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In this paper, I am going to base my argument on the similarities and differences between project-based learning and makerspaces and then see how to implement them in an educational setting (Graves, Graves, & Rendina, 2017). The term project-based learning refers to how students explore the real-world problems and later get to understand the challenges and benefit by acquiring deeper knowledge through a dynamic classroom. Project-based learning (PBL) also prepares the students towards a career success, their personal and academic life and equip them for the challenges in the world they will live (Larmer, &Mergendoller, 2012).
	Students get to work for a project in a given period of time which helps in solving a real-world problem then upon completion, they demonstrate what they have been able to acquire by coming up with a product. The knowledge and skills acquired can also be deployed through presentation to a live audience. Therefore, this would result in a better understanding of problems relating to the real – world, developing deeper knowledge, critical thinking, improve creativity and boost the communication skills of the students (Krajcik, &Blumenfeld, 2006). On the other hand, makerspaces refers to a state where students and teachers (teachers are the professionals mentors who offer training to the students while on the other hand, the students are the trainees or the learners) come together to design and build projects through practical experiences. The students can either work individually or as a group using a variety of either low or high technology tools. Makerspace also provide an environment where learning is made physical by applying science, math, and technology. It gives a thorough platform for projects in school and a reliable real-world experience upon application of the acquired knowledge where innovative students can come together to create excellent projects (Graves, Graves, & Rendina, 2017).
	Makerspaces helps students to take risks by building up from their own ideas which in turn improve their confidence. This prepares them towards their future and regarding them as leaders. It also provides a platform for the real world activities. Moreover, they give way to entrepreneur skills which are applicable to the real world. In this section, I am going to elaborate on the similarities between both PBL and makerspaces. Both PBL and makerspaces require working hand in hand with the student to help them generate essential questions towards their working environments. By doing so, the teacher proves that he or she is serious with their students. The questions help the students to make up their own knowledge and try to make sense towards solving their problem at hand. The aspect is similarly applicable in both contexts regarding project-based learning and makerspaces (Britton, 2012).
Moreover, PBL and makerspaces similarities portray that both the educator and the student have the freedom to go in the direction of what interests them. The expectation from the teacher towards the students is due in that the educators have to let go of the outcomes accepting the learning opportunities of their students by embracing what directions the students take as per the products attained in their work. It gives room for them to certify students’ ideas. In addition, the PBL and makerspaces correspondingly portray a platform for them to learn and explore new ideas. Therefore, the students create a project which helps to depict the learning done on a particular subject. The work then uncovers pieces of information required to answers the given questions and also solving a problem or else coming up with something new. In both environments, the learners gain knowledge through their work as they understand and enjoy the benefits of learning. The effective implementation of both the Maker education together with Project-Based Learning holds the perspective to induce relevancy. Both the strategies portray similar natural instructional elements in regard to the authentic response, sense play and fun, all senses usage, experimental activities, among others. The PBL and Makerspaces are multidimensional, multidisciplinary, and multisensory elevating the opportunities to relevant revelation to learners (Britton, 2012).
	However, in PBL, there is a gradual difference in documentaries, opinions, reports, and announcements as can be planned through this environment. The ideas and workable strategies are laid down in order to attain a given goal. Differently, in makerspace, we get to create the equipment needed in the spaces provided. This helps in making broadcasts in learning to the real world. It also forms a gateway to reaching out for the things needed in the field. In makerspaces, the process is essential where skills are needed to do the work, for instance, problem-solving. People are also needed in the environment where the teacher has to be dedicated to the learning. Naturally, the makerspaces obtains the capability to educate through different drop-in or planned clubs and activities, however, unofficial prominence pictures confrontations to the teacher. Finally, place of work is also critical in this environment. This refers to space where you can be able to work from (Range, & Schmidt, 2014).
