
Curiosity/
Questioning

Practice

Concepts

Narration

Differentiate

Complex

Goal-  based

Habit

Modify

Dialogue

Skill-  based

Adapt

Wisdom

Trial and error

Comprehend

Sense-  making

Mediocrity

Discovery

Purposeful

Informal/
Accidental

Kinethetics
Formal

College/
Education

Task based/
acquired

Education

Transformation

Children/
Adults

Organizations

Parenting/
kids

Healthcare

Politics

Society

Classroom

Govt.

Imagination

Machine
learning

War/ strategy

Innovation

Defence

Policies

animals

Sports

Associative Learning

Discover Learning

Co operative & 
Collaborative Learning 

Receptive Learning

Rote Learning

Observation/imitation 
learning

Emotional Learning

Meaningful learning

Experiential learning

Explicit Learning

Implicit Learning

Habituation & 
Sensitisation

Assosciation with the preselected stimuli & exact behaviour. Eg: Pavlov's Experiment

when you use a model to imitate, and is very related to mirror neurons

Happens in groups. Each ember contributes their best skills & knowledge. One person provided knowledge and the group that 
receives constructs meaning around that idea.

A form of passive learning. One receives information only about what one is trying to learn. Eg: Some lectures

Memorization of information without understanding

Observation/imitation learning

Involves the individual’s emotional development and is what helps develop emotional intelligence

Uses cognitive, emotional, and motivational dimensions. The person organize and connect their personal experiences with their 
learning, relating  their experiences to the information or idea that they are learning.

Our life’s experiences teach us valuable lessons that we learn from. This type of cognitive learning is very powerful, but is subjective, 
as  each individual will experience an event differently.

Characterized by the intention of learning and consciously setting out to learn. There are many examples of this type  of cognitive 
learning, like reading this article to learn about explicit  learning, as the intention is to learn about the topic.
Explicit learning is an intentional act that requires sustained attention and an effort to learn.

“blind” learning. You acquire information without realizing what you’re learning.

Habituation-  happens when you stop paying attention to a stimulus (decrease in stimulus response). An example of habituation 
learning can be found of  people who live near a loud highway. Sensitisation-  

Symbolic Play

Rough & Tumble Play

Social Dramatic Play

Social Play

Creative Play

Dramatic Play

Locomotor Play

Communication Play

Deep Play

Exploratory Play

Fantasy Play

Imaginative Play

Mastery Play

Object Play

Role Play

Recapitulative Play

Using objects, actions or ideas to represent other objects, actions, or ideas, e.g., using a cardboard tube as a telescope.

Close encounter play which is less to do with fighting and more to do with gauging relative strength. Discovering physical flexibility and 
the exhilaration of display and it’s friendly and positive. This type of play can burn up a lot of energy.

When children act out experiences, e.g., playing house, going to the shops or going to a restaurant.

Any social or interactive situation where the expectation is that everyone will follow the set rules -  like during a game or while making 
something together.

Allows children to explore, try out new ideas and use their imagination. They can use lots of different items, altering something and 
making something new.

Play using words, gestures, e.g., charades, telling jokes, play acting, etc.

Play where children figure out roles to play, assign them and then act them out.

Movement for movement’s sake, just because it’s fun. Things like chase, tag, hide and seek and tree climbing fall into this category.

Play which allows the child to encounter risky experiences and conquer fears, like heights, snakes, and creepy crawlies. Some find 
strength they never knew they had to climb obstacles, lift large objects, etc.

Using senses of smell, touch and even taste to explore and discover the texture and function of things around them. An example of this 
would be a baby mouthing an object.

This is the make- believe world of children. This type of play is where the child’s imagination gets to run wild, and they get to play out 
things that are that are unlikely to occur, like being a pilot or driving a car.

Play where the conventional rules, which govern the physical world, do not apply, like imagining you are a bee or pretending you have 
wings.

Control of the physical and affective ingredients of the environments, like digging holes or constructing shelters.

Play which uses sequences of hand- eye manipulations and movements, like using a paintbrush.

Play exploring ways of being, although not normally of an intensely personal, social, domestic or interpersonal nature. For example 
brushing with a broom, dialing with a telephone.

Play that allows the child to explore ancestry, history, rituals, stories, rhymes, fire and darkness.

Types of Learning Types of Play

LEARN

To teach

Social Inclusion/acceptance

Play as a drive to learn

Physical Growth

Engagement/ Fun

Learning

Explore

Experiment

Imitate

concentrate

Focus

Attitude

Development

Create

Retention

Evolution

Information

Associate

Mirror

Capacity

Perspective

Culture

Seek

Participate

FeelingsEmotions &
thoughts

Evaluate

Language

Apply

Abundance

Create

StimuliExplain

Acquire

Change

Memory

Insight

Share/ Transfer

Retention

Flexible

Novelty

Memory

Potential
Environment

Comparison

Knowledge

Connections

Behavioural
Change

Peer

Engage

Feedback

Analyse
Navigate/
Guidance

Ability

Value addition

Conflict Metaphors

play to learn

learn to play

too much play decrease in learning

strike balance between both

Curiosity

because an idea/object
seems interesting

DRIVE TO LEARN

LUCID THEORY

• Its biological and NOT serious

• We play for fun and not because we feel the need to survive

• It's non-  competitive

• It helps thrive/ survive/ learn skills

• It helps overcome human attributes of dominance,
 aggression and hierarchy

• Core human drive to satisfy curiosity

• It helps gain knowledge and competence.

