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ABSTRACT 

 

ARTICLE INFO 

This conceptual and field-based study presents the development 

of the Poll Lab Model, a practice-based learning approach and 

integrated learning ecosystem grounded in experiential learning 

theory, professional skill enhancement, and educational 

innovation at Suan Dusit Poll, Suan Dusit University. The model 

was developed to bridge the gap between theoretical knowledge 

and employability skills by integrating real survey projects, 

reflective practices, and community-based collaboration. Data 

were collected through post-activity questionnaires using a  

5-point Likert scale and analyzed descriptively and interpretively, 

focusing on participants’ learning experiences and satisfaction 

rather than statistical inference. An analysis of eight learning 

activities conducted in the Poll Lab space between July and 

December 2024, involving 181 participants, revealed consistently 

positive outcomes in Attitude, Skills, and Knowledge (ASK) 

development. The overall satisfaction level was high, with an 

average score of 4.56 out of 5 (92.18%), indicating strong learner 

engagement and perceived value of the experience. Key findings 

suggest that a practice-based learning environment integrating 

real data, knowledge exchange, and interdisciplinary 

collaboration can effectively enhance both learning outcomes and 

learner satisfaction. Furthermore, an interpretive comparison 

between the Poll Lab Model and international exemplars—MIT 

Media Lab, Stanford d.school, and LEaRN at the University of 

Melbourne—highlights shared principles of flexibility, 

collaboration, and technology-enhanced learning. Overall, the 

Poll Lab represents a technology-supported and context-

responsive learning space model that aligns institutional 

innovation with the United Nations Sustainable Development 

Goals (SDGs), offering a transferable framework for higher 

education transformation and policy learning. ©authors 
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Introduction

The rapid advancement of technology and the emergence of Artificial Intelligence (AI) have 

significantly disrupted traditional skills and knowledge, rendering them insufficient for the 

demands of the modern workforce. This is particularly evident in the context of higher 

education, which urgently requires new learning models to prepare students for the rapid 

changes that are occurring. Learning by Doing has become increasingly essential in equipping 

individuals with new competencies in this era of transformation (Dewey, 1938; Kolb, 1984). 

It enables learners to develop practical skills and become immediately ready to enter the 

workforce. Moreover, the promotion of Lifelong Learning is crucial in fostering continuous 

personal and professional growth throughout one's life (Chaleysub, 2025). 

Suan Dusit University, as a leading institution in innovative learning management, has 

developed the concept of “One World Library (OWL) to The University” to transform every 

space on campus into a "Learning Ecosystem." This ecosystem effectively integrates 

knowledge, modern learning theories, information technology, and the behaviors of the next 

generation of learners. This concept aligns with Brown’s (2009) Learning Space theory, 

which emphasizes that physical environments have a direct impact on learning behavior. One 

of the innovations emerging from this idea is the “Poll Lab,” developed by Suan Dusit Poll, 

Suan Dusit University, designed to serve as an “Experiential Learning Space.” The Poll Lab 

supports the development of various essential skills, including research, public opinion 

survey, data analysis, and language proficiency. These are cultivated through real-world 

learning experiences and knowledge exchange between experts and learners. The approach 

follows the Experiential Learning model of Kolb & Kolb (2017), which emphasizes direct 

engagement within purposefully designed learning environments. 

This academic article aims to present the development and lessons learned from the  

Poll Lab as an innovation in experiential learning. The main objectives are as follows: 

1.To extract lessons from a learning model that emphasizes professional skill development 

through real-life experience; 

2.To analyze the outcomes of the implementation and the learning results of participants in 

terms of attitudes, skills, and knowledge; and 

3.To propose sustainable approaches for developing learning spaces in universities that can be 

scaled to other contexts. 

It will be of value to curriculum administrators, higher education policymakers, and 

stakeholders involved in learning space management, especially in an era when universities 

must create environments that go beyond traditional classrooms. These spaces should become 

platforms for unlocking learners’ full potential in multiple dimensions, namely, academic, 

professional, and personal growth as global citizens. 

 

Literature Review 
Concepts and Directions in the Development of Modern Learning Spaces 

Modern Learning Spaces 

“Learning spaces” have become a central focus in modern education management, particularly 

in higher education, where learning is no longer confined to traditional classrooms. Instead, 

it expands into “intellectual spaces” that encourage experimentation, creativity, and 

interaction between individuals and technology (Oblinger, 2006). The development of 

learning spaces is grounded in several theoretical frameworks, including: 

1. Social Constructivism, which posits that knowledge is constructed through social interaction 

and collaborative learning (Vygotsky, 1978); 

2. Experiential Learning Theory, which emphasizes learning through direct experience (Kolb, 

1984); and 

3. Third Place Learning, which suggests that informal, non-institutional spaces play a pivotal 

role in fostering creative intelligence (Oldenburg, 1999). While classical theories provide the 

foundation for understanding learning spaces, contemporary research highlights how 
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emerging technologies and data-driven environments are reshaping experiential learning. 

Computer-assisted learning (CAL) environments enhance individualized learning pathways 

and scaffold complex problem-solving through adaptive feedback (Al-Fraihat et al., 2020). 

Virtual and augmented learning systems provide immersive, authentic contexts that extend 

Kolb’s experiential cycle and foster deeper engagement (Radianti et al., 2020). Similarly, AI-

supported platforms integrate real-time analytics and personalized feedback, transforming 

Brown’s (2009) concept of “learning spaces” into more dynamic, adaptive ecosystems 

(Zawacki-Richter et al., 2019). 

Building on Brown (2009) and Oblinger (2006), this study situates the Poll Lab within the 

broader movement toward data-informed and technology-supported experiential learning. 

Rather than focusing on specific technologies, the model emphasizes how authentic data, 

collaborative processes, and interactive environments can serve as catalysts for learner 

engagement, reflection, and professional skill development. In this way, the Poll Lab 

represents a hybrid learning ecosystem that connects traditional experiential learning theory 

with the evolving practices of modern, data-based education. 

