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Research 
Question
• How to introduce 

experiential learning in 
a lecture course?

• To help students 
retain the 
knowledge gained

• To mimic real-world 
situation 
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Methodology 
– The 
components 
in the lecture 
style course

The components were split on Kolb’s Experiential 
Learning
• Games

• Abstract Conceptualization/ Concrete 
Experience 

• Project
• Concrete Experience

• Writing
• Reflective Observation 

• Lecture
• Abstract Experience 
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Methodology –Mapping Kolb’s Cycle to Class 
Activities 
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Class Activity Mapping Kolb's cycle

Classroom lectures Abstract conceptualization (AC)

Games – both hands-on and virtual – 
building calculator

Concrete experience (CE)
Active experimentation (AE)
Reflection observation (RO)

Writing of systematic review article
Abstract conceptualization (AC)
Reflection observation (RO)

Presenting a given topic to the class – 
lightning talk 

Formation of abstract concepts and generalizations. 
Experimentation and Higher-order cycle of learning

Developing and interacting with the client
Testing implications of concepts in new situations
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Methodology –Remapping Kolb’s 
Activities Using Mundane Words
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Simple words [7] Relating to [1] Activity
Feeling and watching

Varying CE/RO
The games played
teamwork, velocity, value-added product, user
stories

Watching and thinking –
AC/ RO Integrating

The videos that were shown in class

Doing and thinking –
AC/AE) Bring together 

Meeting
collecting requirements,
developing
testing

Doing and feeling – CE/AE Helpful Demoing the application

,

2/6/2025



Benefits

• Real-world software development.
• Products development

• Client interaction
• Courteousness

• Respect Deadline  
• Naturally planning 
• End of semester
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Limitations

• Product had to be shelved for security reasons.

•To hunt for real-world problems for students to
develop. 
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Word cloud of students' feedback

2/6/2025 EDUCON 2023  - Using Kolb's Experiential Learning in Agile Software Development 
Course - Dr. Soma Datta  - University of Houston-Clear Lake - datta@uhcl.edu



Discussion and Future Work
• To continue teaching this course using gamification

• Writing

• Project-based learning.
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