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Abstract 

This work seek to approach the question of teacher activity in the classroom by seeking to describe it in close connection 
with the specific context in which it takes place, based on constructivist and socio-constructivist approaches. We thus 
propose to conceptualize architecture of a pedagogical scenario for a situation of learning content specific to a discipline 
of this activity of teachers in the classroom. This architecture, which consists of four blocks, is based on learning 
activities. Before proposing this architecture, we think that it is necessary to first define the key concepts of our work. 
Note the educational scenario, the learning situation and the learning activity.  

Keywords:  Conceptualization; Educational scenario; Learning situation; Learning activity. 

1. Introduction

For several decades, researchers in the educational sciences have been interested in what teachers do in the classroom. 
One of the main research objectives has long been to identify teacher’s behaviours in the classroom that can encourage 
learning among learners. In recent years, a concern has developed that moves away from the "content" of teachers' 
work in the classroom to focus on its "form" and its nature [1]. Indeed, the teacher's activity is considered to be the 
result of a compromise between multiple rationalities: the didactic and pedagogical objectives of the teachers, their own 
subjective goals, as well as the constraints and resources of their work environment. Dubet [2] considers that the 
teacher's activity depends essentially on three elements: his work situation, the learners and himself. 

Based on research that deals with the activity of the teacher in the classroom, Goigoux considers that this activity is 
multifinalized, that is to say that it is directed simultaneously in three directions [3, 4, 5, 6, 7]: 

 Towards learners, considered individually for whom, the teacher aims to facilitate their learning, in different
cognitive and social registers: instruct and educate. Collectively for which, the teacher aims to bring the class
to life as a social group which maintains relationships with it, the rules of which are neither fully given in
advance nor definitively established. He strives to master the intellectual and relational trajectory of the class
considered as an entity of which it is necessary to remain master without losing sight of the singular learners.

 Towards other actors in the school scene: the teacher devotes part of their resources to making their
professional action readable and acceptable and valuable. He must also be able to integrate his activity with
that of others: the parents of his learners, his hierarchy, the teachers who received the learners in previous
years and those who will receive them afterwards, the other teachers who act simultaneously (in d other
disciplines, in support actions, in homework help, etc.), the various co-education partners.

 To the teacher himself: the teaching activity produces effects on the one who performs it both on the physical
and psychic level, that of self-fulfilment. A part of the teacher's choices therefore depends on the costs and
benefits that he can personally derive from his activity according to his own goals that he can decline in terms
of educational objectives, values, professional pride, self-esteem, comfort, health, integration into the
workplace, social recognition, career development, etc.
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Goigoux [8] considers the activity of a teacher as the response he implements to carry out the task he gives himself. 
According to the author, this depends on his own characteristics (purposes and objectives, knowledge and skills, 
conceptions, values and beliefs, experience and training, etc.), of those of his learners (their knowledge and relationships 
that they maintain with knowledge and the School, their skills, their individual and collective behaviours, etc.) and those 
of the educational institution (institutional framework, work organization, prescription, socio-political context, etc.). 

Thus, for several authors, the classroom teaching activity is an activity not structured by an ultimate goal, like 
educational purposes, but an immediate regulatory activity, structured by locally defined objectives and which fulfils 
two functions: management of order in the classroom and management of content-matter [9, 10, 11]. 

Regarding the management of order in the classroom, the teachers orient their activity so as to ensure an organized 
functioning of the classroom. Indeed, classroom management activities aim to establish and maintain an orderly 
environment necessary for the effective deployment of subject teaching and learning activities. The teaching activity 
then consists in organizing groups of learners, controlling their movements, structuring the proposed material, 
regulating speaking, enacting and recalling the rules of life in the classroom, reacting to learners' behaviour with 
criticism, sanctions or praise, etc. 

Concerning the management of content-subject, the teaching activity oriented towards the management of the subject, 
or towards the teaching of the content itself refers to the operations that the teacher implements to make learners learn 
and concerns the organization of content of learning situations, how to structure and present the learning situation, 
proposed school tasks, questions and instructions asked, procedures for evaluating learning, etc. 

2. Theoretical framework

Through this theoretical framework, we will be interested in three essential concepts which constitute our framework: 
the pedagogical scenario, the learning situation and the learning activity. Based on research, we propose definitions of 
these three concepts and at the same time, we propose our approach. 

2.1. The educational scenario 

The term "educational scenario" is the subject of many definitions. A pedagogical scenario presents a learning activity 
initiated by a teacher in order to supervise the learning of his learners. An educational scenario presents an approach 
aimed at achieving educational objectives and the acquisition of general or specific skills related to one or more 
disciplines. He presents a learning activity, initiated by a teacher in order to supervise the learning of his learners 
(before, during and after the activity with self-assessment and evaluation sheet, scenario, didactic resources, etc. . .). 

