
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1. Receive info



1. Receive info

2. Integrate it (reflect/connect)



1. Receive info

3. Integrate it (make sense)
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2. Integrate it (reflect/connect)
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4. Test ideas as we speak or write. \,
1 /1) Receive info

3. Integrate it (make sense)
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2. Integrate it (reflect/connect)
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4. Test ideas as we speak or write. \,
1 /1) Receive info

3. Integrate it (make sense)
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2. Integrate it (reflect/connect)




1. Receive info via senses

2. Connect to experience &
knowledge.

3. Make sense of info (WIIFM).

4. Test ideas through
speaking, writing.



Your Turn

How can you devote at least 1/3 of your
program time for attendees to think
about, connect, make sense and
discuss content instead of just listen?




Five Brain Friendly Strategies

Con5|der Whlch Ones You Could Adopt for Your Program3
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Tulkmg Trumps Listening

Brain Friendly Strategy #1
okl

- W




) 4
By - , ‘
:‘.""' ""3' 5
F )
o/ B
> '_:;S' 1!‘. - !“3;!{:'l
o~ o o e T N .3:\ ",
- %
’ \ I.
da- ‘ &

Talking Increases Retention

And Builds Relationships
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Méaning Trumps Content

Brain Friendly Strategy #2
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Peer Discussion & Reflection

Allow Tlme to Connect New info to Past Knowledge




Different Trumps Same
Brain Friendly Strategy #3
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Requires Story Telling, Novelty

Unusal Images
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Requires Chunking Content

Patterns, Context & Relevancy
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Image Rich










Recognition doubles with pictures




50% of brain processing devoted to visuals

Ah
"\

ﬁ\\--\

‘\

B ¢
e !




Shorter Trumps Longer



Which One of These 5 Brain-Friendly
Strategies Will You Adopt to Rock Your
Program?




Five Brain-Friendly Strategies

. Talking Trumps Listening
. Meaning Trumps Content
. Different Trumps Same

. Images Trump Words

. Shorter Trumps Longer
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