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ABSTRACT
This workshop will focus on specific techniques that have proved effective at enhancing student involvement and learning in a variety of business courses.  Two essential skills will be emphasized: that of stimulating student thinking and participation and that of orchestrating the process in an effective, orderly manner. Because today’s students have been raised in a highly interactive cultural context, they are often more receptive to activity based instruction.  The goal of this workshop is to share techniques and practices that both enhance the level of involvement and learning in classrooms and provide intellectual stimulation for students and instructor alike.      





INTRODUCTION AND BACKGROUND
Instructors have long wrestled with the issue of how best to prepare students in business to deal with real world problems and issues.  Often, graduates are well versed in management theory, but weak in problem-solving skills more useful for later success in a work environment (Bowen, Lewicki, Hall & Hall, 1996).  An element often missing in college education is the opportunity to integrate classroom knowledge and concepts with skill-oriented experience. The knowledge/concept component is relatively straightforward and fits well with a classroom environment.  The skills component is more problematic.  How does one try out and build practical business skills in a classroom environment?

The challenge for educators is to develop methods that allow students to and try out skills relevant to planning, organizing, leading and controlling. One way to address this challenge is through the use of experiential learning techniques.  Experiential learning exists when a responsible participant cognitively, effectively, and behaviorally processes knowledge, skills, and/or attitudes in a learning situation characterized by a high level of active involvement (Hoover, 1977).  Marcic (2000) states that...”the unique feature of experiential learning is that it requires the student to become involved effectively and behaviorally with the material” (p.3).   Students do something (act, behave) under the guidelines of some activity, and experience feelings about what they do as well as responses and feedback from other students and from the instructor. 
In recent years, the need to involve students in learning has acquired new impetus with the learning styles of today’s students. These “millennial students” (or NeXt generation) have been raised in a highly interactive cultural context, and tend to have less patience for traditional lecture formats of instruction.  Yet they are eager to engage with interactive, activity based instruction (Taylor 2005,2006). They are familiar with digital technology. "They like portability and are frustrated by technology that tethers them to a specific location. Studies show that Millennials don't read as much as previous generations did. They prefer video, audio, and interactive media.” (Scott Carlson 2005).  They have a need to be connected with others in the class room and enjoy team learning (McGlynn 2008).  The general idea behind the use of experiential learning is to provide students an opportunity to test concepts and practices that they have become familiar with in a variety of interactive processes directed towards specific learning objectives.  Through these trials they are able to adjust their actions and behaviors based on reactions and feedback they get from others.  



    WORKSHOP PURPOSE AND OBJECTIVES
The purpose of the workshop is to provide participants with an opportunity to acquire or improve on basic techniques that promote student participation and experiential learning.   The objective is to help participants become more skilled at applying different techniques and more committed to the value of  experiential learning. A short-list of some basic practices of experiential learning are: (1) techniques for building two-way communication, (2) techniques for broadening student involvement in discussion, (3) problem-centered learning practices, (4) case-based learning, (5) activity-based exercises.
Workshop Schedule     
1.   Introduction:  overview of workshop objectives, and warm-up activity
2.   Techniques for increasing interactive communication and broadening student participation.
3.   Moving towards problem-centered learning: common designs and practices.

4.   Case and activity-based learning: integrating learning objectives with student involvement.

5.   Wrap-up and Conclusions
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