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WHANITUPIUNNTNEB(Cognitive Domain)

N1sa319855A
(Creating)

N1sUsZLAU
(Evaluating)

A1SAILATIZH

(Analyzing)

n1suszene Ly
(Applying)

A1sLN1la
(Understanding)

n1s3N

(Remembering)

WHUAIN §1AUTUNHANTTUNISIIEUTATUAIUIVTENNTNEBRUTUUTUUSS Y89 Bloom

(Revised Bloom’s Taxonomy, 2000)

e —



A WSEE - g

WEFNIINNIUINNGE (Affective Domain)

ANsas19anuaslidae
(Characterization by a

value complex)

N153NSTUUAMAT (Organization)

n1stAnA1deN (Valuing)

N1998U&aUd9 (Responding)

ms%’ui (Receiving)

WHUATN 19 UTUVBINGANTIUNTREUIATUANAN BALAUNIUTTANAVTINNAEAULLIAAYDY

LASSlaa wazane (Krathwohl, et al.,, 1954)
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NHRNITUATUIINEZNEY (Psychomotor Domain)

NOANITTUNAAINUTUSTTUVR

(Naturalization)
weAnssufisinruaanadasuszaiunu
(Articulation)
wgAnssufinszvindrema1uwiiugn (Precision)

WHRNIIUNLNNIINNITIANTSNT (Manipulation)

WHRANIIUNLANIINNITLAYULUY (Imitation)

WU AIAUTUYBINEANTTUNTIEUIATUINEENTEUIUNTUITDNNYENTUNNLUIAAVBY Dave’s (1975)
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AualAsIEs1eTedrIagratiuseuy (Systematic structure)
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asligeAdnugnias (Validity) fiaanudaAey (Significance)

Ul (Interesting) wazgizoudusnizouila (Learnability)
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Outcome — Based Education Framework

Context: QA, QF MRA & CTS etc.

’——--————_—-—-—-----—--—‘

-~ ~
Vision, Mission & R
Educational Philosophy

~
N\

Programme]

Educational [ Objectives Environment

[Assessment Curriculum ]

Environment: Economical, Legal & Palitical
—------------------s
Environment: Social and Technological etc.

---------—’

-

Teaching

& Learning _

Stakeholders: Klu-rn:i,-Em-pisy:r; IFdJst?y,%&JnE&tTPZﬂ?e? Universities &
Institutions etc.

7’

S «~DEducation Quality International

Heliani (2018)



Outcomes Teaching and Learning Process
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University

Improvement Assessment

https://www.researchgate.net/figure/Outcome-based-education-OBE-framework-consistency-with-PDCAPlan-Do-Check-Act-principle_figl 328233416



INPUTS &
FEEDBACKS
FROM s
INTERESTED
PARTIES

http://www.maryourhelp-cebu.edu.ph/index.php/outcome-based-education-obe-framework/

PROGRAM «@§—Jp» COURSE

OUTCOMES

N

OUTCOMES

VISION
MISSION

OUTCOMES

PLAN

\,

IMPROVEMENTS

UPDATES

[:ENHANCEMENTE,J

S

CONTINUOUS
QUALITY
IMPROVEMENT

r

LEARNING
ACTIVITIES

TEACHING - LEARNING
SYSTEMS

RESOURCES
& FACILITIES

TEACHING
METHODS

‘

.

DO

CHECK

.

ASSESSMENT
&
EVALUATION

INSTITUTION

PROGRAM

COURSE
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Levels of Learning Outcomes

“ University Learning Outcomes @

PLOs Program Learning Outcomes

CLOs Course Learning Outcomes

LLOs

Lesson Learning Outcomes
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M8 Curriculum Mapping
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Curriculum Alignment
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Objective Vieasurement
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A2981901391 Curriculum Alignment

Contents Objectives Instructional Activities > Measurements & Evaluations

viataiton
1. ArwdNug Ay
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1.2 ANYULYBIUIANTIY
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Contents Objectives Instructional Activities > Measurements & Evaluations
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Backward Design Model

Identify
Desired

Results

What will students be
able to do by the end of
the lesson, module,
unit, or course?