Among the many definitions, here are some quotes taken from the bibliography in chronological order, focusing mainly 
on the field of training engineering, the field of educational engineering and the field of Human Learning Computing 
Environment (EIAH): 

Regarding the field of training engineering, the scenario is an instrument for explaining and communicating a training 
project. We propose two definitions, that of Daele and that of Schneider: 

According to Daele and his collaborators [12] in 2002, “the educational scenario is the part of a training device which 
describes the course of teaching and learning activities. The system provides the scenario with logistical means and 
resources (technical, human, administrative, etc.) to be implemented. [...]. The training system itself fits into a given 
institutional context linked to the needs expressed by society. " Still according to Daele “the educational scenario is seen 
as the result of the process of designing a learning activity, a process taking place over a given period of time and leading 
to the implementation of the scenario. In a scenario, we therefore find objectives, a planning of learning activities, a 
timetable, a description of the students' tasks, evaluation methods which are defined, arranged and organized during a 
design process”. 

According to Schneider and his collaborators [13] in 2003, "a scenario is defined by an orchestrated sequence of phases 
[...] in which the learners have tasks to perform and specific roles to play". 

Concerning the field of educational engineering, we propose two definitions proposed by Paquette and his 
collaborators: 
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According to Paquette and his collaborators [14], a first definition was proposed in 1997, "the educational scenario 
consists of two other scenarios (learning scenario and assistance scenario) and consists of describing the activity or 
activities specific to learning and assistance, the resources required to carry out the activities and outputs that should 
result there from. [...] A learning scenario is the set of activities intended for learners and organized into a coherent 
whole; these activities are supplemented by the instruments offered as support for the activities (instruments-inputs) 
and the instruments to be produced by the learners (products). 

A second definition is proposed by Paquette and his collaborators [15] in 2003, “By the design of educational scenarios, 
the designer establishes the links between the sources of information and the various actors. [...] The designer foresees 
the types of communication, the educational strategies, and the modes of collaboration between the actors”. 

Regarding the field of Human Learning Computing Environment (EIAH), we propose three definitions proposed by 
Lando, Pernin and Guéraud: 

According to Lando [16], "a pedagogical scenario is the course of a learning activity, the definition of objectives, the 
planning of tasks, the description of learners' tasks and evaluation methods". 

According to Pernin and Lejeune [17], “a scenario is defined as a description made a priori and a posterior, of the 
unfolding of a learning situation aiming at the appropriation of a precise set of knowledge, by specifying roles, activities 
as well as knowledge manipulation resources, tools, services and results associated with the implementation of 
activities”. 

According to Guéraud [18], "the scenario has a triple role: it precisely defines the activity offered to learners on the OPI 
(Interactive Educational Object); it also specifies the control which will be made of the learner's progress during this 
activity; he finally determines the educational assistance which will be provided automatically according to his progress. 
Our concept of scenario is (a priori) distinct from the concept of "educational chain scenario" often present in Open and 
Distance Learning platforms. A sequence scenario makes it possible to specify how the various educational activities 
will be linked while our scenario relates to an activity (exploiting an OPI) and makes it possible to follow the progress 
of a learner towards the objective set by it. ”. 

By analyzing all the definitions according to the different fields, we note that the educational scenario gives rise to a 
project, a particular learning activity, the realization of which calls upon resources (sites, software ...) and documents 
(print, audiovisual, multimedia, etc.). It presents an approach aimed at achieving educational objectives and the 
acquisition of specific and / or transversal skills related to one or more disciplines according to the terms and 
specifications of the study program. We can summarize all of these definitions by Bardot [19] proposal in 2014, which 
defines an educational scenario as the description of the organization and development of a learning situation using 
digital technologies and aimed at the appropriation of a specific body of knowledge. A scenario specifies in particular 
the targeted knowledge, the roles of the actors and their activities as well as the knowledge manipulation resources, 
tools and services necessary for the implementation of these activities. Therefore, based on this definition, our objective 
in this work is to propose an educational scenario of a learning situation by taking into consideration all of the elements 
already mentioned above. In fact, our conception of an educational scenario has four parts (blocks). 