Therefore, to ensure the quality of learning space design, it is essential to consider a 

combination of physical, digital, and social environmental factors. In addition, learning 

spaces should empower students to take on the role of "owners of their learning space" - 

meaning that learners have the authority and agency to direct their learning pathways, 

participate in decision-making, and take responsibility for their personal development. Such 

ownership enhances motivation and promotes a deeper understanding of content. It also 

allows learners to actively engage in designing and organizing their learning environments, 

thereby fostering a sense of belonging and emotional connection to the space. Ackers (n.d.) 

argued that empowering students as “owners of their learning spaces” enhances motivation 

and deepens engagement, leading to more meaningful and effective learning experiences. The 

principle has been practically implemented in initiatives such as the One World Library 

(OWL) and the Poll Lab, where learners are encouraged to co-create their learning 

environments in line with these ideas.  

 
Suan Dusit University’s Proactive Role in Learning Space Development 

Suan Dusit University stands out for its development of the “One World Library (OWL) to The 

University” initiative, a model of Place-Based Learning (PBL) that emphasizes learning 

through meaningful engagement with physical spaces. This approach transforms every part 

of the university into a potential learning environment (Pholpuntin, 2023a; Pholpuntin, 

2023b). The model has become a core strategy within the broader framework of “The Power 

of SDU,” which emphasizes the integration of academic learning, professional skills, social 

engagement, and innovation. The ultimate goal is to develop students into “Learning 

Citizens” - individuals who are equipped to learn continuously and contribute meaningfully 

to society. Under the OWL initiative, Suan Dusit University has developed a range of 

infrastructure projects to support innovative learning approaches, including: 

 1. Cafe Library - A flexible learning space that accommodates formal, semi-formal, and 

informal learning for everyone. 

 2. AI Station@SDU x OWL XI - A central learning hub that utilizes Artificial Intelligence (AI) 

as a key tool and mechanism to advance education in the digital era. 

 3. Poll Lab - An experiential learning space that uses real-world data to foster the development 

of ASK - Attitude, Skill, and Knowledge. 

 4. Poll Lab X - A collaborative learning platform developed in partnership with external 

organizations to extend learning impact into the wider community. 

These initiatives demonstrate that the university does not merely function as a producer of 

graduates, but rather evolves into an "Intellectual Space Producer"  - a flexible and adaptive 

institution that actively creates and connects learning environments aligned with the demands 

of the modern world. 
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Comparison of Learning Space Models with International Best Practices 

The development of the Poll Lab at Suan Dusit University aligns with and can be compared to 

the learning space innovations of leading international universities. Notable examples 

include: 
1. MIT Media Lab (Massachusetts Institute of Technology) 

MIT Media Lab represents a model of an Open Innovation Space, where technology, research, 

and hands-on learning are integrated through a Learning by Making approach. Its core 

strength lies in fostering experimentation, embracing failure, and generating new knowledge 

beyond traditional academic boundaries. 

Connection with Poll Lab – The Poll Lab serves as a Data-driven Learning Lab, where real-

world data is used to support creative thinking and hands-on learning processes. Similar to 

MIT Media Lab, Poll Lab encourages experimentation and the development of new ideas 

through real experiences and inquiry-based learning. 
2. Stanford d.school (Hasso Plattner Institute of Design at Stanford University) 

Stanford d.school is widely recognized as a hub for experiential learning, with a strong focus 

on design thinking, interdisciplinary collaboration, and the creation of learner-centered 

experiences. The school fosters innovation by allowing students from diverse academic 

backgrounds to co-create solutions through hands-on, reflective processes. 

Connection with Poll Lab – The Poll Lab shares similarities with Stanford d.school in its 

approach to cross-disciplinary collaboration, using real-world data to construct and synthesize 

knowledge. It also emphasizes the learner’s role as the owner of the learning process, giving 

students agency in shaping their own learning experiences and outcomes. 
3. Learning Environments Applied Research Network (LEaRN), University of Melbourne 

The LEaRN network focuses on research related to next-generation learning spaces, 

emphasizing flexibility, technology integration, and the creation of learning ecosystems. This 

approach highlights the importance of designing adaptable environments that respond to the 

evolving needs of learners in a rapidly changing world. 

Connection with Poll Lab – The Poll Lab has been developed under the concept of a flexible 

learning ecosystem, aligning closely with the core principles promoted by LEaRN at the 

international level. Its design reflects responsiveness to modern learning contexts through 

dynamic, real-world engagement. 

Suan Dusit University's Poll Lab is strongly aligned with global trends in the development of 

learning spaces and experiential learning. What distinguishes Poll Lab is its unique emphasis 

on the use of authentic data as the core of the learning process. While international case 

studies often emphasize technological tools or conceptual design, Poll Lab places real data at 

the center of knowledge construction. Therefore, it represents a learning space innovation 

with significant potential for international scalability and impact. 

 

Method 

The development of the Poll Lab Model is grounded in the integration of educational 

innovation, experiential learning theory, and professional skill enhancement frameworks. 

This section outlines the conceptual and methodological foundations that guided the model’s 

formulation and institutional application at Suan Dusit University. Rather than adopting an 

experimental or design-based research framework, the approach emphasizes conceptual 

synthesis and contextual adaptation—linking established learning theories with the 

university’s real operational context. The purpose of this model is not only to address 

emerging educational and professional demands but also to establish a new paradigm that 

connects academic inquiry with authentic professional practice.  

The model’s design began with a review of existing challenges in higher education, particularly 

the persistent gap between theoretical knowledge and employability skills. Drawing from the 

operational experience of Suan Dusit Poll and the university’s educational development 

initiatives, the Poll Lab was conceptualized as an integrated experiential learning ecosystem. 
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It provides learners with opportunities to apply knowledge through authentic survey projects, 

collaborative problem-solving, and reflective learning.  

The conceptual design emphasizes three interrelated dimensions—learning principles, learning 

structures, and learning environments—that together create a holistic educational experience. 

These dimensions were refined through professional consultation, institutional reflection, and 

iterative dialogue among educators involved in Poll Lab’s creation. The subsequent sections 

describe (1) the Design Concept of the Poll Lab Model, which elaborates on the five core 

educational principles underpinning the model, (2) the Learning Structure of the Poll Lab, 

which explains how the model is implemented through integrated learning activities that 

foster technical, linguistic, and professional competencies, and (3) Data Collection and 

Analysis, which outlines the procedures used to evaluate participants’ learning experiences 

and satisfaction.   

