
Queen’s College

Promoting Deep Learning 
through Experiential 

Learning

(透過體驗學習，深化學習層階)



Queen’s College
Experiential Learning

• Tell me and I will forget

• Show me and I may remember

• Involve me and I will understand



Queen’s College
Experiential Learning

• Learning from experience or learning by doing.

• Immerses learners in an experience → encourages 
reflection → develop new skills, new attitudes, or 
new ways of thinking.



Queen’s College
David Kolb's Experiential Learning Model



Queen’s College
Experiential learning 
v.s. 
Traditional learning
Experiential learning Traditional learning

Students are active learner
Students are passive 

participants

Students have self-
motivation

Teacher center

Learning is real and 
meaningful

Learning theory may be 
unreal and meaningless 

Reflection Memories 

Functional change Not practical



Queen’s College

• To implement experiential learning by developing 
subject-based activities inside and outside 
classrooms

(以全方位科本活動，實踐體驗學習。)

To enhance learning atmosphere and motivation by incorporating 

experiential learning into classroom learning & teaching: 

Experience, Reflect and Share, Generalize, Apply



Queen’s College
◆ S.2 Creative Science Project --- E-textile



Queen’s College

◆ S.2 Creative Science Project --- E-textile



Queen’s College
◆ S.2 Integrated Science --- Rib Cage Model



Queen’s College
◆ S.2 Integrated Science Rib Cage Model



Queen’s College

• To foster good learning skills and strategies in 
experiential learning

◆ To build effective learning habits and study skills
◆ e-reading strategies and discussion forum 
◆ Reading programs from various teams and departments

◆ To excel brotherhood through study groups (senior levels) and 

peer tutoring (seniors coaching juniors)

(利用體驗學習，培育學生良好學習技巧和策略。)



Queen’s College
• To foster good learning skills and strategies in 

experiential learning

◆ E-library was installed on e-Class platform

(利用體驗學習，培育學生良好學習技巧和策略。)

E-library



Queen’s College
• To develop the spirit of exploration and innovation by 

promoting STEM education and entrepreneurship experience

◆ Odyssey of Mind 

◆ GreenMech

◆ First Lego League

◆ Creative coder Competition

(推展STEM教育和企業體驗，發展學生探索精神和創意。)