• A first block called technical sheet, it offers us a set of information related to the situation treated;
 A second block called objectives and skills; it provides information on the objectives to be achieved at the end

of the situation and on the knowledge to be acquired and the skills to be mastered by the learners at the end of
the learning situation;

 A third block called structuring; this block concerns the structuring of specific knowledge by proposing learning
activities which relate to the situation, structuring and objectification

 A fourth block, called transfer and reinvestment, it concerns the transfer and reinvestment of the knowledge
and skills dealt with in the situation, in a context other than that dealt with in the second block of the situation.

The diagram in the following figure 1 illustrates the structure of all the blocks. 
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Figure 1 Structure of a pedagogical scenario of a learning situation 

2.2. Learning activity 

A learning activity is a situation planned by the teacher and proposed to the learner to help him reach a learning 
objective. The learning activity usually involves one or more tasks to be accomplished. There is always an intention 
behind the decision to have a group of learners carry out an activity. This intention can be motivated by several elements 
including the strategy, the level of the skill to be developed, the time of the session, etc. Indeed, the school environment 
in general is organized in such a way that it forces teachers to function generally in the same way by imposing on their 
activity a common global structure [1]. Thus, a learning situation is a device which projects a subject so that it 
accomplishes a task. By playing the instructions on constraints and resources, the subject operates mentally and builds 
new knowledge. Indeed, a learning situation, chosen after having determined the objectives, specifies the teaching 
method and the supports used which must be varied [20]. 

Similarly, it is however possible to highlight the main effective characteristics of the teaching activity. The latter would 
be [21]: 

• A relational activity involving the cooperation (or transaction, mutual understanding) of at least two people, a
teacher and one (or more) learners;

• A communication activity involving an exchange (unidirectional or bidirectional) of information between a
teacher and one or more learners;

• An activity cantered on the learning objective of the learners, or even the mastery of a content, the acquisition
of skills or information;

• An activity relating to a given content, this content being able to be knowledge, beliefs, information, behaviours
and moreover having particular characteristics such as generalizability;

• An activity in which the teacher would have a specific behaviour (presentation, clarification, evocation,
indication, etc.);

• An activity in which the mental states (intentions, beliefs) of the protagonists can play an important role, and
be mutually inferred.

To respect the learning process of the learner, the teacher will have to offer him learning activities. There are rules in 
building learning activities. They arise from the way the human brain goes about learning. Indeed, we must establish a 
hierarchy of activities to offer to learners according to what we want to learn. We offer eight types of activities, defining 
the characteristics of each type. 

• Impulse: Mobilize and subscribe the learner to the training;
• Exploration: Explore previous knowledge and discover the difference in the competence of the training;
• Learning: Foster the construction of meaning around specific knowledge;
• Application: Promote the use of knowledge and its integration in the development of skills or technical

capacities;
• Summary: Promote the coherent assembly, at the end of a session, of all the objectives achieved;
• Transfer: Foster the building of links and the adaptation of learning in real situations;
• Remediation: Helping the learner to overcome certain learning difficulties;
• Enrichment: Propose more complex challenges to faster learners.
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In summary, based on what is said above, we propose to structure the eight types of activities into four activities: 
situational activity, structuring activity, objectification activity and transfer activity [22], and the four types of activities 
that we will use through our design of a teaching scenario for a learning situation. Indeed, the first step concerns the 
situation through engagement and initiation. The second step concerns the learning activity through a 
conceptualization, an experiment, an exercise, a problem or a project. The third step concerns objectification through 
reflection, where awareness and appreciation of what has been learned with the previous step takes place. The fourth 
step concerns reinvestment through the transfer of skills, and the demonstration of competence. 

The following figure 2 illustrates the four types of learning activities depending on the context of a learning situation. 

Figure 2 Types of learning activities according to the context of a learning situation 

2.3. Learning situation 

The learning situation is defined as a set consisting of one or more activities to be carried out by the learner in the form 
of tasks in order to achieve the set objective. It allows the learner, on the one hand, to develop and exercise one or more 
disciplinary and transversal skills and, on the other hand, allows the teacher, to monitor the development of skills from 
a support perspective. To learning. It is therefore centred on the learner and advocates a constructivist or socio-
constructivist approach to school [23]. 

During the realization of a learning situation and the activities it involves, the learner will have to solve problems and 
perform tasks and instructions to acquire knowledge and master skills. Note that a skill is a know-how based on the 
mobilization and use of a set of resources, including knowledge in the form of declarative, procedural or conditional 
knowledge, know-how in the form of process skills and approaches, and finally know-how in the form of behaviours, 
attitudes. 

