Doing Begins Learning; MODULE 4 learning

Idesign—based

WHAT THE TEACHER DOES

For teachers, the goal of Design-Based Learning is to reconfigure traditional teaching

methods into an interactive, student-centered approach that fosters creativity and deep

learning. The primary teaching strategies to make this curriculum-driven “city game” work

in the classroom, a teacher needs to:

1. Plan the Structure

o

Define the overarching City of the Future project and how it integrates
required curriculum subjects.

Break the project into units/themes, each focusing on a key aspect of city life
(e.g., shelter, transportation, energy, sustainability).

Design a sequence for students to introduce, develop, and refine their ideas
over time.

2. Set Up the City Gameboard

o

Prepare a landsite (styrofoam/cardboard) that represents students’ own
community, divided into sections for individuals and groups.

Establish rules for how students propose, build, and refine their structures
within their assigned spaces.

3. Engage Students in Learning

@)

Begin with imagination-based brainstorming, encouraging students to
generate Never-Before-Seen ideas.

Guide students to connect their ideas to real-world applications by
researching and applying subject-specific knowledge.

Use Al tools and research methods to evaluate the feasibility of their
concepts.

4. Facilitate Collaboration and Decision-Making

o

o

o

Teach students how to describe, present, and defend their ideas.
Incorporate peer feedback to refine projects based on factual analysis.
Encourage classroom-wide discussion and consensus-building on final city
components.

5. Assess and Reflect

o

Require students to document and present their work, demonstrating
guantitative reasoning, problem-solving, and analytical thinking.
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o Continuously connect the project back to core curriculum subjects (math,

science, language arts, history, geography, etc.).
o Reflect onthe process, highlighting the value of both individual creativity

(“me”) and collective problem-solving (“us”).

Am | rearranging the curriculum?

Yes, but in a way that aligns with existing learning objectives while making them more
engaging. Instead of teaching subjects in isolation, they are integrated into a memorable
experience.

What if | don’t know how to start?
Start with a single UNIT/Theme (eg., PROTECTION/Shelter) LINK to Protection/Shelter).
¢ Introduce the city concept and let students brainstorm their first ideas.
e Have them build and justify their first structures with knowledge from the subject
you’re teaching.
¢ Expand from there!

What if I’'m not creative?
You don’t have to be—your role is to guide students in making connections, not come up
with ideas for them.

e Use student creativity as the driving force.

e Leanon structure: The UNIT/Themes keep the “city game” organized.

What if | feel uncomfortable going outside the box like this?

Start small—integrate one UNIT/Theme at a time.
o Trustthe process: it’s still structured learning, just through a different method.
e Students will respond to your determination and enthusiasm.