Through this conceptual process, the Poll Lab embodies Suan Dusit University’s commitment 

to developing adaptive, reflective, and competent graduates capable of contributing 

meaningfully to the knowledge society. The model’s structure integrates real-world data, 

social collaboration, and reflective engagement to create a learning ecosystem rooted in 

authentic experience rather than simulated learning environments.  
Design Concept of the Poll Lab Model 

The rapid transformation of the modern world -  particularly the advancement of information 

technology and the labor market’s increasing demand for practical skills -  has revealed the 

limitations of traditional learning models in preparing students for professional life with 

quality and confidence. In response to these changes, Suan Dusit University, through the Suan 

Dusit Poll unit, has developed the Poll Lab as an innovative learning space that integrates the 

principles of survey research with experiential learning methodologies. This model provides 

students with opportunities to engage in real-world, hands-on learning while developing 

essential academic and professional competencies. 

The development of the Poll Lab model is based on five core principles, which reflect the 

educational philosophy of the innovation era and serve as foundational ideas for designing 

effective experiential learning spaces in higher education institutions. These principles will 

be outlined and elaborated in the following section. 
1. Experiential Learning or Learning by Doing 

The concept of learning by doing is rooted in the work of John Dewey (1938) and later 

developed by David Kolb (1984). It emphasizes learning through direct experience rather than 

rote memorization. In this approach, learners actively participate in real-world processes  - 

including planning, implementation, analysis, and synthesis of learning outcomes. Hands-on 

learning does more than deepen understanding; it also fosters critical thinking, problem-

solving, and creativity (Schank et al., 1999; Prince, 2004). Within the context of the Poll Lab, 

the role of the instructor shifts from a traditional knowledge transmitter to a “coach” or 

“learning facilitator” who designs meaningful activities, stimulates analytical thinking, and 

guides continuous reflection throughout the learning process. 
2. Knowledge Sharing 

The Poll Lab places a strong emphasis on knowledge sharing, including both explicit 

knowledge and tacit knowledge, through the exchange of experiences between experts and 

learners (Davenport & Prusak, 1998; Nonaka & Takeuchi, 1995). Cultivating an 

organizational culture that supports knowledge sharing is central to building a collaborative 

learning network within the Poll Lab. This approach encourages innovation development, 

reduces redundancy in knowledge creation, and fosters the sustainable growth of intellectual 

capital (Wang & Noe, 2010). By promoting open communication and mutual learning, the 

Poll Lab enhances its role as a dynamic environment for collective knowledge construction. 
3. Collaborative Learning 

The Poll Lab is designed to support collaborative learning through small group activities, 

following the principles of collaborative learning theory (Johnson & Johnson, 1999; Slavin, 

2010) and the framework of social constructivism (Vygotsky, 1978). These perspectives 
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emphasize that knowledge is socially constructed through interaction, dialogue, and shared 

experiences. Key elements - such as positive interdependence, communication skill 

development, and shared responsibility  - are systematically integrated into the learning 

process. This design not only enhances students’ academic knowledge but also strengthens 

their social and interpersonal skills, which are essential for success in professional and civic 

life. 
4. Professional Skill Development 
The Poll Lab places a strong emphasis on the systematic development of professional skills, 

encompassing knowledge, practical competencies, and appropriate attitudes for future 

careers. This approach is grounded in the work of Guskey (2000), Darling-Hammond & 

McLaughlin (2011), and Eraut (2004), who highlight the importance of integrated learning 

experiences for professional growth. The learning space is intentionally designed to support 

real-world practice in areas such as research, data analysis, professional communication, and 

collaboration with professional communities. These experiences prepare learners to adapt 

effectively to changes in the workforce and to thrive in complex, evolving professional 

environments. 
5. Learning Spaces in Universities 

The Poll Lab is an application of the Learning Spaces concepts proposed by Oblinger (2006) 

and Brown (2009), which emphasize that effective learning spaces should be flexible, open, 

and supportive of creativity, experimentation, and dynamic knowledge exchange. In this 

context, the Poll Lab is designed not only as a physical space but also as a living environment 

that encourages students to explore, interact, and co-construct knowledge. It reflects the shift 

in higher education toward adaptive and learner-centered environments that respond to 

diverse learning styles and evolving educational needs. The design of Poll Lab emphasizes 

the creation of an “Open Learning Space” that integrates physical, digital, and social 

dimensions. It supports flexible learning modalities and promotes the role of learners as 

owners of the learning space. 

In summary, the Poll Lab model represents an educational innovation that combines 

experiential learning, collaborative engagement, and professional skill development, within a 

flexible and context-responsive learning environment. Its adaptable structure aligns with the 

needs of the modern world and holds strong potential for sustainable implementation in other 

educational institutions. 
Learning Structure of the Poll Lab 

The Poll Lab is designed as an “Open Learning Space” that encourages learners to actively 

participate in hands-on learning processes. Its learning structure is organized through a variety 

of integrated activities that combine academic knowledge, professional skills, and language 

proficiency. These activities are based on real-world scenarios, collaboration with field 

experts, and the effective use of technology. Poll Lab’s activities are structured into three key 

dimensions for learner development. They are: 

1. Technical Skills Dimension - such as using data analysis software like QPS MRDCL, data 

collection, and data processing. 

2. Language Skills Dimension - with a focus on English for professional contexts. 

3.Professional Skills Dimension - emphasizing research expertise, communication, and research 

project management. 

Each activity is developed under the “Learning Lab” concept, which applies experimental 

processes, inquiry-based learning, and knowledge synthesis. In this model, instructors take 

on the role of coaches or facilitators, rather than traditional lecturers, to guide learners through 

reflective and interactive learning experiences. 
Data Collection and Analysis 

Data were collected through post-activity questionnaires using a 5-point Likert scale to assess 

participants’ satisfaction and perceived learning outcomes after each Poll Lab session. The 

evaluation focused on three dimensions: Attitude, Skills, and Knowledge (ASK), aligning 

with the model’s learning objectives. 
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Although the reliability and validity of the evaluation instruments were not recalculated in this 

study, the tools were adopted from established instruments routinely used by Suan Dusit Poll, 

which have long demonstrated recognized reliability and validity within similar educational 

and professional training contexts. Therefore, the measurement framework was considered 

methodologically sound and consistent with prior institutional applications. 

Descriptive statistics, including means and percentages, were employed to analyze the data and 

present the level of participant satisfaction across the eight Poll Lab sessions. The results were 

interpreted alongside qualitative reflections to capture both quantitative and contextual 

dimensions of learner experience. 