The learning situation will be significant if it meets the orientations of the training program, touches the centres of 
interest of the learners and poses challenges within their reach while making it possible to highlight the usefulness of 
the knowledge. It will include suggestions for working methods and evaluation instruments which must also relate to 
the general areas of training common to the different disciplines and deal with disciplinary content. In a strategic 
approach, the learning situation is organized in three stages: 

• Preparation for learning: the teacher transmits the necessary information to the learner so that he is ready for
the task (declarative knowledge: WHAT?) And for what this task can be used for (conditional knowledge:
WHY?).

• Completion of the task: the teacher models the task and guides the learner in how to do the task and process
the information received (procedural knowledge: HOW?).

• Transfer of learning to other situations: the teacher provides other learning situations where the learner
reinvests what he or she has learned (conditional knowledge: WHEN?). Indeed, knowledge transfer is defined
as the relearning of what the learner already knows in a new situation. This is what he is able to do with his
knowledge at a given time. The transfer of learning can take place at three levels:

• Transfer of knowledge in similar training situations;
• Transfer of knowledge in complex social and professional situations calling upon other knowledge, other values

or other habits;



Khaldi et al. / Global Journal of Engineering and Technology Advances, 2020, 03(01), 027–040 

32 
 

• A transfer of the knowledge acquired in his personal history by giving it a meaning and by organizing it. 

The following figure 3 provides a diagram of the learning situation [24] 

 

Figure 3 Diagram of the learning situation 

Through this work, we propose the development of a learning situation in the form of an educational scenario in four 
blocks: 

• The first block concerns the general information of the situation in relation to the discipline, the field of 
discipline, the level of training, the place of the situation in a program, the level of the learners and the class,…; 

• The second block concerns the definition of objectives (general, specific, intermediate) by considering that each 
intermediate objective corresponds at least to a learning activity, skills (disciplinary, transversal) by 
considering that the choice of activities depends on the knowledge to acquire skills to master and the 
prerequisites (prior knowledge) which allow the decision of a remediation in the case where there are learning 
difficulties through a diagnostic evaluation at the beginning of the learning situation. 

• The third block concerns the structuring of specific knowledge by proposing learning activities which concern: 
• Scenario activities for the presentation of a learning situation and at the same time the diagnosis of prior 

knowledge; 
• Structuring / experimentation activities (deductive approach, inductive approach) depending on the nature of 

the discipline for the construction of meaning around specific knowledge and at the same time the use of 
knowledge and its integration in the development of skills; 

• Objectivation activities for pooling and generalizing the results obtained during structuring / experimentation 
activities. 

At the end of this block, based on the work cited above concerning a learning situation, we propose architecture of a 
learning activity without taking into consideration either the nature of the activity, or the nature of the discipline. 

• The fourth block concerns the transfer and reinvestment of knowledge in a context other than that of initial 
learning and at the same time remediation to overcome certain learning difficulties. 

3. Conceptualization of educational scenario architecture 

Based on the proposals of our theoretical framework, concerning the definition of the educational scenario, according 
to Bardot [19], concerning the definition of the four types of learning activities while respecting the learning approach 
in learning activities. This approach which results in four distinct stages [22]. And finally, concerning the definition of a 
learning situation according to Mels [23], we propose in this work, the main lines of a pedagogical scenario of a learning 
situation that we divide into four blocks: 

3.1. Block 1: Technical sheet of the learning situation 

The first block concerns the technical sheet of the learning situation which groups all the general data concerning the 
learning situation, the following table provides us with a list of the data necessary for the smooth running of the learning 
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situation. Indeed, any learning situation has a title, this title tells us about the discipline taught and its disciplinary field. 
The place of the situation in the program, informs us about the prerequisites necessary to allow a learner to follow the 
learning situation and above all, it informs us about the level of training, that is to say the intellectual level of learners 
which allows us to choose the level of concepts to deal with in the situation. The level and nature of the class tell us 
about the choice of activities according to the level of the class (weak, medium, strong) and according to the nature of 
the class (homogeneous, heterogeneous). The number of learners, informs us in the case of group work of the number 
of teams to offer. The number of sessions tells us about the management of activities in relation to time. 

Table 1 Technical sheet of a learning situation 

Fiche Technique 

Titre de la situation d’apprentissage :  

Nature de la discipline :  

Domaine de la discipline :  

Place de la situation dans le programme :  

Niveau de formation :  

Niveau de la classe :  

Nature de la classe :  

Nombre de séances :  

Nombre d’apprenants :  

3.2. Block 2: Definition of the objectives and skills of the learning situation 

The second block concerns the definition of objectives and skills which consists firstly, in developing the architecture of 
objectives by defining the general objective, the specific objectives associated with the general objective and the 
intermediate objectives associated with each specific objective. The diagram in the following figure 4 offers us 
architecture for the case of a general objective associated with two specific objectives and each specific objective is 
associated with three intermediate objectives. 