2 8

Determine Plan Learning
Assessment Experiences
Evidence and

Instruction

How will students What types of activities,
demonstrate what they materials, and resources
have learned? will lead students to the

desired results?



= W Eackward Desion

Outcome Outcome
3 s |
Learning Evaluation
Management ¥
¥ Learning
Evaluation Management




Identify Determine M ETY \

Learning Experiences

Learning Outcomes Acceptable Evidence

Intercultural
World Communicative
Language Competence
Standards Yeaching
and | Language
Learning Functions
~—
Strategies
U ial
nit Euon.!u : .
Theme Questions
Formative Authentic
Assessments Resources
' \
IPA !
Targeted CanD Modes of
Proficiency oo Communication
Statemaents Authentic inT
Level Higher Order in farget Techaoloat
Resource Thinking Skills / Language ——

TSk Vocabulary &
Interpersonal
Task

H Task
Backward Design .

. . Rubri
of a Thematic Unit e Ohio Department of Education (2007)

Prior

Structures Knowledge

in Context




Structure of Knowledge Structure of Process
Erickson,© 1995 Lanning© 2012

THEORY THEORY

Sorthe
Thinking Classroom PRINCIPLE PRINCIPLE

GENERALIZATION GENERALIZATION

Second Edition

: Processes
H. Lynn Lois A. Rachel

Erickson  Lanning French

Foreword by Ron Ritchhart

Strategies
Skills
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21st-Century Skills

Foundational Literacies
How students apply core skills

to everyday tasks
A ;
DEC 1. Literacy

2. Numeracy

3. Scientific
literacy

4. ICT literacy

5. Financial
literacy

6. Cultural and
civic literacy

Competencies Character Qualities
How students approach How students approach
complex challenges their changing environment

@ 7. Critical thinking/
problem-solving
8. Creativity

9. Communication
@ 10. Collaboration

11. Curiosity

12. Initiative

13. Persistence/
grit

14. Adaptability

15. Leadership

16. Social and cultural
awareness

Lifelong Learning

MNaote: ICT stands for information and communications technology.
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OBE System VS Traditional Education System

Students Knowledge

Curriculum is Planned & | Teachers are Focused Assessment is Done
Designed According to on Helping Students onthe "L evoie® that
the Needs of Today's Develop New Skills Track Their Learning
Students. & Skills
® l ‘ ®
| CURRICULUM PLANNING &% FINAL OUTCOME
/=] g DESIGNING 8888 TEACHING PROCESS @ ASSESSMENT
‘ | I ‘ .
Same Curriculum is Teachers are Focused Students Knowledge
Passed From the on Completing the is Assessed as per
Previous Generation Syllabus by the End their Obtained
to Next Generation. of the Session Grades.

https://www.iitms.co.in/blog/outcome-based-education-system.html
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LUUAING (Digital interactive media)
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T he Socratic Method
Teaching By Questioning

Socratic Questioning

1 conceptual clarification questions (Why are you
saying that? What exactly does this mean?)

1 probing assumptions (How can you verify or disprove
that assumption? What would happen if ... ?)

1 probing rationale, reasons and evidence
(What do you think causes ... ? What is the nature of this?)

1 questioning viewpoints and perspectives
(Why it is ... necessary? Who benefits from this?)

1 probe implications and consequences (What
are the implications of ... ? How does ... affect ... ?)

1 questions about the question (Why do you think |
asked this question? What does that mean?)