• Survival. Staying relevant. Internal drivers. External drivers

Carnivalesque Play Play that allows the players to explore, challenge or subvert

CHARACTERISTICS OF LEARNING

Learning involves change.
All learning involves activities.
Learning Requires Interaction.
Constitute Learning.
Learning is a Lifelong Process.
Learning Occurs Randomly Throughout Life.
Learning Involves Problems Solving.
Learning is the Process of Acquiring Information.
Learning Involves far more than Thinking.
Experience is Necessary for Learning.

1.
2.
3.
4.
5.
6.
7.
8.
9.

01.

What is GAMIFICATION?

Rule of Games

Game Theory

Player Centered Design involves the 
following five steps:

Know your player
Identify the mission
Understand human motivation
Apply Game mechanics
Manage, monitor and measure

1.
2.
3.
4.
5.

Player centered  Design

Gamification is the application of 
game design principles and mechanics to 
non- game environments. 
It attempts to make technology more 
inviting by encouraging users to engage in 
desired behaviors and by showing the 
path to mastery. 
From a business viewpoint, gamification is 
using people's innate enjoyment of play.
Thoughtful Induction of Game Techniques

What is not Gamification

Not same as Game Design
Slapping on a few points, badges and 
leaderboards onto your user interface.
Is not manipulating your user
It cannot fix bad business model

ATTRIBUTES of GAME & WORK

Four types of fun:

Hard fun which provides the opportunity for 
challenge, mastery and feelings of 
accomplishment 
Easy fun inspired by exploration and role play 
Serious fun refers to purposeful play and 
changes how players think, feel, behave and 
make a difference in the real world 
People fun provides an excuse to hang out with 
friends

Types of FUN

The Game Economy

Self Esteem Fun

Social Capital Things

Leadership
Conquest
Mastery
Access
Praise

Discovery
Excitement
Awe
Delight
Fantasy
Surprise

Likes
Friends
Contribute
Charity
Groups
Status

Points
Cash
Resources
Rewards
Prices

Levels Badges

Gifts

Task /goal oriented
Task defined, can be repetitive but fun
There is constant feedback
Goal is clear
Will lead to "path of Mastery"
Right amount of Information at right time
Failures should lead to encouragement
Status of user is transparent
Can be collaborative
Can include risk
Obstacles are intentional
Helps to achieve hierarchy

1.
2.
3.
4.
5.
6.
7.
8.
9.

01.
11.
21.

Data Centered Design User Centered Design Play Centered Design

User Centered Design is a 
philosophy that puts the user, and 
their goals, at the center of the 
design and development process.

It strives to develop products that 
are tightly aligned with the user's 
needs.

It considers technical artifacts such as the 
database tables, to create a series of 
forms that allows the user to "put and 
get" the data

While user needs and goals are 
important consideration while designing. 
Gaming and gamification extends and 
adds increased engagement to these 
goals.
It only adds on to user centered design 
for enhanced experience, engagement 
and fun while keeping in mind the goal.

Social Learning

PLAY THERAPY

• “Flow” is the psychological state of being in which a person is 
stimulated, alert, present, and fully immersed in nothing but 
the task at hand.

• In this state, learning and creativity are optimum, time 
seems to fly, and a person feels totally satisfied.

• This is the state that is induced in children and adults by 
playful activity.

• Engaged in a task where process and pleasure override 
product and pressure, a person loses a sense of self, or ego, 
and worry and anxiety are reduced. In other words, play is 
therapy.

Game theory is a theoretical framework to conceive social 
situations among competing players and produce optimal 
decision- making of independent and competing actors in a 
strategic setting. 
Using game theory, real- world scenarios for such situations 
as pricing competition and product releases (and many 
more) can be laid out and their outcomes predicted. 

 www.investopedia.com

How Game TheoryWorksGame theory is a framework formodeling scenarios in which conflicts ofinterest exist among the players.…

Leaderboards
Journey
Relationship
Quests
Loss Aversion
Progression
Badges
Rewards
Narrative
Levels
Urgent Optimism
Challenge

Epic Meaning
Blissful Productivity
Reward Schedules
Countdowns
Discovery
Virality
Game Mechanics
Free Lunch
Community Collaboration
Points
Achievements
Emotions

Game Mechanics

Evolution of Learning

PAST PAST- PRESENT PRESENT- FUTURE

Facilitator learning

Individual Focus

Classroom learning

Expert tells

Learner Centric

Group Focus

E- learning

Expert Facilitates

Learner Driven

Community focus

Mobile/social Learning

Expert Shares

Social Learning Theory states that people 
learn from one another, or learn within a 
social context.

Behavior 
factors

Personal
factors

Social Learning Theory

Lean learning, which pays homage to Toyota’s lean 
manufacturing system, stresses using effort only when it’s 
needed, improving outcomes, and cutting waste; it’s short, 
affordable, and provides employees and organizations with an 
immediate capability update.

What is LEAN LEARNING

Lean learning is about:
Learning the core of what you need to learn
Applying it to real- world situations immediately
Receiving immediate feedback and refining your 
understanding
Repeating the cycle

Like lean manufacturing and the lean startup before it, lean 
learning supports the adaptability that gives organizations a 
competitive advantage in today’s market.

1.
2.
3.

4.

EDUCATION

What is education?

A process - - - - - - - - > facilitating learning

Acquisition of 

Knowledge Skills Values Beliefs Habits

Educational methods

Teaching Training
Story 
telling

Discussion
Directed 
Research

Education under 
guidance of

Educator Self

Education setting

Formal Informal

Pre- School/Kindergarten

Primary School

Secondary School

University/ College

Apprenticeship

Govt initiatives Related to 
Education

New Education Policy 2019

Sarva Sikhsha Abhiyan

Samagra Siksha

SDG 4-  Quality Education

Online learning is the newest and most popular form of distance education today, it takes place over 
the internet.