 

Figure 4 Example of general, specific and intermediate objectives architecture in a learning situation 

In a second place, the definition of objectives and skills consists of defining the disciplinary skills based on the 
knowledge to be acquired and the skills to master and the transversal skills based on their components. The diagram in 
the following figure 5 offers architecture of skills. 
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Figure 5 Example of architecture of disciplinary and transversal skills in a learning situation 

Thirdly, the definition of objectives and skills consists in defining the prerequisite objectives (prior knowledge) 
necessary to monitor the learning situation. Namely, these prerequisites constitute the basic element of the diagnostic 
evaluation proposed by the teacher at the beginning of the learning situation. 

3.3. Block 3: Learning activities: Structuring specific knowledge 

The third block concerns the proposal of learning activities around the role-playing, structuring and objectification of 
specific knowledge. Indeed, to respect the learning process of the learner, the teacher will have to offer him learning 
activities that obey rules in their construction. They arise from the way the human brain goes about learning. Thus, we 
must establish a hierarchy of activities to offer to learners according to what we want to learn [25]. In this block of our 
educational scenario, we propose it in the form of three phases and each phase constitutes a type of the three activities, 
defining the characteristics of each type. 

3.3.1. Discovery phase 

The discovery phase concerns the activity of the scenario. Indeed, the scenario is an educational tool used in active 
teaching. The scenario can be used as an introduction to a learning situation, in order to support the motivation of the 
learners for the subject presented or as a practical exercise after having taught, to make the concept to be acquired more 
concrete. In all these cases, the purpose of the scenario is to improve the skills of the learner. Similarly, the scenario can 
be used as an assessment tool. The scenario is a way to assess the knowledge and especially the skills of a person in a 
different way from that of an exam, whether oral or written. The scenario allows you to see concretely how the person 
manages a specific problem. 

In our case, we use the scenario as an introduction to a learning situation and at the same time as an assessment tool to 
test the learners' prerequisites. For this, we use diagnostic evaluation as a type of evaluation which allows situating the 
state of knowledge of the learner at the beginning of the learning situation. It makes it possible to locate the learner in 
the disciplinary field to make a statement of his knowledge and / or of his conceptions (initial representations), or of 
his mastery of current and scientific language and to adjust thereafter by proposing a course and resources adapted to 
the level of the learner. The following table presents objectives and means for this type of activity.  

Table 2 Example of Objectives and means of the discovery and situational phase 

Objectives Medium 

Mobilize energy; Provoke (pique curiosity, arouse interest, launch a challenge); 

Create favorable emotional conditions; 

 

Secure (give confidence, encourage, remember successes); 

Create favorable cognitive conditions. Recall the prerequisites (previous knowledge and strategies that 
will be relevant to the activity). 

3.3.2. Learning phase 

The second phase of this block concerns the structuring activity. It allows the passage of action to formulation from the 
obstacles encountered during the discovery phase, it promotes the construction of meaning around specific knowledge 
and at the same time, it promotes the use of knowledge and their integration in skills development, at the end of a 
learning situation. This phase is mandatory to lead to the reflection induced by the concept discussed. This phase 
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concerns two cases depending on the approach adopted. Indeed, depending on the context and the situation, proposing 
a learning activity requires us to choose between two approaches, the deductive approach and the inductive approach. 

 Presentation of a concept in a learning situation 

The deductive approach (or logical deduction) consists in going from the general to the particular, from principle to 
consequence. It is a scientific method which considers that the conclusion is implicit in the premises. We start from the 
statement of the concept or / and the rule to go to the verification by examples. The diagram in the following figure 6 
illustrates the presentation of a concept in a learning situation based on the deductive approach. 

 

Figure 6 Presentation of a concept in a learning situation based on the deductive approach 

Thus, to present a concept, it is necessary to use this approach which obeys the direct teaching strategy which is strongly 
guided by the teacher. It is an explicit teaching concept: a transmission of knowledge and the acquisition of skills and 
competences by the learner. The following table 3 presents objectives and means for highlighting this situation. 

Table 3 Presentation of a concept in a learning situation based on the deductive approach 

Objectives Medium 

Guide the course of the activity; Clarify (give precise instructions define the terms, give an 
example of the expected product. Specify the presentation 
rules); 

Gather the conditions necessary for 
the progress of the activity. 

Check (equipment, layout, understanding of instructions, 
and mastery of prerequisites). 