From http://changingminds.org/techniques/questioning/socratic_questions.htm


http://www.google.co.th/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwi41K2Y19XKAhVLc44KHfd8DHYQjRwIBw&url=http://crescentok.com/staff/jaskew/mission/socrates.htm&psig=AFQjCNH7bxPTg1bEAtBnpTEt6eXa9vsD6Q&ust=1454385700405325
http://www.google.co.th/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwi2gsun19XKAhVBC44KHfX7AggQjRwIBw&url=http://www.slideshare.net/dkeaquinto/chapter-7-questioning&psig=AFQjCNH7bxPTg1bEAtBnpTEt6eXa9vsD6Q&ust=1454385700405325

Individual Version CPO Certificate (2 Hrs)
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Open Source
Learning Portals

https://www.agriya.com/blog/guide-to-build-customized-e-learning-platform/



* 6

> C & mooc.cmu.acth
CMU MOOC | Chiang Mai University TH | EN
D whds:uu
aon:10gu / ausHawWu

Suitdaasu

AnUAWUUDE dadois

Jy CMU
JNOOC

° &

CMUMOOC-I

AMAZING

DISCOVERY
AT THE ANCIENT =
EMPLE

o
CMUOO46

Amazing Discovery at the
Ancient Temple of Wat

% % % & % (987)

1ns«) fisauld
nlKu Nnissuld
Wwolks msauld

|

FROM
MONSTERA TO TARO

CMUO0O045

From Monstera to Taro:
Araceae Plants in Thai

' & & & & AP

€

Agricultural Economics
Crop Zoning in Thailand

% % & & % (193)

S Y, l
- L] ~
oY, )
L B
LTHY AGING
IN THAI SOCIETY

Healthy Aging in Thai
Society

w % % & % (283)

PREVENT AND MANAGE
THE SLENT KILLER ” ﬁ
. |
\

‘M.;d4:

Hypertension: How to
prevent and manage the

' & & & & JME))

VIEW ALL

INTRODUCTIONTO

Introduction to Greater
Mekong Subregion

* %ok & & (2549)



|CMU Lifelong Education kingasoususaulad  HAngosoususzezfu CMU-MOOC 3uyuSsusou Podcast Video Clip FAQ  Register Login  Forgot password

JI = :
- Y B 15 uaa-uon
oS qné. 0 )Y

2191s8d:a9u RYIN... .
poulau Lol L. ADULUNLUD XY

- e : — o~ 5
2einvls..IHJv fusuisseu ﬂ o 90~ 10 Barvd
=0 : nna':‘l:v!uqli »m Q ) --u:li'v:{qfi B @ e L”“ .:I;u |(,‘:I“- .

9

wa as qnda) oiia

e spPREAD YOUR WINGS TO : -
~ THE NEW ERA. !

e edEpcakeu wiofmdnaus gnmddultaenlm v

lachine

Human drives, not

S-15

Resi|lence SMART | SMART

ansnadna

{ ; £ C | T Y '}# with NBloTs
TUNED \“_-(). dighal comemnity for smart life | save 4

; » . o @

- = C (2]

B = i

waUsw odena v KENOWS ¢
gt MO PRE. st
- s W D ® — e T mYAr P S

( uaav Video clip AvKua )




1N e-learning & Flipped Classroom
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ARDATIN (lifelong learner)

NAYNSNITANWUY

1‘8’ﬂ'ﬁ€]’ﬂﬂ’ﬁﬁ8u§'ﬁtﬁumsﬁuLmzmﬂ’a'mif (Inquiry - Based Learning)
v Y Y a Y v ¢ Yy . .

- wiuligiseulaasiesnaiuinauaues (Constructivism)

- dualun1sAnagnalilnsaynd (Critical thinking)

- LENETNNITIVIUED
v < Y 4 Sa

- NANAUNTTIUUNLIBUINADAYIN (Learner person)



| ask questions. | nofice...

| reflect, revise, rethink,

and evaluate.
@ Inquiry-Based Learning w .

| investigate, plan, read, and

research on the internet.
. /

| discuss, share, report,
and think.