Convenience: 24/7 access from any online computer; accommodates busy schedules; no 
commuting, no searching for parking.

Enhanced Learning: Research shows increased depth of understanding and retention of 
course content; more meaningful discussions; emphasis on writing skills, technology skills, and 
life skills like time management, independence, and self- discipline.

Levelling of the Playing Field: Students can take more time to think and reflect before 
communicating; shy students tend to thrive online; anonymity of the online environment.

Interaction: Increased student- to- teacher and student- to- student interaction and discussion; a 
more student- centered learning environment; less passive listening and more active learning; a 
greater sense of connectedness, synergy.

Innovative Teaching: Student- centered approaches; increased variety and creativity of learning 
activities; address different learning styles; changes and improvements can translate to on- 
ground courses as well

Improved Administration: Time to examine student work more thoroughly; ability to 
document and record online interactions; ability to manage grading online.

Savings: Accommodate more students; increased student satisfaction = higher retention and 
fewer repeats.

Maximise Physical Resources: Lessen demand on limited campus infrastructure; decrease 
congestion on campus and parking lots.

Outreach: Give students options; reach new student markets; appeal to current students thus 
increasing enrolments.

Variety of Courses and Programmes

Lower cost/ Investment

Flexible time and convenient

VS

Online Learning Traditional Learning

Traditional education, also known as back- to- basics, conventional education or customary 
education, refers to long- established customs that society traditionally used in schools. Brick and 
Mortar.

• Promotes collaborative learning
Collaborative learning increases a student's self- awareness about how other students learn and 
enables them to learn more easily and effectively, transforming them into keen learners inside and 
beyond classroom.

• Enhances critical thinking skills
It enhances students' critical thinking skills. Teaching in a classroom gives students the opportunity 
to engage in live discussions in which they are forced to use their critical thinking skills to formulate 
opinions or arguments.

• Improves social skills
Inside a classroom, students experience social interactions with peers and establish rapport with 
teachers. Helping children develop socially is an important aspect within the realm of their 
academic education.

• Builds organisational skills
In a live classroom, students are held accountable for being prepared to do school work, which 
includes having done their homework the night before, being ready for pop quizzes, turning in 
assignments by their due date and being prepared for in- class discussions.

• Keeps students stimulated
The physical presence of a teacher keeps students stimulated through the interactive and 
interesting activities. This enables students to retain more from what they have learned during a 
session.

• Teaching style can be modified 
Teachers can modify their teaching style based on types of learners in their classroom i.e. classroom 
activities can help visual learner, interactions can help auditory learners, etc. Teachers can get a 
clear idea whether students are following what has been taught or they require further explanation. 
At the same time, students can get their doubts clarified immediately before moving ahead in a 
topic.   

• Develops important personality and career building skills
Classroom teaching inculcates conflict resolving skills, presentation skills when it comes to 
presenting their ideas confidently in front of peers, develops team spirit and teaches them to get 
along with those from different cultural backgrounds. Such experiences are valuable in shaping 
students' communication and listening skills, as well as growing and maturing emotionally.

• Real time & Instant feedback

Challenges of online teaching

WHY online?

• Translating ideas from real to virtual communication

• Gauging Feedback/ responses (facial expression) from the students unless you correctly write
 your assessment questions and you can monitor application or understanding

• Getting students/ learners to engage in a group discussion

• Making learning engaging and interactive

• Coming over Language and culture barrier

• Compensating for missing body language and personal attention

• One on one engagement

• Keeping students motivated

• Students have distractions around

• Attention Span is shorter

• Effective peer learning and response burdens the teachers

• Holding Discussions

• Eliminating negative virtual behaviour

• Evaluating learning of the students

Emotions and Online Learning

Behaviour and Online Learning

Motivation: Positive emotions can help a student engage with learning longer because they stay 
motivated.

Feelings towards learning: If we have positive experiences, we are more likely to enjoy our education and develop a love of learning.

Social Impact:  Emotions can also make group work run much more smoothly.

Confusion/ Frustration: Negative emotions are necessary for learning difficult concepts. They help spike curiosity and aid in learning complex topics.

Psychological Impact: Students who have positive attitudes toward education also feel as if they are in control of their own learning, which leads to 
increased effort. This is an upward spiral. Students who put in more effort will feel additional positive results, which will lead to even more effort being 
put in. Such students have a ‘growth mindset’ toward education.

Positive emotions improve cohesion in learning groups. When students feel good about learning, they are more likely to:
Comply with instructions from teachers; and
Contribute their own ideas and thoughts to group discussions.

Stage 1: Feeling great about the idea of learning a new concept.

But when we’re confronted with confusing or challenging information, we head into 
Stage 2, where we start feeling confused and anxious. The new information is 
challenging and hard to understand!

Stage 3: Then, as we start to fix up our old, outdated knowledge we’ll enter into a 
state of frustration. Here, we’re not feeling very positive emotions at all Nonetheless, 
it’s a necessary stage in cognitive development because to learn new things, we 
sometimes have to challenge our old ways of thinking.

Lastly, learners will enter Stage 4. Here, learners feel emotions like determination 
and hopefulness because they’re feeling like they’re finally understanding a new 
concept!

Emotional Intelligence & education

E-  Learning

What do people seek education?