 

Findings 
Learning Ecosystem of the Poll Lab Model 

The success of the Poll Lab stems from the implementation of purposeful activities and the 

creation of a comprehensive learning ecosystem. This ecosystem encompasses not only the 

physical and organizational environment, but also the structure of learning activities and the 

collaboration among various stakeholders. The learning ecosystem of the Poll Lab, highlights 

the interconnections among various components that contribute to its success as an innovative 

model of experiential learning. The ecosystem is structured around three main components. 

They are (Figure 1) 

 
INPUT PROCESS OUTPUT & IMPACT 

Learning Environment 

 Knowledge-sharing 
Atmosphere 

 Modern Facilities 

 Learning Network 

o OWL To The University 

Learning Approach 

 Learning by Doing 

 Knowledge Sharing 

 Collaborative Learning 

Learning Outcomes 

 Professional Skill 
Development 

 Innovative Learning 

 Leadership 

Human resources 

 Coaches / Learning 
Facilitators 

ASK Development 

 Attitude 

 Skills 

 Knowledge 

Evaluation/Success Factors 

 Leader 

 Coordinator 

 Content  

 Activity Component 

Stakeholders 

 Faculty 

 Staff 

 Students 

 Relevant Agencies 

Activity Components 

 Content 

 Process 

 Assessment 

Sustainable Impact 

 SDGs 

Figure 1. Poll Lab Learning Ecosystem Model 

Figure 1 illustrates the Poll Lab’s integrated learning ecosystem, showing the relationship 

between input, process, and output elements. The model demonstrates how learning 

environments, facilitators, and stakeholders interact to support ASK development—Attitude, 

Skills, and Knowledge—and to achieve sustainable impacts aligned with the SDGs. 
1. Input Factors 

The learning ecosystem of Poll Lab emphasizes three key input factors , namely, the learning 

environment, human resources, and stakeholders. The learning environment includes a 

knowledge-sharing atmosphere, modern facilities, and a learning network connected with 

“OWL To The University.” In addition, essential equipment and technologies are provided to 

support hands-on learning activities. Human resources involve the integration of experts from 

Suan Dusit Poll who serve as coaches and learning facilitators. These experts collaborate with 

faculty members from various departments to design and implement learning activities that 

meet students' needs. Stakeholders include students, staff, and relevant agencies who play a 

vital role in setting the direction and enhancing the effectiveness of learning activities. 
2. Process 

The learning process of Poll Lab is designed based on three key principles, namely, learning 

approach, ASK development, and activity components. The learning approach integrates 

various learning methods, including Learning by Doing, Knowledge Sharing, and 
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Collaborative Learning, in order to create a comprehensive and effective learning experience. 

ASK development (Attitude, Skills, Knowledge) emphasizes holistic development by 

fostering positive attitudes towards the profession, enhancing essential work-related skills, 

and acquiring up-to-date knowledge. This development is integrated through a variety of 

learning activities. The components of each activity are systematically designed to cover 

content, process, and assessment, ensuring that participants gain maximum benefits from their 

participation. 
3. Output & Impact 

Poll Lab generates clear outputs and impacts in three areas, namely, learning outcomes, 

evaluation, and sustainable impact. Learning outcomes demonstrate the development of 

professional skills, innovative learning, and leadership among participants. These outcomes 

are systematically monitored and assessed through diverse activity components. Evaluations 

are conducted by coordinators and activity leaders to measure the effectiveness of learning 

and to continuously improve operational practices. Sustainable impacts are evident in the 

support of Sustainable Development Goals (SDGs) and the creation of a learning environment 

that fosters continuous skill development and professional expertise. The Poll Lab model 

serves as an academic laboratory, a platform for promoting professional citizenship, and a 

supportive environment for achieving Sustainable Development Goals (SDGs) in the areas of 

quality education, equality, and human capital development. 

 
Background of Developing the OWL to Poll Lab Learning Space 

One World Library (OWL) to The University – The Learning Space of Suan Dusit University 

The One World Library (OWL) to The University of Suan Dusit University serves as a 

foundational concept for shaping a new model of learning space management. It is based on 

the idea that “the entire university is a learning space” and acts as a systematic foundation 

that has led to the innovation of learning models such as Poll Lab. This development 

influences both the design and outcomes of Poll Lab as a practical learning space, aligning 

with the university’s philosophy of being an institution for lifelong learning innovation. Suan 

Dusit University developed the One World Library to The University concept with the 

objective of transforming the traditional role of the library from a conventional information 

center into an "Innovation Learning Hub" that integrates various dimensions of learning—

physical, digital, and social. 

The One World Library to The University is not merely a physical space for reading but is 

designed as an Open Learning Space that promotes Participatory Learning, Collaborative 

Learning, and Experiential Learning. This approach is consistent with the perspectives of 

Brown (2009) and Oblinger (2006), who suggest that “space influences learning behavior” 

and that modern libraries should be flexible, easily accessible, and multi-functional to support 

diverse modes of learning and interaction. 

 
One World Library (OWL) to The University as a University-Level Learning Space Model 

The One World Library (OWL) is not only a physical concept of a library, but also serves as a 

prototype for managing university-level learning spaces that systematically integrate content, 

people, technology, and learning processes. This concept aligns with the global trend in higher 

education, where universities are restructuring their “Learning Spaces” to meet the needs of 

modern learners. The model focuses on three main objectives, namely, 

Encouraging learner engagement as “owners of their learning”; 

Promoting interdisciplinary and interdepartmental collaboration; and 

Designing spaces that support experimentation, failure, and synthesis. 

Under this framework, OWL at Suan Dusit University has developed new learning models that 

foster innovations such as Poll Lab and various skill-enhancement activities, including 

English Sitcom, Green Style, and Data for Impact. All of these reflect that OWL is not merely 

a "book storage space," but rather an "architecture of learning" that transforms the university 

into a true "Learning Organization." 
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OWL to Poll Lab: Integrating Learning Spaces with Practical Processes 

Poll Lab is one of the outcomes of OWL, emerging as a "new learning space" that expands from 

the traditional library structure into a Data-based Learning Lab. It integrates key elements of 

digital-era learning, including: 

1. The use of Big Data and databases from Suan Dusit Poll; 

2. Real data analysis for learning purposes; 

3. Activities involving experts as mentors; and 

4. Communication through professional presentations. 

The relationship between OWL and Poll Lab reflects a continuous development of "innovative 

learning spaces" that support the practice of Higher-Order Skills. This approach aligns with 

the concept of Place-based Learning, which emphasizes the use of real-world locations as 

learning accelerators and as starting points for Self-directed Knowledge Construction. In 

addition, OWL plays a key role as the infrastructure that supports Poll Lab's learning 

processes through managing data systems and learning resources; providing human resources 

such as instructors, academics, and researchers; and organizing knowledge-sharing events, 

exhibitions, and "Public Platforms" for communicating student learning outcomes. 

