
Learning Goals and 

Experiential Learning 

Learning Goals (a.k.a. objectives): a statement describing what students will learn 

 Make the next word in your sentence a verb. The verb 

should be observable (something you can see or hear), not 

just “know” or “understand.”  See the next page for a list of 

observable verbs sorted into categories based on Bloom’s 

Taxonomy, an education theory developed by Benjamin 

Bloom in 1956, revised in 2001. 

 End your sentence with the learning content you picked in 

step 2. 

 Your learning goal should be formatted: “Students will be 

able to [observable verb] [learning content].” 

E.g. Students will be able to build a vibrobot with a closed 

circuit.  Students will be able to describe the electrical circuit 

that makes the vibrobot vibrate. 

 Use the learning goal to plan your activity.  Every step of the 

activity should support the learning goal.  Plan discussion 

questions or prompts that help guide students toward the 

learning goal. 

Why use learning goals? 

• Gives your activity purpose 

• Focuses your activity on something specific 

• Provides structure to an activity 

• Tells youth what they will learn from the activity 

• Creates a lasting impact on youth learning 

• Shows you if you successfully taught (and if the youth 
learned what you) wanted them to learn. 

 

How to write and use a learning goal: 

 Brainstorm content (vocabulary terms, concepts and/or 

skills) you’d like youth to learn from the activity.  Refer to 

the activity write up and standards for ideas. 

 Pick one or two of the most important. 

 Write a sentence describing what you want the youth to 

learn from the activity.  Start your sentence with the 

“SWBAT” tool; “Students will be able to…” 

Do, Reflect Apply 
“Do, reflect, apply” is 4-H’s simplified 

version of the experiential learning mod-

el, first published by educational theorist 

David Kolb in 1984  

 

During the “experience” step, youth do a 

STEM activity and the facilitator introduc-

es learning content (vocabulary, concepts 

and/or skills). In steps 2 & 3, youth re-

flect on their experience and what they 

learned. They apply this experience and 

their learning by making connections to 

their lives and futures (steps 4 & 5).  This 

process helps cement the learning and 

make it relevant to youth’s lives.  Youth 

can also apply their learning by tinkering 

with their projects to make them better 

or get a different outcome, bringing them 

back to the do step in the model. These 

steps can be followed in order, or 

scattered throughout the activity. 
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