Ideal

To complete the socialization process
Transmission of Cultural Heritage
Reformation of attitudes wrongly formed by the 
children 
Prepare the adolescent for earning a livelihood
Emphasis is upon personal competition/growth
Character Building

Gain 
Knowledge

To learn

Learn life 
skill/ 

survival 
skills

To gain 
perspective

Monetary 
value

Lucrative 
career

Enhanced 
livelihood & 

ways of 
living

Self 
esteem

Interest Feel good

What is the objective of education?

Success

Benefits of Education

Poverty reduction
Higher income
Promotes equality
Health benefits
Economic growth
Discourages crime
Environmental benefits
Reduces social biases & discrimination

Current

An institute that trains for current market need
Monetary gain
Success driven
Competition and evaluation against peers
Loss of cultural values as child moves to higher 
education/ Imitation of Western Culture
Giving importance to self more than giving back to 
society

Educational Infrastructures

Schools
Colleges
Vocational Training Centres
Religious Institutes
Coaching Centres
Home Schooling
Online Mediums/ e- learning
Libraries & Similar archival Institutes

Actors

Parents
Teachers
Leaders- - Spiritual and otherwise
Student
Apprentice
Mentor
Digital Platform
Entrepreneurs
Government

An Introduction

Traditional Education

What is traditional education?

In traditional education, students are gathered 
under a roof at a specific time and specific place.
It is Teacher Driven
The learners discuss with the peers to clear their 
doubts or interact with the instructor after the 
class to do the same.
The knowledge attained by the learner depends 
on the knowledge of the instructor. Disadvantages

Generalized learning: Generalized education 
for all the students make it difficult for them to 
learn things they are interested in.
Passive Listeners: Students when lack interest 
in the lectures, become passive listeners.
No flexible time: The traditional education 
follows a rigid schedule which is challenging to 
study.
Expensive: Everyone cannot afford it and end 
up taking loans.
Teacher- centred learning: Teacher and books 
are the main sources of information.

Advantages

Punctuality: This timing is all planed at the 
beginning, the students follow this routine and 
make them punctual and disciplined.
Social interactions: The students interact with 
their peers which help them in character 
building. They learn to share and respect others.
Extra curricular Activities: This helps them 
recognized for their talents and are able to excel 
in their life.
Face to Face Interactions: They are able to ask 
questions and more explanations on the areas 
they have doubts.

Problems with traditional education

Children seek guidance from tutor even though they go to school

There is emphasis on Rote Learning than Practical Utility

It is more rigid and hence students miss out on chance to explore their skills and interest.

It is degree & certificate driven rather than learning driven

Promotes rat race instead of knowledge gaining.

Competition with Digital Mediums of Learning

Funds from government

Hiring quality teachers

Maintaining Education standards

Fulfilling the needs of Parents

Making it inexpensive.

Getting resources like electricity, water, transportation in rural India

Providing Skill Based Education

Challenges of traditional teaching

Rashtriya Madhyamik Shiksha Abhiyan

Rashtriya Avishkar Abhiyan

Beti Bachao Beti Padhao

The School Education System in India

Educational Boards in India?

National
State government boards
The Central Board of Secondary Education (CBSE)
The Council of Indian School Certificate Examinations (ISCE)
National Institute of Open Schooling (NIOS)

International
International Baccalaureate Organisation (IBO)
Cambridge Assessment International Education (CAIE)
The Council of Boards of School Education (COBSE)
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Education

ORGANISATION/
WORKPLACE

“where people continually expand their capacity to create the results they truly desire, where 
new and expansive patterns of thinking are nurtured, where collective aspiration is set free, 

and where people are continually learning how to learn together.” - The fifth discipline

Ikujiro Nonaka characterized knowledge- creating companies as places where 
“inventing new knowledge is not a specialized activity...it is a way of behaving, 

indeed, a way of being, in which everyone is a knowledge worker.”

A learning organization is an organization skilled at creating, 
acquiring, and transferring knowledge, and at modifying its 

behavior to reflect new knowledge and insights.

PLAYLEARN

CHALLENGES

How to measure when an org 
becomes a learning org and to what 

extent?

Defining measures and actions to 
become a learning org and sustain

Adapting to unseen circumstances 
(ex: Covid19)

Sustaining the business efficiently 
online

Incentive or the motivation to the 
employees/ org for developing a 

learning culture?
Abundance of information. What 

should a org learn?

Maintain the companies efficiency 
in terms of results/ profit while still 

being learning.

How can start ups find time to learn 
efficiently?

How can mature companies break 
away from the rigidity and learn?

How can start ups find time to learn 
efficiently?

How to promote collaboration and 
shared learning?

Developing organizational knowledge and integrating that knowledge into 
everyday practice can be a powerful tool for multiplying an organization’s 

impact, especially as it grows.

Leadership in a learning 
organisation.

Setting vision and goal for learning

How to foster a culture of 
continuous learning? 

How to Implement the learning? 
Defining a learning structure that 

specifies the people who are 
accountable for capturing, distilling, 

applying, and sharing knowledge.

Designing intuitive knowledge 
processes that are aligned to how 

people work. 

Defining what is a learning 
organisation based on the context 

right.

Developing ownership amongst the 
employees and staff

Organisations must be able to 
reframe people’s mindsets and 

reskill them for the changes of the 
future.

Learning should be customisable to 
a certain extent that allows each 
learner to satisfy their learning 

needs. 

Gamification in learning involves applying certain elements you would see when 
playing a game, such as a scoring system and awards, to help focus the learner’s 

attention and improve learning retention.

WHAT is a
Learning

Organization?

WHY to be a
Learning

Organization?