I(T‘EUTE, Tr)r, experiment,
% draw, and explain.
........-.. ....------------ | ----------------
" e "a"u"u"a e et TaTaTaTaTataftaftaTaTaTata
-1 _® _=®E _=®m_B8m_ | u - = - = - - - = - - = - - - -
powered by

j s Pilktochort

make information beautiful



Engage

Students are engaged
with a challenging
situtation, prior
knowledge is
activated, questions

are provoked
Evaluate ° Explore
Students reflect on Students
their knowledge and investigate the
the learning process, phenomenon, prior
assessment knowledge is

challenged, ideas
are created

Elaborate Explain

Students apply their Students explain
knowledge towards the phenomenon,
new situations, new knowledge

knowledge is is gained and
deepened and applied
extended

https://knowledgequest.aasl.org/the-5-es-of-inquiry-based-learning/



*Methods: *Methods:
 Lecture eLecture
*Drill and Practice : /iS| *Visual tools:
*Rote learning : mind maps,
A L ng go
«Multiple choice Learner is bg‘;{,"n'dg i Cuatts FIE In
passive: learns - facilitate
tests external: is an )
via external : : memorization
processes i.e. intemnal for learning
positive g;?;tezsk; = «Multiple choice &
reinforcement torm me mg v essay assessment
*Methods: *Methods:
*Discovery . Learner is «Self-directed quest for
«Collaborative Leg;ner glg:?aﬁ self-directed content
group work exgzrienoe learning via «Sharing of content,
«Scaffolding lintemal], active nodes [content sources
«Self-guided & social in the § SOurce. people, «Spontaneous learning
learning based on R R el B groups
network
personal *Creates knowledge
experience collaboratively
ePeer grading/
review

https://onlinelearninginsights.wordpress.com/tag/constructivism/



Higher-order
thinking skills

Combine

connect SVnthesis /I' What’s next?
!
1

Question

~
~
~

Academic
Englishuk

www.academic-englishuk.com/critical-thinking
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nnu:tumssSnudayadoudd
(Privacy Management)

AWEINSOluMsusSKIsDamMsUaa lagawa:
msuusuaqaaaulaUlwaUaonun:numUuei:)ucn
NVYUDLAULUA: wéu SOUNVAS:KUNTUADIY

__..

iMthgunuMOYasnaua: lmswtuansua\)nunnnu S

Anu:tunisSnuIdaanuaiNQUDVAUIDY
(Digital Citizen Identity)
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ANU:lUNISAQILAS1:EK
(Critical Thinking)
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nnnaaoua uaqanwa Jayantduus:losu
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Nnu:tuMsdQassaIKUIDD D‘:‘)msmtmtu

(Screen Time Management)
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(Cyberbullying Management) (Dlgltal Footprints)
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Nnnu=tunssSnuAWUasang
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(Cyber Security Management)

nnu:tumstsinalulagiognviioSusssuy
(Digital Empathy)
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- pssoufiduasun1sAndesIeid (Analytical Thinking)

- pssoufiduasun1sfnad19assa (Creative Thinking)

- psseufiduasunisanagraluszuu (Systematic Thinking)
- pslYnszuauNIsAaYeRanwuY (Design Thinking Process)
- m3teuilasldleyuntugiu (Problem-Based Learning)
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000 000000000000000000000000000000000000000000000 0,
© Name

Directions: Fill out the KWL chart below with the information you have heard, discussed, and
learned in class.

K W L

What do you know What do you want to know What have you learned
about this topic? about this topic? about this topic?

00000 0000000000000 00°00992000000000 0,

Q
L=

www. HaveFunTeaching.com
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O

Q SUBSTITUTE: Y

Replace a thing, or concept with something else.

C COMBINE: 6@

Unite! What? Who? ldeas? Materials?

(1 ADAFPT: @
&7 Adjust toa new purpose. Re-shape? Tune-up?
M MODIFY, MAGNIFY, MINIFY G
Change the colour, sound, motion form size.
Make it smaller, lighter, slower, less frequent, reduce.
PUTTO ANOTHER USE: o)
= ELIMINATE: @
Omit, get rid of, cut out, simplify, weed out...
Change the order, sequence, pattern, layout, plan,
scheme, regroup, redistribute...