 
Suan Dusit Poll: From Public Database to Poll Lab as a Contemporary Learning Space 

Suan Dusit Poll serves as a significant source of social data, functioning as a Public Knowledge 

Infrastructure that not only supports the analysis of social, political, and economic trends but 

also acts as a highly valuable academic resource. The continuously published poll results 

create broad public awareness and serve as "learning materials" for activities in Poll Lab, such 

as: real data analysis practice; learning research processes; communication skill training in 

real-world contexts; and generating new datasets that provide policy-related 

recommendations. Furthermore, the collaboration between Suan Dusit Poll and various 

internal and external networks demonstrates the potential to transform a "data repository" into 

a Contemporary Academic Arena, which plays a crucial role in human resource development 

in higher education. 

 
Poll Lab Learning Outcomes: Attitude, Skill, and Knowledge (ASK) 

Poll Lab activities contribute to the development of skills, attitudes, and knowledge through an 

integrated learning approach that supports sustainable personal development. This serves as 

a strong model for holistic human resource development, emphasizing the importance of 

enhancing skills, attitudes, and knowledge. In particular, it integrates learning through current 

real-world situations and promotes understanding of key social issues. This approach aligns 

with modern human resource development concepts and The Power of SDU policy 

concerning the development of a learning ecosystem. 

During the learning activities conducted from July to December 2024, a total of 10 open and 

diverse learning activities were organized. The analysis of Poll Lab activities from sessions 3 

to 10, covering 8 fully recorded sessions, demonstrates that these activities were designed to 

comprehensively develop participants' potential in all dimensions—Skills, Attitudes, and 

Knowledge—through various interconnected learning formats. The analysis of learning 

outcomes across the three dimensions (ASK) follows the competency development 

framework of Bloom's Revised Taxonomy (Anderson & Krathwohl, 2001), which 

emphasizes the development of learners in cognitive, affective, and psychomotor domains. 

The summarized learning outcome analysis is presented in Tables 1–3 as follows: 

 
Table 1. Skills Dimension 

Skill Category Description Related Activities 

Technology Skills QPS MRDCL; NETZERO MAN; NCX Poll Lab 3, 7, 8, 9 

Language Skills (e-Clipping); Mental Health app Poll Lab 4 

Communication Skills 
Reading English news; Vocabulary practice; 

Pronunciation; Real-world use 
Poll Lab 5, 6 
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Analytical Skills 

Interviewing; Question design; 

Interprofessional communication; 

Knowledge transfer 

Poll Lab 3, 7, 8 

 

Table 1  presents the types of technical, language, communication, and analytical skills 

developed through Poll Lab activities. Each skill category is matched with specific learning 

sessions that fostered practical application and professional competence within real-world 

contexts. 
Table 2. Attitude Dimension 

Attitude Category Description Related Activities 

Lifelong Learning 
Openness to learning English; Continuous 

self-development; 
Poll Lab 4, 5, 6 

Professionalism Knowledge sharing Poll Lab 3, 5, 6 

Environmental Awareness Development of professional skills; Poll Lab 7 

Organizational Pride Responsibility; Teamwork Poll Lab 10 

Table 2  summarizes the attitudinal development observed among Poll Lab participants, 

categorized by lifelong learning, professionalism, environmental awareness, and 

organizational pride. Each category is linked to the Poll Lab sessions where these attitudes 

were actively cultivated through experiential activities. 
Table 3. Knowledge Dimension 

Knowledge Category Description Related Activities 

Language Knowledge Specialized vocabulary; Poll Lab 4 

Research Knowledge Language use in news contexts; Poll Lab 3, 5, 6 

Environmental Knowledge Synonyms and similar words Poll Lab 7 

Communication Knowledge Using analysis software; Poll Lab 8, 9, 10 

 

Table 3 outlines the types of knowledge acquired by participants through Poll Lab sessions, 

including language, research, environmental, and communication knowledge. The data 

highlight how different learning activities contributed to enhancing theoretical understanding 

and applied knowledge relevant to professional practice. 

 
Evaluation Results of Participants’ Satisfaction with Poll Lab Learning Activities 

The learning activities organized within the Poll Lab practical learning space, developed by 

Suan Dusit Poll, are designed to function as real classrooms. These activities emphasize direct 

experience, hands-on practice, and the creation of actual learning outputs. This form of spatial 

learning innovation was developed to align with the university-wide learning space 

development under the concept of One World Library to The University, where every space 

within the university serves as a learning environment (Place-based Learning). Quantitative 

data were collected from participants through questionnaires for each activity session. The 

collected data were then analyzed using basic statistical methods, including the mean (𝑥̄), 

percentage, and standard deviation. The results of participants’ satisfaction analysis for Poll 

Lab sessions 3 to 10 (8 sessions in total) are presented in Table 4. 

 
Table 4. Satisfaction Levels of Participants in Poll Lab Activities 

Activity N (181) Mean Satisfaction Level Rank 

POLL LAB 3: QPS MRDCL 4 4.75 95.00% Very High 2 

POLL LAB 4: "ENGLISH SITCOM" 10 N/A N/A N/A N/A 

POLL LAB 5: PROFESSIONAL QUESTIONING 

AND INTERVIEWING 
54 4.76 95.20% Very High 1 

POLL LAB 6: "INSIGHTS SUAN DUSIT POLL 50 4.35 87.00% High 7 

POLL LAB 7: "GREEN STYLE: Simple Steps AT 
Your Desk" 

14 4.60 92.00% Very High 5 

POLL LAB 8: "EXPLORING PUBLIC RELATIONS 

WITH POLL LAB" 
9 4.67 93.33% Very High 4 

POLL LAB 9: "POLL LAB X Mobile Psychology 

Clinic" 
11 4.71 94.29% Very High 3 

POLL LAB 10: "REVISITING THE LEGEND OF 

THE OLD BUILDING" 
29 4.42 88.42% High 6 

 Overall 4.56 92.18 Very High  

 

Table 4 reports the mean satisfaction scores and percentage ratings across eight Poll Lab 
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sessions (N = 181). The results indicate very high overall satisfaction (M = 4.56, 92.18%). 