HOW to be a
Learning

Organization?

In business management, a learning organization is a company that 
facilitates the learning of its members and continuously transforms itself.

Continuously Improves

Committed to learning

Agile and Adaptive

In absence of learning - -  Repeat old practices - -   Change is only cosmetic - -  Company can't adapt to real time changes - -  Short- lived.

Knowledge creation and 
application

Where people continually 
expand their capacity to create

Encourage Dialogue

Make ideas explicit Define the structure of learning well 
and not abstract.

Shared Values/ Principles

Where new and expansive 
patterns of thinking are nurtured

Provide continuous 
learning opportunities.

Learn from experience

Its more than training, when learning 
happens at a whole organisation level

Provide continuous 
learning opportunities.

Foster inquiry and dialogue, making it safe 
for people to share openly and take risks.

Link individual performance with 
organizational performance.

Team learning and SYSTEMS thinking

Supportive learning environment, including 
psychological safety; an appreciation of differences; an 
openness to new ideas; and time for reflection

Supportive learning environment, including psychological 
safety; an appreciation of differences; an openness to new 
ideas; and time for reflection

Leadership that encourages and reinforces learning, including ask questions of and listening to 
workers; stressing the importance of and spending time on problem identification, knowledge 
transfer, and reflection; and considering alternative points of view

Concrete learning practices and processes, including experimentation to develop and test new products; 
keeping track of trends with competitors, customers, and technology; analysis and interpretation to 
identify and solve problems; and education and training for new and established employees

To remain relevant

To make the workplace 
dynamic and relevant

To sustain itself in a competitive global market, an organization has to adapt to 
the changing environments and make their people capable of undertaking new 
tasks and responsibilities.

To make the org and it's 
people more agile

To deal with unseen 
situations like the 
current Virus Pandemic

To optimise the talent of 
people

In order to be successful, 
organisations should learn and 

respond to changes quickly. 

Learning organisation is the one that has developed 
the capacity to continuously learn, adapt, and 

change.

Organisations operate in the dynamic 
environment. There are continuous innovations in 

information and computer technologies.

 All organisational members take active part in 
identifying and resolving work-  related issues. In a 

learning organisation, employees practice knowledge 
management.

it is a fundamental requirement for 
their sustained existence

continuously acquire, share and 
apply new knowledge in making 

decisions.

Adopt continuous development 
programmes

Create space and formal mechanism for people to think, ask questions, reflect and learn, 
encourage them to challenge the existing way of working and suggest improvements Transfer knowledge throughout the organisation through formal 

training programmes.

Keeping up with rapidly changing 
world.

Solve problems through systematic 
techniques

We need a plausible, well- grounded definition of learning organizations; it must be actionable 
and easy to apply. Second is the question of management. We need clearer guidelines for 

practice, filled with operational advice rather than high aspirations. And third is the question 
of measurement. We need better tools for assessing an organization’s rate and level of 

learning to ensure that gains have in fact been made.

WORK &
PLAY

Grow/
Evolve

Sustain

Relevant

Adapt

Respond

Agile

WHY
LEARN

VS

WORK

PLAY

Prescribed | Intend is defined | External Motivation
  Output Driven| Goal Driven

Self-  chosen | Apparently Purposeless | Intrinsic Motivation
Process Driven

WHY PLAY IN
WORKPLACE

An average human spends about half their lives at workplace

It avoids burnout

Keeps the workers motivated

Improves mental health and
work life balance Better relationship building

Removes inhibitions

Increases preparedness

Increases Resilience

Helps Adapt

Increases Creativity and productivity

Increases Problem solving capabilities

People Development

Newness/ Novelty

Maintains state of flow

Sense of team and integration

Remove office politics and enmity

Collaboration

Cope with stress and Enjoy work

Respond rather than react

Better engagement with complex tasks

Social Bonding

Grow and evolve and survive

Navigate via uncertainty

Intrinsic motivation

Play should be seen separate from work

Instead of dreaming of escape, people might actively choose to spend time in a workplace where play, 
creativity, social connection, reward, and a sense of fun are woven into the culture.
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Virtual collaboration

 www.inderdo.com

Aims and Objective ofEducationPLAY & LEARN GIGAMAP

DNA of Play

Creative engagement

Recreation

Relaxation

To take your mind off

Escape

Happiness

Fun

Connections with others

Be sociable

Feeling Good

Excitement/Enjoyment

Gain Skills

Be sociable

Survival

Growth

Rejuvenate

Purposeless

Risk aversion

Simulate real time scenrio

Create long lasting 
impressions

Makes learning 
more interesting

Explore and make sense
of the world around

By choosing to play with the things 
they like to do, children actually 

develop skills in all areas of 
development: intellectual, social, 

emotional and physical

Play- based learning approaches can 
transform the educational 

experiences of children in the early 
primary grades and strengthen learning 

motivation and outcomes.

Play is one of the most important ways in 
which young children gain essential 

knowledge and skills.

Hypothesis: Play helps in 
developing the innate skills that are 

required to make a learning 
process effective.

Children play to practice skills, try out 
possibilities, revise hypotheses and 
discover new challenges, leading to 

deeper learning.

Make a plan and 
follow through

Learn from trial and error, 
using imagination and 
problem- solving skills

Reason in a logical, analytical 
manner by acting on objects

Derive satisfaction from own 
accomplishments [“We did it together!”]

Develop creativity and explore 
aesthetics and artistry [“I wonder

what will happen if I mix these colours 
together?]

Play satisfies a basic human need to 
express imagination, curiosity and 

creativity, which are key resources in a 
knowledge- driven world.