Make it larger, stronger, thicker, higher, longer.
‘ Change when, where, location, time, or how to useit.
R REARRANGE, REVERSE ok
Bob Eberle (1971); SCAMPER: Games for Imagination Development




Sysleams
Concepls

T

USES

and
relatad

Systems
Frinciples

& Patllerns

forms basis of
|

Systems
Representations

Systems
Thinking

I~— applies —

are
compalant

N use of

1
- —_|.ri' s
- - -i- L
Y il

] Those who

. thinkand actin .
L lerms of _J/
T sustems e

Informs &
infarmed by

Systems Approach
applied to
Engineered

Systems

-

]
4

5

Systems
Science

https://www.sebokwiki.org/wiki/Systems_Thinking



Stanford d.school Design Thinking Process

« Share ideas

/| Shagomine /|« &l ideas worthy
! c 8 " | » Diverge/Converge
/|- Seek to understand /

¥

= "Yes and” thinking
» Prionitize

» Non-judgmental

1 * Mockups
« Storyboards
_.ff « Keep it simple
| = Fail fast
« Iterate quickly

PROTOYPE

« Personas

* Role objectives
« Decisions

= Challenges

* Pain Points

« Understand impediments
« What works?

. » Role play
https://dschool.stanford.edu - Iterate quickly
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Engineering Process

1. ssytoyn (Problem Identification) Wunsiarandlatyuiviaaruine
a a °o_ a o
Ansziiteulwilededrinvesaniunisalilym e vusvauivave sty Jeaz
drlugnisaireduaumiadsnislunisudidgm
a o4 Y .
2. sausadeyauasuulfaitiaadasiuliym (Related Information Search) 1t
1 a a s a g aa o ¥ (4
nsTuTudeyanazuuIRanInerani adadand uazimaluladineadasiuuul
' a Y Y Y _ o o
nensuidynnasysadiuarudululd defivazdadaia
X - - a d
3. anuuuITn1auitywu (Solution Design) \Wun1suszgndlidayauasuuafai
| 4 o4 aa ) o = =2 v ¥ o w
\ngadaaivenisenuuuIuumIaIsnislunisuidyun lnedrtdatmingins dednin
o i o
wazRaulvawantunisalitiavun
4. Mannunazaiiunisuilua (Planning and Development) Wun1sianun
o v & ¥ & o aa v a oy & a4 W aa d
A1AUTUABUYAINITETNTUNUNTDATNTT udasliaaintunuvtanaunIsnawa ld
Tunsuidaymn
5. nagau Yssliuna wazuiuujaniludnsundywiviadunu (Testing,
Evaluation and Design Improvement) \unisnagaunazysaifiunisldauves
FuruuIedtns Tnenaiildarathanldlunisuiuyganasiaunldiivssansamlunns
v ¥_ =
widsgymldegramanzauiga
6. dnauaITnisuidagm nanisufidgmmiaduaiu (Presentation) Wunisunaus
a & ) ¥ A o o a yvyd o
wurfAnuazvunaunsuilymiveenisaistusuviantswaniisnis igaudnlauas
ladaiauanuzinanisiaiusaly

http://krupicnic.patum.ac.th/ptithin-kar-sxn/hnwy-kar-reiyn-ru-thi-3-krabwnkar-xxkbaeb-cheing-wiswkrrm
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- LERNYANINITYIUINIS LUANEATLaSUNAEAS
- Multidisciplinary
- Interdisciplinary
- Transdisciplinary

- YIAUINITENITNINU 81TN Y1 UN



Non-academic
environment

2 R e il -
=3 a |la | & - - - e |l g a
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@ » n » 7 v ) w | »nu | @
= o |6 |8 218 ;8 .8 8. 18
Mono- Multi- Inter-
disciplinary disciplinary disciplinary T.ran's-.
disciplinary

Cummings, Regeer, Ho, & Zweekhorst (2013)



WORK-BASED LEARNING CONTINUUM

CAREER AWARENESS

Learning ABOUT work

Building awareress of the
varety of careers available and
the role of pastsecondary Learning ABOUT work
education.
Exploring career options for
the purpose of motivating
students and informing their
decisien-making in high schaoaol
and postsecondary education.