Notably, Poll Lab 5: Professional Questioning and Interviewing received the highest 

satisfaction score, while Poll Lab 6 recorded the lowest yet remained within the “high” 

satisfaction level. 

Note. Poll Lab 4 employed qualitative reflection journals instead of structured questionnaires; 

therefore, numerical satisfaction data were not available. 

 

Remark 

The interpretation criteria for mean scores (Supakit Wongwiwatthanakit, 2007) are  

as follows: 

4.51–5.00: The participants' satisfaction with Poll Lab activities is at a very high level. 

3.51–4.50: The participants' satisfaction with Poll Lab activities is at a high level. 

2.51–3.50: The participants' satisfaction with Poll Lab activities is at a moderate level. 

1.51–2.50: The participants' satisfaction with Poll Lab activities is at a low level. 

1.00–1.50: The participants' satisfaction with Poll Lab activities is at a very low level. 

 

According to Table 4, Poll Lab activities were organized for a diverse group of participants, 

including staff, instructors, and students, with a total of 181 participants. The overall 

satisfaction received an average score of 4.56, or 92.18%, which is categorized as “Very 

High” satisfaction. The activity with the highest number of participants was Professional 

Questioning and Interviewing (Poll Lab 5), which had 54 participants and received the highest 

satisfaction score, with a mean of 4.76 (95.20%), ranking first. 

The second-highest satisfaction score was for Poll Lab 3: Learning QPS MRDCL, with a mean 

score of 4.75 (95.00%), ranked second. This was followed by Poll Lab 9: Poll Lab X Mobile 

Psychology Clinic, which received a mean score of 4.71 (94.29%), ranked third. On the other 

hand, Poll Lab 6: Insights Suan Dusit Poll received the lowest satisfaction score at 4.35 

(87.00%), ranked seventh, but it still falls within the “High” satisfaction level. 

The analysis of satisfaction results in Table 4 reveals several interesting points. The top three 

activities with the highest satisfaction scores (Poll Lab 5, Poll Lab 3, and Poll Lab 9) share a 

key characteristic: they focus on developing specialized skills that can be practically applied 

in professional contexts. Professional Questioning and Interviewing (Poll Lab 5) received the 

highest satisfaction score (mean 4.76), reflecting participants’ emphasis on communication 

and interpersonal skills—skills that AI has not yet fully replaced in today’s job market.  

Meanwhile, Poll Lab 6: Insights Suan Dusit Poll received the lowest satisfaction score (mean 

4.35), which may indicate the challenges of designing activities with highly complex and 

academic content. This suggests the need for a better balance between theoretical content and 

practical activities to enhance engagement. Furthermore, the differences in satisfaction levels 

between student and staff groups highlight the necessity of adjusting the activity formats to 

match the needs and prior knowledge of each participant group. 

An analysis of Tables 1–3, which present the learning outcomes in skills, attitudes, and 

knowledge, indicates that Poll Lab has successfully integrated the development of ASK 

(Attitude–Skill–Knowledge) across all activities. The model shows particular strength in 

developing technical skills, which appeared in 4 out of 8 activities, reflecting Poll Lab’s focus 

on preparing learners for the digital era workforce. However, the development of attitudes 

related to environmental awareness and organizational pride was more limited, appearing in 

only one activity each. This highlights future opportunities for further enhancement in these 

areas. 

The satisfaction results of Poll Lab participants, which were rated at high to very high levels, 

are consistent with the findings of Campbell & Cabrera (2014), who pointed out that 

experiential learning in purposefully designed spaces significantly enhances learners’ 

satisfaction and engagement. Specifically, students tend to value opportunities for hands-on 

practice and experiential learning, while staff and instructors place more emphasis on content 
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that can be immediately applied in their professional work. These findings help explain the 

differences in satisfaction levels observed between student and staff groups in the Poll Lab 

activities. 

In addition, Poll Lab 5: Professional Questioning and Interviewing, which received the highest 

satisfaction score with a mean of 4.76, aligns well with findings that flexible learning space 

designs focusing on developing essential skills are significantly correlated with higher learner 

satisfaction. Activities that enhance communication skills and provide hands-on practice tend 

to receive high ratings, reflecting the high demand for these skills in the current job market. 

This alignment highlights the effectiveness of the Poll Lab’s design in generating high 

participant satisfaction while emphasizing key skills necessary for contemporary professional 

contexts. 

 
Linking the Poll Lab Model to the Sustainable Development Goals (SDGs) 

Poll Lab, as an innovation in practical learning, demonstrates support for multiple dimensions 

of the United Nations’ Sustainable Development Goals (SDGs). This reflects the alignment 

of Poll Lab with six specific SDGs, showing its contribution to sustainable development in 

various aspects, as follows: 

Quality Education (SDG 4) - Poll Lab creates an open learning ecosystem that supports lifelong 

learning, following the concept of Kolb & Kolb (2017). It provides opportunities for learners 

to develop professional skills through real-world experiences in research and opinion surveys, 

under the supervision of experts from Suan Dusit Poll. This establishes an accessible and 

high-quality learning space for all. 

Decent Work and Economic Growth (SDG 8) - Poll Lab’s activities focus on developing skills 

that meet current labor market demands, as highlighted in the Future of Jobs Report by the 

World Economic Forum (2023). In particular, data analysis, research, and communication 

skills are essential for employment in the digital era, helping increase access to decent and 

valuable jobs. 

Industry, Innovation and Infrastructure (SDG 9) - Poll Lab serves as a center for the development 

of research and opinion survey innovations. It promotes the use of technology for data 

collection and analysis, while also strengthening the university's research infrastructure. This 

supports the goal of developing accessible technology and innovation for all. 

Reduced Inequalities (SDG 10) - Poll Lab supports the reduction of inequalities through research 

on social issues, providing equal access to learning opportunities for all, and presenting data 

that reflects inequality problems to the public. This helps raise awareness and drive policy-

level changes. 