Lack of understanding of the value of play 
as a foundation for academic concepts.

Rote memorization and recall
of information used

Education officials and staff are 
unaware of the importance

Belief that play opportunities 
takes time away from ‘true 
learning

Curriculum and early learning standards that
do not address play.

Many teachers have not seen learning 
through play in practice and as a result lack 
confidence in implementing in their 
classrooms.

Control

Parenting style

Teacher's attachment

Parent teacher synergy/Communication

Authority

Fear

Competition

Rules/ Too many constraints

Lack of exploration

Things that suppress curiosity

Perceived threat

Lack of reinforcements/ incentives

Systemic rigidity

Lack of Conducive environment

Structure which does not 
value individual's experssion

Need for 
standardization

Society which imposes beliefs

Social Comparison

Critical thinking

Holistic Development

MOTIVATIONS
( WHY DO WE 

PLAY? )

WHY IS PLAY
IMPORTANT?

How Play 
Enables 
Learning

Hindrances of 
learning through 

play

Eliminate Ego/ Shame

An important aspect of play
is initiative, decision- making and self- choice in 
play and control over the experience.

Creative engagement

Recreation

Relaxation

Happiness

Physical Movement

Expression

Fun

Connections with others

Be sociable

Feeling Good

Gain Skills

Learning

Growth

Rejuvenate

Purposeless

Risk aversion

Simulate real time scenrio

Bringing people together

Cognitive connections

Helps build perception

Build Habits

Increases brain flexibility

Sense of humour

Allows experimentation and breaking/ changing rules

Effortless way of learning / doing

Increases Dopamine & pleasure

If Denied: body craves, rebonds

Low risk format

Build skills

Emotional maturity

Nervous System growth

Socializaing

Helps build trust

Comfort

Increases communication and coordination

Exposes to rules

Increases/ builds resilience

Sense of belonging

Well being

Helps adapt better

Social cohesiveness

Maintaining strong neutron connections
Induces optimism

Emotional Maturity

Collaboration

Helps build trust

When denied: Mood  darkens, loss of sense of optimism

No play= Anhedonic
(incapable of feeling sustained pleasure)

Helps understand and synthesise better

Brings poise, grace, contentment, composure

Sense of balance

Relationship building

Prepares for challenges

Sense of balance

Helps differentiate between relevant and irrelevant

What is PLAY

Play &
Biology

Methods of
Play

Play &
Behaviour

Attunement-  Positive Healthy emotional life.
Lack or deprived of Attunement:

Difficulty forming Healthy relationships
Adults face difficulty in stress Management

Brittle Emotion-  Erratic Emotion

Affects emotional regulatory

Affects cognitive and executive decision 
making
Risk taking decisions, social judgements

Play Not Play

Builds new cognitive 
connections
Builds perception
Creates possibilities for future-  
Cognitive combinations
Prepares for contingency
Enables to test a system via

Feedback
Reward

1.

2.
3.

4.
5.

a.
b.

Leads to change in 
behaviour (Habit)

Domineering, aggressive or 
violent behaviour
Trying to hurt someone 
mentally, emotionally, 
physically

1.

2.

Behaviour

Neurotrophic

Increases Brain size

Builds strong neuron connections

Neoteny (retention of child like features
in adulthood)

Increases Brain flexibility

Induced positive emotions

Better communication and
articulation

Harmony/ Sync

Could help cases with Alzheimer, Dementia,
Schizophrenia

Survival

It is a drive
craved by bodies

Training for Unexpected

ANIMALS

Mimicry

Biting

Touching

Chasing

Signalling

Wrestling/ Fighting/ attacking

Manipulation

New Combinations of movements

HUMANS

Unoccupied Play: 
Not directly engaged in play or infancy if play. 

Playing with no intention or purpose (ex: In 
toddlers)

Solitary Play: 
This is when one plays alone, with little to no 

reference to what other kids or adults are doing. 
It helps build self confidence, create trust, and 

strengthen early attachment relationships.

Onlooker Play: 
This is when one observes the play of other 

children, while not actually playing themselves. It's 
inactive but, significant.

Parallel Play: 
When we play side by side, rather than with each 
other.  Even though it looks like they are ignoring 

they are actually observing, noting what peers are 
doing, and may begin to imitate others.

Associative Play: 
Here we have mutual activity taking place but not 

yet in a cooperative way.  They don't have a 
common goal.

Cooperative Play: 
This stage of play that focuses on shared efforts 

and common goals.   It is an activity that requires 
taking turns, sharing, negotiation skills, and many 
other skills that are foundational for building and 

maintaining relationships.

PLAY

Entertainment

reduce stress

to attract mate

Curb Boredom

Mental well 
being

Happiness

Engaging

Representative/
Simulation/

Symbolic

Development
(skill/ mental/

emotional/ etc)

Intrinsic

Fun/
Enjoyable

Imagination/
Uncertainty

Play &
Emotion

Play is a simulation

Biological Drive

NOT aggressive, violent, hurtful or dominating

An absorbing, apparently purposeless 
activity that provides enjoyment and 
suspension of self-  consciousness

Element of work

Is an activity

State of being free from inhibition

State of mind

A physical or mental leisure activity 
that is undertaken purely for 
enjoyment or amusement and has no 
other objective

Play Is Self- Chosen and Self- Directed

Play is intrinsically motivated— means are more 
valued than ends.
Play often has goals, but the goals are experienced 
as part and parcel of the activity, not as the 
primary reason for the activity. Goals in play are 
subordinate to the means for achieving them. 

