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Adult learning theory 

 

 

Creating an environment for active learning includes:  

• Icebreakers and energizers  

• Hands-on activities that require participants to apply what they are learning 

• Pairing and grouping participants for activities, discussions, reflections 

• Demonstrations and practice of new instructional routines being learned 

• Simulations (e.g., of a teacher conducting formative assessment, of a coach giving feedback to a 

teacher, etc.)  

• Formative and summative assessment of participants’ knowledge  
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