Experimentation / discovery of a concept in a learning situation 

Regarding the inductive approach, it consists of going from the particular to the general. It is a scientific method that 
obtains general conclusions from individual premises. It allows us to move from observations, particular or specific 
analyzes, to more general perspectives. The educational exploitation of an industrial theme favors this approach: case 
study, problem posed analysis, new concepts, rules, generalization. Problem solving is completely consistent with the 
inductive approach. The diagram in the following figure7 illustrates the experimentation / discovery of a concept in a 
learning situation based on the inductive approach. 

 

Figure 7 Experimentation / discovery of a concept in a learning situation based on the inductive approach 
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Thus, to allow the learner in a learning activity to experience and discover the meaning of a concept for himself, it is 
necessary to use the inductive approach which obeys the indirect teaching strategy which is learner-centred. Indeed, 
inquiry, induction, problem solving, decision making and discovery are terms that are used interchangeably to describe 
indirect education. Indirect education promotes creativity and the development of skills in the area of personal 
relationships. The following table presents objectives and means for highlighting this situation. 

Table 4 Example of objectives and means of the experimentation / discovery phase of a concept in a learning situation 

Objectives Medium 

Accomplish a task; Supervise (organize the process, allocate or distribute tasks, 
help, solve organizational problems, control the time); 

Provide concrete elements of 
experience to then analyze. ; 

Encourage the formulation of 
hypotheses; 

Discover (ask questions, encourage testing, manipulation, the 
formulation of hypotheses); 

Allow trial and error; Help (provide clues, suggest leads, recall a procedure, provide 
materials); 

Allow the development of strategies; Inform (make a presentation, provide texts, present relevant 
material); 

Integrate relevant knowledge. Provide feedback (encourage success, invite improvement, 
provide means of self-correction, help identify and use 
errors). 

3.3.3. Generalization phase 

The third phase of this block concerns the objectivation activity which invites the learner to describe his approach and 
to name the processes involved (call for metacognition). It promotes the coherent assembly of all the objectives achieved 
through discussions to pool and generalize the results. The following table presents objectives and means for 
highlighting this situation. 

Table 5 Example of objectives and means of the objectification phase of a concept in a learning situation 

Objectives Medium 

Take stock; Verbalize (ask questions, have a story told, describe the process, express 
feelings) 

Evaluate the process; Encourage exchanges (make people share, compare approaches and results, 
discuss and criticize); 

Identify a model or laws; Formalize (define or have defined terms, concepts, laws, procedures; 
generalize, make or have a diagram made, name the skills, strategies and 
methodological tools used); 

Structure the knowledge 
acquired; 

To discriminate (to react to counterexamples, to specify the limits of 
application, to present exceptions); 

Formalize integrative concepts; Get evaluated (self-evaluation, peer evaluation, formative evaluation by the 
teacher); 

Identify the essentials. Make a record (make or have made a summary, have a logbook completed, 
have the essentials noted). 

3.3.4. Design of a learning activity 

Through this part, we propose the design of a learning activity without taking into consideration the nature of the 
activity. Thus, for our design, we consider that a learning activity corresponds to a set of elements: we move forward, 
the specific objective and the intermediate objective corresponding to this activity, which are already defined in block 
two. Then, define the problem situation of this activity, Define the task and its instructions to respond to the problem 
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situation defines, to point out that the choice of the task necessarily depends on the nature of the discipline treated. 
Define the nature of the learners' groupings (individual or group work) according to the nature of the task to be 
performed. Define the didactic and technological material to be used in carrying out the task. Propose working 
documents for the learner and in parallel teacher specific response documents. Define the roles of the teacher and in 
parallel the actions of the learners throughout the activity and finally define the time allocated to the activity. The 
Diagram in the following figure 8 presents an architecture bringing together the different elements constituting the 
learning activity. 

 

Figure 8 Diagram of architecture of a learning activity 

3.4. Block 4: Learning activities: Reinvestment of specific knowledge 

This fourth block concerns learning activities around the transfer activity. This activity which allows the reinvestment 
of knowledge in a context other than that of initial learning through which the learner must reinforce, consolidate and 
fix his achievements by generalizing them (opening, widening). And at the same time it is a remediation step which 
helps the learner to overcome certain learning difficulties, by promoting on the one hand the building of links and the 
adaptation of learning in real situations and by proposing more complex challenges to faster learners on the other hand. 

Table 6 Example of objectives and means of the activity of transferring a concept in a learning situation 

Objectives Medium 

Deepen the tasks; 

Have different tasks accomplished; 

Extend the field (have other examples found, suggest variants 
and refinements, introduce more complex cases); 

Decontextualize learning; 

Promote the transfer of skills; 

Practice (give training, do exercises); 

Consolidate skills; 

Make autonomous. 

