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The Design and Study of Experiential Learning with New Media and New Technology
Zhang Jiping, Xu Yafeng

Abstract: The new media and new technology are extensively and profoundly influencing every aspect of the society in a various
ways, but what about their applications in education? It is a brand new topic to build the experiential learning environment and
implement learning with new media and new technology. At present, both teachers and students havent paid enough attention to
introducing new media and new technology to teaching and learning. A very important reason is lack of relevant learning experience. In
fact, experiential learning has a positive impact in promoting knowledge understanding, arousing learner’s initiative and cultivating
critical thinking. During experiential learning with new media and new technology, we should, on one hand, make the physical
environment in compliance with the basic design of future classroom, experiential learning and museum learning environment,
presenting things from various angles with various means and facilitating learners acquisition of direct experience and reflection. On
the other hand, we should integrate the following four learning stages into activity design: specific experience, reflective observation,
abstract generalization and action application, making full use of the spatial and technical support of the physical environment,
combining experience acquisition (experience perceived and understood) with experience transformation, in order to realize a spiral-up
in the process of experiential learning.

Keywords: New Media and New Technology; Experiential Learning; Future Classroom; Design of Physical Environment; Design

of Learning Activities
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