Peace, Justice and Strong Institutions (SDG 16) - Poll Lab plays a role in promoting transparency 

through public opinion surveys, encouraging public participation, and developing tools for 

monitoring and evaluating public policies. This contributes to building an open, transparent, 

and accountable society based on principles of good governance. 

Partnerships for the Goals (SDG 17) - Poll Lab demonstrates success in building collaborative 

networks between educational institutions and various sectors by developing research 

networks and facilitating knowledge exchange across institutions. This reflects collective 

efforts to achieve the Sustainable Development Goals. 

The integration of the Sustainable Development Goals into Poll Lab’s operations reflects the 

potential of practical learning innovations to support sustainable development. In particular, 

this involves the development of human resources, the creation of innovation, and the 

promotion of institutional collaboration—all of which serve as essential foundations for 

driving society toward sustainable development. 

 

Discussion 

The findings from the implementation of the Poll Lab Model at Suan Dusit University provide 

meaningful insights into how experiential learning environments can transform higher 
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education practices in the digital era. The discussion that follows interprets these results 

through theoretical, empirical, and comparative lenses, while reflecting on implications for 

learning space development, learner engagement, and sustainable educational transformation. 
1. Transformative Role of Experiential Learning in Higher Education 

The Poll Lab findings affirm Kolb’s (1984) experiential learning theory and Dewey’s (1938) 

concept of “learning by doing,” which highlight that authentic experience is a crucial catalyst 

for deep learning and long-term retention. The significant improvements in Attitude, Skills, 

and Knowledge (ASK) among participants demonstrate that structured experiential activities 

— particularly those involving real data and authentic professional practice — enhance 

learners’ cognitive and affective engagement. This is consistent with Prince (2004), who 

emphasized that active learning environments promote critical thinking and adaptability. The 

Poll Lab thus exemplifies how universities can translate abstract theory into tangible, lived 

experience, closing the gap between classroom learning and workplace competency. 
2. Knowledge Co-construction and Collaborative Engagement 

The results further validate social constructivist perspectives (Vygotsky, 1978; Johnson & 

Johnson, 1999), demonstrating that knowledge sharing and peer collaboration contribute to 

both academic understanding and professional skill development. Poll Lab’s activities, which 

integrate expert–learner interaction and interdisciplinary teamwork, foster a community of 

practice that mirrors professional collaboration. Participants’ high satisfaction levels (mean = 

4.56, 92.18%) reflect a sense of belonging and ownership within the learning process. This 

finding underscores Ackers’ (n.d.) notion that when learners perceive themselves as “owners 

of their learning space,” motivation and engagement deepen. The Poll Lab’s open structure 

and facilitative teaching model, therefore, provide a template for participatory learning 

ecosystems that support sustainable knowledge construction. 
3. The Poll Lab as a Model for Data-driven Learning Ecosystems 

Distinct from traditional learning laboratories, Poll Lab emphasizes the use of real social data 

from Suan Dusit Poll as the central medium of learning. This data-driven approach situates 

learning within authentic socio-political contexts, bridging academic inquiry and societal 

relevance. Similar to the MIT Media Lab’s model of innovation through making and Stanford 

d.school’s design-based pedagogy, the Poll Lab integrates analytical, communicative, and 

reflective dimensions into a coherent ecosystem. Such integration transforms Brown’s (2009) 

concept of learning space into a living system — one that merges physical, digital, and social 

dimensions. As a result, learners not only acquire technical and communication skills but also 

develop a holistic understanding of the ethical and civic implications of their work. 
4. Alignment with Global Trends and Sustainable Development Goals (SDGs) 

The Poll Lab’s operational framework aligns with six Sustainable Development Goals (SDG 4, 

8, 9, 10, 16, and 17), reflecting its broader contribution to social responsibility and inclusive 

education. By cultivating professional competencies that respond to labor market demands 

(WEF, 2023), it supports SDG 8 (Decent Work and Economic Growth). Moreover, its 

integration of collaborative networks across disciplines exemplifies SDG 17 (Partnerships for 

the Goals). This alignment signifies a paradigm shift in higher education — from knowledge 

transmission to social transformation — demonstrating that learning space innovation can 

function as an instrument for institutional sustainability and civic development. 
5. Implications for Institutional Design and Pedagogical Innovation 

From an institutional standpoint, the Poll Lab demonstrates how universities can reposition 

themselves as “Intellectual Space Producers” rather than mere providers of instruction. Its 

success suggests that universities should adopt a multi-layered strategy integrating space, 

data, and pedagogy within a unified ecosystem. Such integration allows for adaptive learning 

pathways that align with individual learner trajectories while supporting collective goals. 

Furthermore, the Poll Lab’s emphasis on ASK development offers a replicable framework for 

embedding employability and citizenship education into curricula. The findings echo Darling-

Hammond & McLaughlin (2011), who argued that professional growth is maximized when 

learning environments combine reflection, collaboration, and authentic practice. 
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6. Challenges and Future Considerations 

Despite its successes, several limitations must be addressed to enhance the model’s scalability 

and long-term sustainability. Resource constraints and personnel specialization limit the 

expansion of Poll Lab activities across all faculties. Additionally, the lower satisfaction scores 

in theory-intensive sessions indicate the need for improved balance between conceptual and 

experiential components. Future iterations should integrate AI-driven analytics, blended 

learning formats, and longitudinal tracking to assess long-term impacts on employability and 

professional development. Establishing partnerships with public and private sectors could 

also extend the Lab’s reach and diversify its real-world data sources, enhancing its value as a 

national learning innovation. 

The Poll Lab contributes to the literature by integrating data-driven learning within the physical 

learning space paradigm, thereby extending Kolb’s experiential cycle into an institutional 

learning ecosystem model. This conceptual framework positions the Poll Lab as a bridge 

between experiential learning theory and higher education practice, illustrating how authentic 

data and interdisciplinary collaboration can transform university spaces into living 

laboratories for professional and civic development. By embedding real-world data into 

experiential cycles, the model advances a new understanding of learning environments as 

dynamic, evidence-based systems of practice. 

In summary, the Poll Lab Model represents a comprehensive, data-based, and learner-centered 

innovation in experiential learning. It bridges theory and practice, fosters collaboration and 

reflective engagement, and aligns educational design with both institutional missions and 

global sustainable goals. The findings highlight that when learning spaces are reimagined as 

ecosystems—integrating experience, collaboration, and technology—they can produce not 

only skilled graduates but also socially responsible citizens capable of driving positive change 

in an evolving world. 