DNA- Learning

Adults

Relevant

Things they value

Congruent with their 
self- concept

Things that don't challenge
 their belief

Things they find engaging/
interesting

Things directly applicable

Oriented to
problem solving

Things required for survival

Things required for 
sustenance/ growth

Emotions

Emapthy

Rational Logical thinking

Compassion

Facts

Rules of game

Problem solving

How to use Feedback

How to uses Senses

Skills

Information/ Knowledge

To survive

To grow

Play

Drives to 
Learn

What do we 
LEARN?

How do we 
learn

(Methods)

Motivations to 
learn

(Why do we 
learn?)

Challenges
Learning 
Anchors

Learning &
Neuroscience

Hinderances in 
learning/ 

Challenges

What is 
EFFECTIVE 
Learning?

Skills required 
to learn

Behavioural 
theories of 

learning

Factors that 
aid learning

Behaviour

Why do we 
LEARN?

Environment 
required for 

learning

Requirements and 
parameters of effective 

learning

Learning &
Emotions

KIDS (0- 7yrs)

Connections

Evolve

Purpose Driven

Choice

Duty

Achieve Goals

The school Env. prods

External motivation
(Ex: Parents, marks, etc.)

Experiences

For Independence

For Financial/ Social
status

Based on need

Social Expectations

Empowerment

Better Proficiency &
Performance

Knowledge

To attach

To evolve

Survive

For Independence

Self-  Actualization

Explore-  Intrinsic

KIDS

GURUKULA

Confident

Holistic

Preparedness to face the 
world/ adversities and 
uncertainty

Mindfulness

Intellectual growth

Disciplined life

Values, Morals 
and ethics

Applied knowledge
(not bookish)

Personal Meaning

Personal- concept. (A person's 
collection of thoughts about beliefs, 

experiences, values and knowledge.)

Draw on past 
experiences

Enriches

Empowers

Independence

Better Humans

Holistic 
development

Towards Wisdom

Memorising

Hearing

Observing

Touch

Imitating

Exploring

Stimuli

Playing

Via feedback

Gestures

Expressions

Manipulating 
objects/artefacts

Colours

Pretending

Sensations

Movements

Thumb
sucking

Grasping

reflexes

Motor responses

Role-  play

Play

Recreating

Remembering

Applying

Analysing

Understanding

Evaluating

Creating

Build on past experiences
(If completely new: they 
reject)

homeostatic drives 
(hunger and thirst)

external stimuli (visual, 
auditory, taste, touch, smell)

Is this WHY they learn?
The drive

These are the biological drivers

Then put them in Drives or in 
Why we learn

Internal motivation

Experiences

Participation

Collaborate

Explore

Via Application

Investigation

Simulation

Practicing

Instructions

Self-  guided

Discussion

Sharing

Reflection

Hearing

Asking

Questioning

Motivation

Attention

Perception

Conditioning

Sensation

Development

Engaging

Connected

Ownership

Positive 
relationships

Supportive

Participatory

Facilitating

Memory

Encouraging 
Environment

Peaceful

Encouraging

Collaboration

Confidence

Not threatened

Purpose/ Support

(Actions)

Growth-  
Mental/Physical

Survival Instinct

to gain power/rule

Curiosity/Interest

to teach/preach

independence/
freedom

Change

Novelty

Interest

Experience

Exposure

Cognitive Factors

Biological Factors

Environment

Lack of something

Challenge

Fear

Play

Rage

Lust

Care

Panic

Seeking

Emotional drivers

Attitude

Development

to solve problem

Love

Intelligence

Survival

Evolve

Adapt

Social Acceptance

Reward

Intrinsic

Extrinsic

Inspiration

Praise

Nagging

Enjoyment

Sense of 
Autonomy

Free from pressure 
to learn

Newer Challenges

Achievement

Positive

Negative

Sense of 
competence

Goal/Purpose

When learner sees 
value in learning

When learner sees 
benefit/utility of learning

Performance
pressure

Feedback

to gain mastery

Self 
Development

Interest

Self esteem

Self- determination
(driven by) psychological needs— autonomy

(the urge to control one’s own life)

competence
(the urge to experience mastery)

psychological relatedness
(the urge to interact with, be
connected to, and care for others)

Negative emotions

Anxiety/ stress
Fear of failure
Discouragement
Boredom

Abundance 
of resources

Lack of challenge

Inability to Adapt to Change

Lack of resources (skill)

Inconducive environment

Lack of attachment (TO 
subject/activity etc)

Lack of drivers/ motive / motivation

Lack of feedback

Ineffective feedback

Lack of Practice

Evidence of learning

Application

Ineffective methods/ 
tools/ channels

Non conducive Learning 
climate

Lack of intrinsic/ extrinsic 
stimuli's/ triggers

Lack of Purpose

Cognition Level
(Intellectual Factors)

Attitude

Time

Explore & Experiment

Element of Play

Physical disabilities

Congitive disabilities

Too much Incentives (can 
deviate you from core)

dependence on memory
rather than understanding. 
Ex:Rote learning

Shame/ fear/ guilt

Lack of Interest

Punishments-  Acts as 
negative reinforcements

Affects/ consequences 
Ex: Lack of feedback

Anxiety

Perfectionism
Lack of Growth 
Mindset

Leadership Style

Family commitments

Financial and personal
barriers

Lack of time

New information can 
be threatening

Rigidity

Lack of interest

Don't know WHY
they are learning 
(Purpose)