[bookmark: _Hlk514296475]On the other hand, in PBL, craftsmanship refers to a quality piece of work performed and made true through the results attained. Secondly, the students need to have a steadfast thinking towards the desired standards and the knowledgeable skills for excellent work. Questioning is also essential in this environment where opportunities and high-level questions are laid upon by teachers and students. Finally, the students need to be distinct about the products, purpose and even the audience in the project (Canino-Fluit, 2014). The Project-based learning demonstrates an ordinary educational plan that aims towards career development and competence. The efficiently chosen confrontations and projects offer a practical importance revealing the link between education and the learner’s disappointment. In addition, it further serves as learner’s opportunity for individual interest support and development. The students are encouraged to have thoughts concerning their future work type. “The learning process of starting with a challenge and completing a “visible” project — that students can be proud of — helps to develop student’s confidence to tackle unknowns and to solve problems, certainly a career readiness trait” (Successful Practice Network, 2018). In comparison, both environments have a platform where work can be laid towards problem- solving and work performance. This shows that learning needs the scholar and the educator to be dedicated towards the purpose. The makerspaces offers a platform that is easy and efficiently can be set in education although it is shallow and not diverse in the way learning is done for a different knowledge gaining process. Unlike the makerspaces environment of learning, project-based learning gives finer details and actual steps which in turn provide a profuse sequence of learning (Range, & Schmidt, 2014).
Before citing an example on a hypothetical framework, I am going to base my argument on some advantages of project-based learning over makerspace process of learning. Students get to educate their fellow students. Similarly, in makerspaces, this is where PBL provide an environment for students in a higher rank to share knowledge and maybe essential skills needed in the real world with their junior students. Therefore, maybe during the task given, the students teaching students, get the chance to teach them in solving a problem. Skills and knowledge sharing would enhance chances that a learner obtains in learning, however, the knowledge is inversely shared in makerspaces. Students who have a better understanding and greater knowledge of the task at hand get to share with their junior students. This is to give them more knowledge in the task and again get knowledge for the work needed in other projects. Unfortunately, the aspect is unlikely applicable in the makerspaces. This ensures competence and individual familiarization in tasks execution by the learners (Britton, 2012).
[bookmark: _Hlk514296629]Secondly, teachers get to spend less time with individual students and thus saving much of their time. Teachers may, therefore, save a lot of time if this method is applied in schools. The teacher only needs to organize the students into working groups and then choose a leader in that every particular group or the students get to do it themselves. Then the teacher reaches out to the group leader of each individual group. He or she will explain the project to the leaders and then they will take the information to their group members where they will share as per the explanation from the teacher which consequently may emerge a suggestion to be a teacher-driven method of instruction. Later, the student who has got the better understanding of that task will get the opportunity to teach the others. Then the group will take the initiative to present the ideas and findings to the audience (Graves, Graves, & Rendina, 2017). The teachers should always serve as mentors where they portray role model traits that learners can emulate.  
Lastly, the students will have a better preparedness for the work in the real world. This is because every time a project is done, there is either failure or success, thus, the student gets to gain more knowledge and different ideas which emerges with innovative experiences in the real world situations. So, by the time they go to the real-world they have already filled their minds with useful knowledge of how some this should be encountered. This is due to how the task gives a good representation of the reality in the world and the things needed in the world. Providing a hypothetical example of how to show project-based learning, I will base my argument on steps in which the advantages outweigh the disadvantages (Rebekah & Lee, 2017). PBL has also more weight in its presentation and students get to gain more knowledge while using it. In step one, find a tangible problem regarding your students in the real world. You do this by looking for cases relating to your community, school, students where they give suggestions according to their interests. In step two, choose what you need by running the problem at hand. You can do this by helping your students to improve their skills in problem-solving, mingling at work, and processing content in a project-based learning.
[bookmark: _Hlk514296378]	Later on, the educator gets to provide materials helpful in their works. This step is done by distributing handouts and other content which will help them to focus on their purpose. Moreover, data that will also help in context and in ideas may be an added advantage. Step four, set achievable goals and expectations for what you want to gain. Step five, full participation of the students by filling gaps in knowledge, providing the hints towards gaining answers to questions. Finally, students get to present the ideas and findings the giving solutions to the problems brought up (Larmer, &Mergendoller, 2012).
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