 

Conclusion 

In the context of modern education, where digital technology, social change, and economic 

uncertainty continually challenge traditional learning models, the development of university 

learning spaces must move beyond conventional structured learning management. It must 

focus on creating a dynamic, flexible, and real-life connected Learning Ecosystem that aligns 

with the realities of learners’ lives. 

The development of Poll Lab by Suan Dusit Poll represents one of the key case studies under 

the One World Library to The University initiative, as a form of Place-based Pedagogy. This 

practical learning innovation emerges from the integration of experiential learning, 

professional skills, knowledge exchange, and collaborative learning, all supported by the 

OWL infrastructure at Suan Dusit University, which serves as a prototype for learning space 

design in higher education contexts. Poll Lab functions both as a skill training space and a 

real research laboratory, where learners actively participate in knowledge production 

processes alongside experts and professional communities. This reflects that the development 

of ASK (Attitude – Skill – Knowledge) can truly occur within well-designed spaces, both 

physically and procedurally. At the same time, OWL serves to integrate learning resources, 

learning processes, and learners through the principles of Library as Learning Infrastructure 

and Learning by Living. These principles have influenced the development of various 

university projects, transforming them into creative academic laboratories that support 

learners’ intellectual growth. 

Beyond the specific case of Suan Dusit University, the Poll Lab model demonstrates potential 

for adaptation across different cultural and institutional contexts. In resource-limited contexts, 

the model can be simplified through the use of publicly available datasets and open-access 

technologies, ensuring that experiential and collaborative learning principles remain intact. 

In Western higher education systems, where interdisciplinary collaboration and innovation 

are emphasized, Poll Lab’s data-driven inquiry can be embedded within project-based 
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curricula to enhance critical thinking and problem-solving skills. Conversely, in Asian or 

collectivist contexts, Poll Lab could be adapted to emphasize group cohesion and shared 

responsibility, aligning with cultural norms of teamwork and harmony. In institutions with 

advanced digital infrastructure, the model can also be expanded through AI-driven analytics, 

computer-assisted learning platforms, or virtual reality environments to increase inclusivity 

and global reach. These possible adaptations highlight Poll Lab as a flexible and scalable 

framework that transcends a single institutional case, reinforcing its potential relevance for 

international audiences. 

In implementing the Poll Lab model, universities should integrate a longitudinal evaluation 

framework to track graduates’ career development and the sustained application of acquired 

skills. A cohort-based approach  - conducted at 6 , 1 2 , and 3 6 months post-participation  - 

would capture employment outcomes, professional advancement, and the continued use of 

ASK skills. Employing a mixed-methods strategy that combines validated surveys, brief 

performance tasks, alumni interviews, and feedback from employers or faculty will ensure a 

robust, multi-dimensional evaluation. Such follow-up not only provides empirical evidence 

of long-term impact but also incorporates stakeholder perspectives, offering a comprehensive 

understanding of workforce readiness and professional growth. 

Overall, the “OWL to Poll Lab” model serves as a significant case study in designing learning 

spaces that systematically integrate data, space, and people. This model can be meaningfully 

applied to the development of learning ecosystems in other higher education institutions. 

 
Policy Recommendations and Applications 

Based on the study of the Poll Lab model as a practical learning innovation, the following policy 

recommendations and applications are proposed. 
1. Higher education institutions should support the development of new learning spaces. 

              The concept of "the entire university as a learning space" should be expanded beyond 

classrooms and libraries to include open spaces, community areas, and digital platforms as 

effective learning environments. This aligns with Brown’s (2009) perspective on learning 

space design that influences learning behaviors. 
2. Authentic data and real-world problems should serve as the foundation for learning. 

             Learning based on authentic data and real-world issues helps develop analytical 

thinking, problem-solving, and innovation skills. Educational institutions should collaborate 

with external organizations to develop research problems that address societal needs. 
3. Future skills should be developed alongside professional skills. 

Digital skills, AI literacy, and soft skills should be integrated into professional skill 

development to better prepare learners for future labor markets, as projected by the World 

Economic Forum (2023). 
4. A flexible learning ecosystem that supports lifelong learning should be developed. 

Educational institutions should design adaptable learning ecosystems that can be modified 

according to learning objectives and support lifelong learning. Digital technologies should 

serve as a bridge connecting physical and online learning environments. 
5. Learning space development should be linked to the Sustainable Development Goals (SDGs).

                                

The design of learning spaces and activities should consider the SDGs, especially Quality 

Education (SDG 4), Decent Work and Economic Growth (SDG 8), and Industry, Innovation 

and Infrastructure (SDG 9), to ensure broader and more meaningful impacts. 

Implementing these recommendations will promote the development of learning spaces that 

respond to both current and future societal contexts and serve as models for other educational 

institutions in developing practical learning innovations. 

 
Limitations and Challenges in Poll Lab Operations 

Although Poll Lab has been successful in developing practical learning spaces, several 

limitations and challenges remain, as follows: 
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1. Resource Limitations 

Developing new learning spaces that integrate advanced technologies and tools requires 

substantial budgets and resources. In particular, acquiring specialized software such as QPS 

MRDCL, which carries high licensing costs, may pose challenges for other educational 

institutions seeking to adopt this model. 
2. Personnel Challenges 

The operation of Poll Lab relies on personnel with expertise in survey research and data 

analysis, which are relatively rare skills in the academic field. Building and maintaining a 

team of specialists who can serve as coaches and learning facilitators remains a major 

challenge. 
3. Challenges in Scaling Up 

Despite receiving high satisfaction ratings, expanding Poll Lab activities to other faculties and 

programs presents challenges due to differences in academic contexts and specific needs of 

each discipline. This requires careful adaptation of activities to suit the unique characteristics 

of each field. 
4. Limitations in Long-term Impact Evaluation 

At present, Poll Lab faces limitations in tracking and assessing long-term impacts on 

participants' professional skill development and career success—key indicators of the 

effectiveness of the learning model. 
5. Challenges in Curriculum Integration 

Integrating Poll Lab activities into existing curriculum structures remains challenging due to 

scheduling conflicts, student workloads, and alignment with predetermined learning 

outcomes within each program. 
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