Experiences might include:

» Workplace tours
+ Guest speakers
* Career fairs

* Visiting parents at work Experiences might include:

+ Informational interviews

+ Job shadowing

+ Virtual exchange with a
partrer

TEXASONCOURSE

CAREER EXPLORATION

CAREER PREPARATION

Learning THROUGH work

CAREER TRAINING
Applying learning thraough
practical experience that
develops knowledge and skills
necessary for success in
careers and postsecandarny
education.

Learning FOR work

Training for employment and
postsecondary education in a
specific range of occupations.
Experiences might include:

Experiences might include:
+ Practicums

* Internships
 Integrated project with
rmultiple interactions with

+ Internzhips reguired for
credentials ar entry to
an aecupatian

professionals . Apprent.lr:eshlps
» Student-run enterprises with ° On-the-job training
partner invahlwement * Work experience

» Service learning and social
enterprises with partners

» Compensated internzhip
cornected to odrriculum

(Linked Learning, 2017)
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- A5lYAsNIsanYsenguEay (Small group discussion)
- nstkgn15la99 (Debate)

- msduEsuvneensuEuaaly Iuy

- nsldunaanasuflInadasasunisanusiglanausaulay
- NANIIU Gallery Walk



nonssy Gallery walk




nonssy Gallery walk
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o. Hanusunsalunmsliienssen aUnsol uasReUJauWusuULAINA (Digital

s s
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U
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- s lERsdauLUUUNUIMENNR (Role play)
- s lRSaauuuanIun1sadv1and (Simulation)
- A5l Virtual reality

' . Thailand Business :
EXMBA” 4. ' Slmulatlon Game 2020
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Game-based learning framework

Click on a topic to learn more

|.e.arn.ing GAME ELEMENTS: GAME ELEMENTS:
objectives ) : Context User learning Learner Specifics

Clear player i
goals ﬁ N
et User Instructional
engagement design

[User behavior

Debriefing

: GAME ELEMENTS:\: Player . GAME ELEMENTS: :

- feedback
lgariiing :. Representation Pedagogy :. Sjkein

content feedback

van Staalduinen, J. P, & de Freitas, S. (2011). A Game-Based Learning Framework: Linking Game Design and Learning. Learning to play: exploring
the future of education with video games, 53, 29.




<. ANNNENIINNITFIAUNININARANITUL JFUNUS N3350 (interpersonal skill)

ANMURIINTDLWNSURAIaaN MIUATWY NM5USU (adaptability) LazSUAMUAALAK

NAYNSNITANUUY

- N15ANT5LBUIUUUINLR (Cooperative learning)
- wada Jigsaw
- wada STAD
- waldA Think-Pair-Share

- NSTUIUNIINAY
- ANSAUAAA



https://strategiesforspecialinterventions.weebly.com/jigsawl1.html



eart 1: Expert Groc:ps

Study Groups
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- ASNUNUNENINDIN (Authentic assessment)

- ﬂqﬁﬂﬁglﬁUﬂqﬁﬂﬁﬁa (Performance assessment)
- mslduruagauudiannsaiing (e-Portfolio)

- YIUINTTUUIAA AfL, Aal, Aol

- Assessment for Learning
- Assessment as Learning

- Assessment of Learning



Simple Grading Rubric

Criterion Task Level of Performance Score
\ N History Research Paper RuhricV /
o Excellent Good Poor /
Criteria 3 > "

Number ﬂf sources

Ten to twelve

Five to nine

One to four

bibliographic

Historical accuracy | No apparent Few maccuracies Lots of historical
Inaccuracies Inaccuracies

Organization Can ecasily tell from | Can tell with Cannot tell from
which sources difficulty from where | which source
information was information came information came
drawn

Bibliography All relevant Bibliography Bibliography

contains most

contains very little

information 1s relevant information | information
included
Descriptor

https://champlain.instructure.com/courses/200147/pages/rubric-design
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