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•

Connecting (learning) experiences and learning
activities

•

through technology-supported learning scenario’s
using wireless/handheld devices

•

That learners experience through various contexts
(e.g. formal/informal and non-formal)

•

And hereby supporting, improving and enhancing
learning processes

•

So that learners experience a continuity of
learning across environments and settings (natural
versus designed combinations of locations, technologies
and social systems) at different times
(adapted from Sharples et al., 2012, p.24)
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What is ‘Seamless’ Learning?

Experience with supporting Seamless learning
experiences

What is context?
Context’ =
mental model created by humans
of the setting/surroundings of an event, statement, or idea
through their interaction with objects, ideas, instruments,
processess and actors (people)
in an environment or setting
(Wager & Atlas, 2015; Westera, 2012)
Context arises from the activity.
It is not just ‘there’, but is actively produced, maintained and
enacted (Dourish, 2004)

Wager & Atlas, 2015,
The neuroscience of placebo effects: connecting context, learning and
health

Example of a common context

What is a rich ‘out-of-class’ learning context?

Source: free online Seamless course from ELITE-project:
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•

Link between concepts and ‘real world’ (abstract vs. concrete) (Westera,
2011, p.201):
–

With senses experiencing and learning about properties of things
(e.g. smell) (Schank & Cleary, 1995 in Westera, 2011; Greeno,
1998)

–

Put knowledge into action: It allows learners to apply knowledge,
skills and attitudes, see their effects and that they are useful to
achieve objectives in the real world (meaningful and situated
learning, Lave & Wenger, 1991)

–

Learning as a social and contextualized ‘sense-making’ and coconstruction process (Scardamelia and Bereiter, 1999, 2006)

–

Retention and transfer of learning achievements in
various contexts

–

Awareness of relation between knowledge, skills, attitudes, talents
and (own) activities; insight in ‘applicability’ and meaning of
learning in relation to yourself and the world

http://www.spring.org.uk/2016/03/higher-wisdom-type-dance.php

Why is context important for learning?

Why ‘Seamless learning’ in and across contexts?
•

Applicable knowledge

•

Awareness of knowledge types (e.g. explicit, tacit/inert) and
different perspectives of the world

•

Supporting behavioural changes of individuals and groups through
awareness and reflection

•

Learning complex skills

•

Support personal growth of a person, with lifelong learning attitutes
and sustainable motivation

•

Improve retention and transfer of learning achievements to other
situations

•

Social learning and involvement of third parties in learning
processes (e.g. parents, experts, stakeholders, alumni)

Hofstein & Rosenfeld (1996).

Affordances of mobile technology to
bridge ‘gaps’ and support seamless learning
scenario’s
•

Look at the available technological functionality specific for a
mobile device (e.g. smartphone, tablet, smart watch), for example
gps, qr-code, communicaton functionality, making pictures/videos,
sensors

•

Link to ‘wished-for’ learning-and support processes across contexts

•

To discover the affordance and surplus value of this technology for a
learning scenario supporting this learning-and support processes

•

Example of Suarez et al (2018)
supporting learners’ agency in
Inquiry based learning

Example Supporting Seamless Learning Experiences:
‘Incidental’ learning
•

Objectives: Skill development and/or behavioral changes

•

Capturing ‘critical incidents’ in daily practices
(e.g. by means of audio/video recording, photo’s) or
capturing own behaviour (e.g. time spend on learning
activities, calories taken) (Tabuenca, Kalz, Specht, 2014)

•

Reflection and community support

•

Connect to ‘formal’ learning processes and objectives

Example scenario’s of
Supporting Seamless Learning
Experiences

Guided field-trips and location-based games for raising awareness
by ARLearn (Ternier et al., 2012; Rusman, Ternier & Specht, in press)

Process support (e.g. IBL, feedback/
reflection through formative assessment) for learning skills
(Ackermans, Rusman, Brand-Gruwel & Specht, 2016; Mikroyannidis et al., 2013)
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