Integrate (propose an extension in another program or another 
activity; propose an integrative project where the learning 
carried out must be used in conjunction with other learning). 

 

4. Conclusion 

As a conclusion to our work, we can conclude that conceptualizing a pedagogical scenario for a learning situation is not 
an easy thing. Indeed, the designer of the pedagogical scenario must first have a very good knowledge of the content 
dealing with the learning situation to be developed which will allow him to clearly define his objectives which he must 
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achieve at the end of his learning situation. Learning, to clearly define the knowledge to be acquired and the skills to be 
mastered by the learners. Secondly, he must have a good knowledge of teaching / learning models and strategies to 
decide on the different choices he must make the choice of his activities according to contexts and situations and at the 
same time according to specificity of the discipline he teaches. Thus, we have proposed in this work a conceptualization 
of architecture of an educational scenario made up of four blocks.  

The first block concerns the proposal of a technical file containing a set of non-exhaustive information concerning the 
learning situation to be treated. 

The second block concerns the definition of objectives relating to the specific content of the learning situation. This 
definition relates to general objectives, specific objectives and intermediate objectives; we have proposed an example 
of architecture of the different objectives. It also affects the disciplinary skills specific to the specific content of the 
situation by focusing on the knowledge to be acquired and the skills to be mastered by the learners at the end of the 
situation. It also affects the transversal skills to be used during the situation. Finally, it affects the definition of the 
prerequisites (prior knowledge) necessary for the acquisition of knowledge and the mastery of the skills of the learning 
situation. 

The third block concerns learning activities that focus on the structuring of concepts and situational awareness. After 
having presented the concept of learning activity, we presented three types of activity in the form of phases. 

• The discovery phase which concerns the scenario activity. In our case, we used the scenario as an introduction 
and presentation of a learning situation and at the same time as an assessment tool to test the learners' 
prerequisites. 

• The second phase of this block is concerned with the structuring phase and which concerns the 
conceptualization / experimentation activity that we proposed in two forms depending on the nature of the 
discipline and especially depending on the choice of approach to follow. Thus, we proposed the phase of a 
presentation of a concept in a learning situation based on the deductive approach which obeys the direct 
teaching strategy and which is strongly guided by the teacher. Then, we proposed the phase of experimentation 
/ discovery of a concept in a learning situation based on the inductive approach which obeys the indirect 
teaching strategy and which is centred on the learner. 

• The third phase of this block is concerned with the generalization phase and which concerns the activity of 
objectification which promotes the coherent assembly of all of the objectives achieved through discussions to 
pool and generalization of results. 

At the end of this block, without considering the nature and type of the learning activity, we proposed architecture of a 
learning activity. Thus, we have proposed through this architecture, a set of components that we consider essential for 
the scripting of a learning activity, and which allow having a global vision of a learning activity. To be defined, the specific 
objective, the intermediate objective which made it possible to propose the learning activity, the problem situation, the 
task and its instructions, the nature of the group of learners for carrying out the task, the material didactic and 
technological necessary for the accomplishment of the task, the management of time, the role of the teacher and the 
activities of the learners in the different actions of the learning activity, as well as the documents to be proposed to the 
learner and their correspondent for the teacher. 

The fourth and last block concerns learning activities focusing on the transfer activity which allows the reinvestment of 
knowledge in a context other than that of initial learning through which the learner must reinforce, consolidate and fix 
his acquired by generalizing them. 

In perspective of this work, we are thinking of expanding our work by moving from the conceptualization of an 
educational scenario of a face-to-face learning situation to the conceptualization of an educational scenario of a distance 
learning situation, it that is to say to pass from a face-to-face teaching to a distance teaching. This implies a change in 
the working context and at the same time a change in the different interactions. Indeed, the integration of Information 
and Communication Technologies gives the opportunity to rethink and relocate, in space and time, the exchanges 
between teachers and learners and promote new approaches for activities learning.  

 

 



Khaldi et al. / Global Journal of Engineering and Technology Advances, 2020, 03(01), 027–040 

39 
 

Compliance with ethical standards 

Acknowledgments 

We thank Prof Mohamed Erradi and Prof Mohamed khaldi , we also thank Computer Science and University Pedagogical 
Engineering (S2IPU) and finally we thank Normal School of Tétouan, Abdel Malek Essaadi University for their support 
in this work, for providing is the environment and the tools to get this work done . 

Disclosure of conflict of interest 

Khaldi Maha, Barhone Jamal, Erradi Mohamed and Khaldi Mohamed declare that they have no conflict of interest.  

