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(KM) Tagiuidu

e QOutcome-Based Education (OBE)

e Experiential Learning

e Entrepreneurial Learning
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UunAnu aswuaviu/ssnola

S1YdB0 U Project-based Learning

Kangas aoanaov OBE

10U Learning Organization




NsouUlludAQNISaouU
(Teaching Framework)
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Problem : GuTongoINUCUKI08Y
Project : TRUNFAiNUhasvuaviu
Practice : auiJon1osy
Reflection : a@=NnouuniSyu
Business : cioyoaidussne
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(Course Design)

Step 1

NIKUQ CLO (Course Learning Outcomes)

004
e JiAs1:Kaarala
e WcUU1 Business Model Ta
* &S Prototype Ta

Step 2
Mapping CLO — Activity

CLO

3IAS1KOaa Case Study
e
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1. Project-based Learning
e TRUNANUINNSSNVYSY
2. Case Study
* 3IAS1:KSSNVVSY
3. Experiential Learning
e auWun / Sunmund
4. Challenge-based
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(KM Tools)

1. Reflection
RUNFiNuNCIoU
e |SyUUSO:[S
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2. AAR (After Action Review)
e O:[sQ
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3. Best Practice
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¢ Business Model Canvas
e Prototype
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(Assessment)
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Project

Presentation

Participation

Reflection
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Checklist
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0 NKuUa CLO éaiou o Unfinuvhavidorin O iJ Best Practice
O U Project O U Reflection O USudsvnis&aou

asudiksuo101sy (Key Message)

e |Uayuon “daou” — “Coach”
e |UAauu9N “Lecture” — “Learning by Doing”

e 1UAyuQ1N "Vo&ou” — “uaviuosy”
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