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2.3.

AUN-QA Criterion 3 —= Teaching and Learning Approach

Requirements

3.1.

The educational philosophy is shown to be articulated and communicated to
all stakeholders. It is also shown to be reflected in the teaching and learning
activities.

3.2.

The teaching and learning activities are shown to allow students to participate
responsibly in the learning process.

3.3.

3.4.

3.5.

3.6.

The teaching and learning activities are shown to involve active learning by
the students.

The teaching and learning activities are shown to promote learning, learning
how to learn, and instilling in students a commitment for life-long learning (e.q.,
commitment to critical inquiry, information-processing skills, and a willingness
to experiment with new ideas and practices).

The teaching and learning activities are shown to inculcate in students, new
ideas, creative thought, innovation, and an entrepreneurial mindset.

The teaching and learning processes are shown to be continuously improved
to ensure their relevance to the needs of industry and are aligned to the
expected learning outcomes.
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