
Tools

Ownership

Adapt

How can learners discover 
how they learn best?

Tools and strategies:
- Organization graphs (mind maps, fishbone, etc.)
- KWL and PMI charts
- Thinking strategies (talk out loud, peer teaching, 
"give and take"…)

Learn to use a tool
- demonstrated

- what is it good for?
- why use this tool?

Reinforcement

Learn which tools work and which do not:
- Abandon tools that don't fit individual.
- Adopt tools that work.

Apply tool to other 
learning situations

Exposure to different learning 
tools & strategies

Tools need to be visually present so 
learner can reference it and be reinforced.

Learner discovers what 
tools help them learn 

best. 

TIME
More time allows for more 

critical thought.

Learning doesn't happen at the end.
Learning happens during the process.

So how do we ensure 
there is a fertile 

process?

Control over how they 
process information.

Choice of how they get 
assessed

Can have choice of assignments or 
questions. 

Each varying difficulty so student can 
choose which best fits their comfort 

level.

Develop a sensitivity to 
their metacognition

Build a thinking 
vocabulary

(Teacher assisted?)

Some words:
kinesthetic, visual, auditory, 
reflective, sensing, intuitive, 
sequential / logical, global

Set goals for next 
time.

Reflection

Evaluate yourself 
before and after the 

learning activity.

Feedback
"I can improve on…"

Identify barriers

Seek clarification / 
guidance / conversation

What is "success"?
Need criteria for 

evaluation

Practice

Try again.
Iterate

Improve.

Control over learning 
and sense of ownership 
creates a safe learning 

environment.

Interaction

Guided - 
mentorship

Groups / 
paired

Solitary Frequency of 
interaction

Reinforcement

Encouragement

Tools:
- Learning Style Inventory
- Learning Style Assessment

Barriers

Language
Exclusion:
- perceived
- by design
- physical
- cognitive

Environmental

Comfort

Sometimes people need to 
be pushed out of their 
comfort zones to learn

Execution

Is the topic 
relevant?

Is the task well 
defined?

Am I wasting my time not on 
learning? (i.e. poor signal to noise 

ratio)

Formal evaluation:
- rubric
- requirements / standards

UIO, 
Cloud4All, 

Video Player

Understanding and Exploring How Learners Learn and Metacognition

The following diagram explores the metacognition space and may inspire possibilities in how 
Preferences for Global Access can help a learner to learn.

The thinking represented in this diagram can be interpreted as a system in which a user can
develop their own preferences for learning based on experience, self-reflection, peer interaction
and guidance from the teacher.

Teacher presents 
multiple tools. Students 

discover which they 
prefer.



LEARNER
learning across sources
(school, friends, library, family, social networks…)

learning across disciplines
(social, mathematics, computer science,…)
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transferring
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devices
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devices
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mobile
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device
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documents
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contexts)
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Learner's ecosystem

The following diagram explores the contextual issues, needs and tasks 
involved in the learning process, from the learner's point of view. 



course? ? ? ? ?

The student enters through a quiz to 
identify his learning style (optional)

intended for users that prefer guidance (e.g. senior users)
* Does the user really know his preferences?
* How can this be adapted to variations between courses? 

1

visual
audio

contents/
simplicity

annotation
tools

social

interactables
pace

The student enters directly to the course. 
Satellite options allow him to customize 
learning experience

2

intended for users that don't like guidance 
or have diverse preferences (e.g. teenagers)

...

Smart platform3

satellites contain: 
- preferences (visual aspect, transcription,…)
- tools (annotation, social,…)

preferences can be set by: 
- options (slider, check bruttons, etc)
- testing tools (like Koester performance test)

The platform is smart two ways:
- Learns from student's preferences and manners, to improve customization of new courses. 
- When the student selects a preference to modify it, the platform displays all related preferences. 

From a very basic set, the user can explore all preferences by: 
a) using preferences related to the one that is being modified (incrementable customizing)
b) searching

Conceptualizing a Customized Learning System

The following diagram explores at a high level what a possible customized 
learning system may look like. 
A learner specifies their preferences and the system adapts to their 
preferences. 



TOOLS PREFERENCES

Set deadlines

SCHEDULE

Share 
(w/ instructor, 

peers)

Distribute 
learning time

Set alerts

SETTING
GOALS

ANNOTATIONS

SOCIAL with peers

with instructor

with others

GROUPAL
WORK

Set 
learning 

pace

DATA 
VISUALIZATION

graphs

PML, KWL, ...
as alternative to 

other type of 
contents

tool to create 
own's graphs

EVALUATION

autoevaluation

evaluation from 
the instructor

evaluation of the 
course (feedback 
from the student)

SENSORY

Hear
Speak

See

DEXTERITY

Keyboard

Touchscreen

Pointing

COGNITIVE

Content

Language

Layout

DEVICE 
PLATFORM

Computer
configuration

Mobile
configuration

Display

INTERNET
ACCESS

CONTEXT

Quiet/noisy
environment

Attention
interferences

Static/moving
context

Tools and Preferences

The following diagram explores Tools and Preferences that PGA may contain. 
- Tools are resources that the learner may need to support his learning style. 
- Preferences let the learner customize the learning context and contents. 
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