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Adult Education

Compilation of Methods and Approaches 
We Use in Our Work
Characteristics of adult learners one have to take in account working in adult education
Experience
Adults have years of experience and are knowledgeable about a wide variety of things. Use your adult students as resources for yourself and for other students; use open-ended questions to draw out students' knowledge and experiences; provide many opportunities for dialogue among students
Values, beliefs and opinions

Adults have established values, beliefs and opinions. They expect others to respect

their differing ideas regarding beliefs, religions, value systems and lifestyles. Take time to clarify student expecatations of the course; permit debate and the challenge of ideas; be careful to protect minority opinions within the class.
Different style and pace of learning

All adults have different styles and paces of learning. Although an adult’s reaction and speed of learning may be slow, her/his learning capacity should not be underestimated.

Capacity to relate new knowledge and information to past experience

Adults relate new knowledge and information to previously acquired information and experiences.

Pride

Adults have pride and self-esteem. We must give them the freedom to express what they do not understand, their ignorance, their fears, their biases and their difference of opinions.

Concentrating on the problem

Adults tend to approach learning in a problem solving way. They want to see how what they learn can be immediately applied in a practical way. Adults generally want to immediately apply new information or skills to current problems or situations. Show immediately how new knowledge or skills can be applied to current problems or situations; use participatory techniques such as case studies and problem-solving groups.
The adult teaching method is different from the teaching methods for children. Indeed, adults do not have the same memorisation capacity (they are no longer used to learning things by heart), they do not accept preconceived ideas and need to be convinced (their minds are less easily influenced and they have many biases). In addition, learning questions pre-established certitudes, which can sometimes be regarded negatively. On the other hand, adults are experienced, which can be useful to the learning process, and they have a more developed critical mind. They need to understand the reasons for the training to be motivated: the actions taken must be justified.

Another aspect of adult learning is motivation. At least six factors serve as sources of motivation for adult learning: 

· Social relationships: to make new friends, to meet a need for associations and friendships. 

· External expectations: to comply with instructions from someone else; to fulfill the expectations or recommendations of someone with formal authority. 

· Social welfare: to improve ability to serve mankind, prepare for service to the community, and improve ability to participate in community work. 

· Personal advancement: to achieve higher status in a job, secure professional advancement, and stay abreast of competitors. 

· Escape/Stimulation: to relieve boredom, provide a break in the routine of home or work, and provide a contrast to other exacting details of life. 

· Cognitive interest: to learn for the sake of learning, seek knowledge for its own sake, and to satisfy an inquiring mind. 

Adult learning principles and techniques

The Experience-based methods are founded on participatory adult learning principles. The adult learner needs to acquire new knowledge and skills by the end of the training session. This new knowledge and skills must be immediately applicable.

The possibility to transfer the knowledge from the training to the surrounding community is an important source of adherence. The adult’s appreciation of her or his own progression is a permanent source of motivation.
Discussions

· Group discussions.  This method helps to provide an opportunity for learners to think together constructively for purposes of learning, solving problems, making decisions, and/or improving human relationships.
· Panel discussions. This method aims to provide an opportunity for experts or a group of learners to present differing viewpoints on a topic, issue, or problem to other panelists and the audience (learners). The discussion of the panel should stimulate the audience's thinking.

Brainstorming

Brainstorming is a free flowing exchange of ideas on a given topic. It can be used for solving a specific problem or answering a question. This is an exercise that allows creative thinking for new ideas encourages full participation because all ideas equally recorded  draws on group's knowledge and experience  spirit of congeniality is created  one idea can spark off other ideas. 

Group work

Group work happens when people work together, combine their different skills and talents and build on each other's strengths to complete a task. Group work:

· encourages responsibility. When people feel they own what they are doing, they are usually committed to the outcome and take care to ensure a good result.

· develops communication skills. People need to listen, to understand what others say, to be responsive to their ideas and to be able to put their own thoughts forward.

· develops co-operation. People soon learn that when they are working towards a common goal they do better if they co-operate than if they compete with each other.

· involves consensual decision-making skills. People quickly learn that the best way to make decisions is to look at all the information available and to try to find a solution that satisfies everybody. Someone who feels left out of the decision-making process may disrupt the group's work and not honor decisions which are made by the rest of the group.

Case Study

A case study is a written description of a situation that contains a number of problems. It provides participants with a basis for studying a situation, analyzing its important aspects, and reaching various conclusions. Participants will be able to discuss case problems among themselves and improve their ability to perceive the interrelations between the factors mentioned. Discussion will help participants to distinguish relevant material from the superfluous. Participants will realize that, in communicating with others, they should see matters from the other's point of view as well as from their own.
Lecture/ presentation

This method helps to present factual material in direct, logical manner, contains experience which inspires, stimulates thinking to open discussion, useful for large groups. Can provide a large amount of information (knowledge) in a limited amount of time. An efficient method of providing information not readily available in print or other forms.
Team presentation

This method creates team building and provides an ideal learning and review experience. Team members look at the issue closely and create a way to explain or represent it. Participants will be able to understand the issue and convey it in a creative and entertaining way. A presentation will present exaggerated views or aspects of the issue, often not touched by a simple analysis of it. A live presentation of a topic makes participants retain aspects in their minds much longer than if presented in a lecture.

Demonstration

This method helps to model the correct step-by-step procedures needed when performing a specified task. Method aids understanding and retention, stimulates learners’ interest. Can give learners a model to follow. 

Learning games 

Learning Games are activities meant to complement the learning experience, but are neither the primary purpose nor the main content of the training session. Training sessions can be enhanced by purposeful and creative games. However, a trainer must be very careful when selecting games for the training session. Games that are overly competitive, games that cannot be played by the physically disabled, games that put participants in embarrassing situations, etc., can result in more harm than benefit. Using games in adult education process helps to achieve:
· Repetition. Retention of new material or a new skill will be more likely if the trainee hears it more than once or practices new behavior several times. Insertion of a game into a training module allows the trainer to drive home a point in another fashion, thereby increasing the probability of retention and application.

· Reinforcement. Many games provide participants with an opportunity for success or achievement. This rewarding experience reinforces behavior and makes its use more likely in the future.

· Association. Much of our learning is not totally new, but is related to what we already know. It is often easier to move gradually from a base of knowledge to the unknown. Games, even familiar ones, help us make a connection between different contexts that promotes learning. Later, the trainee may first recall the game, but then make an easy transition to the underlying principle.

· Senses. Researchers tell us that learning is more effective when the five senses are involved (sight, sound, speech, smell, and touch). Games generally build upon all but smell, and thereby add an extra dimension to the traditional learning process.
Role-playing games

Role-playing games may be proposed by the facilitator or the learners and may complement another activity.

In the role-playing game, the participants take on (according to their own ideas) the roles of people who must engage in verbal and non-verbal (body and face gesture, tone of voice) exchange. A theme is launched to start the game. The "actors" are free to interpret their role and to create the dialogue as they wish.

Role-playing games allow for free expression and teach the learners to use their imagination in their verbal and non-verbal exchanges. It is the ideal situation for practicing expression techniques and developing communication related skills. Role-playing games require a situation or a reason for action that is used to start the game and arouse creativity. The learners who are not actively involved in the role-playing should be encouraged by the facilitator to observe and take notes. Otherwise, the game becomes nothing more than a performance. At the end of the game, the facilitator should interrogate the learners, comment on certain strengths and weaknesses and draw lessons from roles played.
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