References 

[1] Stefania Casalfiore. (2000). L’activité des enseignants en classe. Contribution à la compréhension de la réalité 
professionnelle des enseignants. halshs-00603919.  

[2] François Dubet  and Le déclin de l’institution. (2002).Paris, Éd. du Seuil, coll. L’épreuve des faits, , 419. 

[3] Leplat J. (1997) .Regards sur l’activité en situation de travail: Contribution à la psychologie ergonomique. Paris: 
PUF. 

[4] Rogalski J. (2005). La didactique professionnelle: une alternative aux approches de «cognition située» et 
«cognitiviste» en psychologie des acquisitions, @ctivités, 1(2), 103-120.  

[5] Leplat J. (coord). (1992). L’analyse du travail en psychologie ergonomique. Recueil de textes. Tome 1. Toulouse: 
Octarès. 

[6] Dejours C. (1995). Le facteur humain. Que sais-je ? Paris : PUF. 

[7] Dubet F and Martuccelli D. (1996). À l’école. Sociologie de l’expérience scolaire. Paris: Seuil. 

[8] Roland Goigoux. (2007). «Un modèle d’analyse de l’activité des enseignants», Éducation et didactique, 3. 

[9] Durand M. (1996). L'enseignement en milieu scolaire. Paris: PUF. 

[10] Doyle W. (1986). Classroom organization and management. In M. C. Wittrock (Editor), Handbook of research on 
teaching, 392-431. 

[11] Shulman LS. (1986). Paradigms and research programs in the study of teaching: a contemporary perspective. In 
Wittrock Merlin C.(Editor), Handbook of research on teaching , 3-36. 

[12] Daele A, Brassard C, Esnault L, Donoghue M, Uytterbrouk E and Zeiliger R. (2002). Conception, mise en œuvre, 
analyse et évaluation des scénarios pédagogiques recourant à l'usage des TIC, Rapport du projet Recre@sup-
WP2FUNDP. 

[13] Daniel Schneider, Barbara Class, Catherine Frété, Fabien Girardin, François Lombard, Stéphane Morand and 
Paraskevi Synteta. (2003). Conception et implémentation de scénarios pédagogiques riches avec des portails 
communautaires. Colloque de Guéret , 4-6. 

[14] Paquette G, Léonard M, Lundgren-Cayrol K, Mihaila S and Gareau D. (2006). Learning Design based on Graphical 
Knowledge-Modeling, Journal of Educational technology and Society ET&S, Special issue on Learning Design, 
January 2006 and Preceding soft the UNFOLD-PROLEARN Joint Workshop, Valkenburh, The Netherlands. 

[15] Paquette G, Bourdeau J, Basque J, Leonard M, Henri F and Maina M. (2003). Construction d'une base de 
connaissances et d'une banque de ressources pour le domaine du télé-apprentissage, Sciences et Techniques 
Éducatives. 

[16] Lando P. (2003). Progetto: une méthode de conception de gabarits de scénarios pour activités pédagogiques 
collectives distantes à base de projets, Mémoire de DEA, Université de Picardie. 

[17] Pernin JP and Lejeune A. (2004). Dispositifs d'apprentissage instrumentes par les technologies : vers une 
ingénierie centrée sur les scénarios. Actes du colloque TICE2004, Compiègne, 407-414. 

[18] Guéraud V. (2006). Approche auteur pour les Situations Actives d'Apprentissage : Scénarios, Suivi et Ingénierie. 
HDR. Université Joseph Fourier. Grenoble. 



Khaldi et al. / Global Journal of Engineering and Technology Advances, 2020, 03(01), 027–040 

40 
 

[19] Rougier B. (2009) Construction d'une séquence pédagogique. Enligne sur le site de l'Académie de Versailles– 
Sciences Biologiques et Sciences Sociales Appliquées.  

[20] Philippe Dessus. (2008). «Qu’est-ce que l’enseignement? Quelques conditions nécessaires et suffisantes de cette 
activité», Revue française de pédagogie, 164, 139-158. 

[21] Maha Khaldi, Mohammed Erradi and Mohamed Khaldi. (2019). Learning Situation: The teacher management and 
decisions according to the context and the situation. IMPACT: International Journal of Research in Engineering & 
Technology, 7(5). 

[22] Mels. (2006). Programme de formation de l'école québécoise. Enseignement secondaire 2ecycle. P.10. Québec: 
gouvernement du Québec.  

 

How to cite this article 

Khaldi M, Barhone J, Erradi M and Khaldi M. (2020). The educational scenario architecture of a learning situation. Global 
Journal of Engineering and Technology Advances, 3(1), 27-40. 


