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RIZAEBNZ, MZAETL,
RERTTMIESR!
Tell me & I will forget,

Show me & [ will remember,

Involve me & I will understand
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Experiential 34
Learning Act CV’ /
Cycles Concrete Experience

+.P.B.C.S.S.
Facts (What Happened?)
Theory of Action

Apply

Active Experimentation _ RefleCt
Futures (What Will | Do?) _ Reflective Observation
Implement Revised Theory Feelings (What Did | Experience?)

Assess Behavior & Consequences

Conceptualize

Abstract Conceptualization
Findings (Why Did
This Happen?)

1. David Kolb Revise Theory

2. Roger Greenaway compiled by Andrea Corney
3. Chris Argyris & Donald Schon www.edbatista.com/2007/10/experiential.html
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1. = EFacts-What happened?

Symbolic meaning—the sparkle of
lighting-first see & assume

Co-authoring of facts

Like diamond with many perspectives
(diversity):

1. retrospective: expected / unexpected
outcome; surprised or not!
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1. &= EFacts-What happened?

ii. descr1pt1ve

process account—what happen? what
next? First-Next-Then, what? when?
how? who? where?

as-if / role taking—Ilike a child /
reporter

[ii. conclusive: most impressive;
different or similar experience;
decisive/important moments; joyful,
interest moments; (headline making)
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2. FX 2 Feelings-Emotions & Intuitions

*Symbolic meaning—heart-
internal feeling

* Paradoxical experience

°*Commitment: feeling involved /
committed

* Empathetic understanding

* Control in expression of feelings
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2. FXZ Feelings-Emotions & Intuitions

Feelings in connection / getting
close

Feelings of acceptance (In group &
We feelings)

Intuition (use of metaphor to
facilitate expression)
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(New/Odd/Fun/Inspiring/Frustrating/
Challenging)
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(Ups & Downs experiences)
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1+2: Facts + Feeling-Bringing out the stoky

i. Personal experience: expressing
yourself; being listened to; being
understood

ii. Inter-personal experience:
listening to others; appreciating other

views, respecting individual differences

iii. Personal reflection: growing in
confidence, connecting with others,
feeling part of team
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3. 2238 Findings-Thinking & Seeking
Symbolic meaning—space-digging information;
on individual, interpersonal & group level

Wi

acl

Wi

hat’s found? What's achieved, not yet
hieved?

hat’s different or similar experience?

How to evaluate on such experience?

Lesson learnt: learning process / problem
solving skills...

Appreciation & Comments found

Connection with any other similar or dissimilar
experience / conditions —preparing for learning
transfer (far / near)
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4. 182 Future-Changes & Choices
w ¥ Choice; Change ; Advantage

Plan—Ilearning plan, action plan

Predicting change; Practicing Skills;
Listing choices; Testing Ideas

Making decisions; Predicting pros & cons
Predicting outcomes/ future

Describing dreams

Prioritization—the first action
Visualized outcome—Who, What, When
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Generating learning & Changes

* Turning experience into learning

*Turning learning into action or
questions, predictions, choices,
growth, change
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Reference: Irvin D. Yalom & Molyn Leszcz: The Theory and Practice of
Group Psychotherapy. 5th Edition 2005.
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