Fixated on the
old ways of 

knowing and 
doing

Fear of judgement

Ego/ Shame

Not updated with tech

Previous Information 
interferes/ distorts the 

incoming info

Learn when 
triggered by 

crisis

Existing belief

Lack of incentives

Punishment

Hueristics

Adequate Feedback

Autonomous

Guiding

Supportive

Collaborative

Understanding

Nurturing

Instructive

Supportive

Caring

Protective

Loving

Inhibition free

Safe-  Space

Non Judgemental

Encouraging/ Positive 
Feedback

Flexible

Playful

Interactive

Responsive

Harvests Curiosity
Peers

Self-  taught

Experts

Parents/ Family

Teachers

Nature

Life Experiences

Internet/ Websites

Apps

People who treat
them as equals 
and don't
dominate

People who guide not
instruct

Nature

Society

other species

Experiments

Non living beings

Society

Machines Living beings

Experience

Society

Media

Books/stories

Leaders

Newspaper/Magazines

Digital Media
tv, web

Influencers

Mythologies

Digital spaces, 
web, online 
learning

Institutes & 
Organisations

Social Learning

Experts

Questioning

Experimentation/Ex
ploration

Retention

Communication

Application

Delivery

Collaboration

Memorisation

Practice

Creativity

Critical Thinking

Hard work

Leadership

Self Reflection

Consistency

Grit

Competitiveness

Experience

Practise

Exposure

Cognitive Factors

Biological Factors

Involvement/ Interest/
Curiosity

Purpose/ Intent

Collaboration

Culture

Environment

digitalisation

Methods of learning

Facilitator/guide

Community/ Culture/ 
Society

Frequency

Methods of learning

Motivation

Memory

Sense Making

Individual 
mindset

assumptions about oneself

values about oneself

belief about oneself

key factor of motivation

Delivery of content/ 
Method of teaching

Medium of Learning

Context

Purpose

Cognition Level
(Intellectual Factors)

Physical 
Factors

Health

Nutrition

Physical Development

Motor Development

Attitude

Interests
Cheerfulness

Affection
Prejudice

Open Mind

Personal & 
Social Factors

Instincts
Emotions

1.
2.

Cooperation
Rivalry

1.
2.

Motivation

Environment

Time

Duration

Of the day

Mental Health

Practice

Freedom to explore 
& Experiment

Attention

Maturation of learner

Feedback

Engagement

Mild stress / tension

Drive

CHALLENGE

Not rank based/ driven 
by animosity

Sacred and honest relation 
b/w learner and teacher

Anxiety

Emotions

Growth Mindset

Avoiding perfectionism

Experience

Practise

Exposure

Biological Factors

Involvement/ Interest/
Curiosity

Purpose/ Intent

Collaboration

Culture

digitalisation

Methods of learning

Facilitator/guide

Frequency

PLAY

Willingness to learn

Ability of the learner

Level of aspiration

Memory

Maturity

Comprehension

Manifestation

Application

amygdala and prefrontal cortex cooperate with the 
medial temporal lobe in an integrated manner that 

affords (i) the amygdala modulating memory 
consolidation; (ii) the prefrontal cortex mediating 

memory encoding and formation; and (iii) the 
hippocampus for successful learning and LTM 

retention.

Learning= 
Creation of new 

neurons and 
connections

Leads to 
Dopamine 

release

Myelination= 
better learning

Exercises improve 
cognitive learning 

performance as well

Learning: process to alter behaviour
Memory: helps store information

Build Focus

Emotions can enhance or
Impair learning.

Retention

POSITIVE EMOTIONS = Better learning

POSITIVE EMOTIONS = Induce self-  motivation

Emotions are vital in
learning

Emotions of both teacher
and learner-  KEY

Emotions

Appreciation (by the
teacher/ peers)

NEGATIVE 
EMOTIONS(Confused 

state) = Improved 
attention = better learning

Function is to motivate 
us take action

(Biological state)

EmotionsCognition

Attention
Reasoning

Problem solving
Perception

Memory

Learning

Motivation is also increasingly viewed 
as an emergent phenomenon, 
meaning it can develop over time and 
change as a result of one’s experiences 
with learning and other circumstances.

Classical Learning: Classical conditioning is a 
type of learning that takes place through the 

formation of associations.

Operant Conditioning: When something 
immediately follows a behavior, it can either 
increase or decrease the likelihood that the 

behavior will occur again in the future. 
Reinforcements and Punishments

Observation:
Observational learning/imitation learning 

occurs by observing the actions and 
consequences of other people’s behavior

Associative Learning

Discover Learning

Co operative & Collaborative Learning

Receptive Learning

Rote Learning

Emotional Learning

Meaningful learning

Experiential learning

Explicit Learning

Implicit Learning

Habituation & Sensitisation

Emotion Cognition

Emotional
Thought

High Reason/ 
Rational Thought

The platform for learning, memory, decision Making 
and creativity both in social and non social contexts

Processes related 
to body
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Mindset is a key factor that motivates learning

Positive Culture

Self

Others & Peers

Curriculum

Intention of learning may decide the content

Theories and methods are  inter connected

Parameters, methods, accessibility etc affects 
the skill and creates challenges for learning

Dependent on Physical / cognitive ability

Direct correlation

Emotions can provides feedback for the 
certain behaviours caused due to certain 
drive

Emotions can provides feedback for the 
certain behaviours caused due to certain 
drive

Positive & negative reinforcement in terms of 
feedback can affect learning

Feedback

Survival
Purpose/
Intention

Practise

Evolution & 
growth

Sustain

Adults

Survival

to gain power

to increase your 
independence or 

efficiency

to pass on 
information

can lead to

Physical Inability




