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What is ‘Seamless’ Learning?
• Connecting (learning) experiences and learning

activities

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

• That learners experience through participation in 
various contexts (e.g. formal/non-formal)

• And hereby supporting, improving and enhancing
learning processes

• So that learners experience a continuity of 
learning across environments and settings at 
different times 

• and are, for their learning process, optimally benefiting 
from their practical experiences across contexts

(adapted from Sharples et al., 2012, p.24)



Experience with supporting Seamless learning
experiences



Source: free online Seamless course from ELITE-project:
https://ou.edia.nl:18010/course/course-v1:OUNL+SLC1+2018

https://ou.edia.nl:18010/course/course-v1:OUNL+SLC1+2018


Seamless learning

Hybrid learning
Continuity in learningCross-over learning

Out-of-school learning

Outdoor learningMuseum Learning

Experiential learning

Learning from field work

Bridging formal, informal and non-formal learning

Boundary crossing

Borderless classroom Meaningful learning

Cross-contextual learning

Inquiry learning
Mobile learning





Supporting Seamless learning experiences

• What can learners do/experience/learn (activity/action potential/opportunity) 
in interaction with this environment/at this location that has a specific surplus 
value compared to other settings?

• How can this accelerate/strengthen/enhance/re-inforce their learning 
process that currently takes place in different environments/settings?

• How can we support a continuous learning process between various 
learning environments and settings (with help and surplus value of (mobile) 
technology?)

https://w
w
w
.sanctam

aria.nl/activiteiten/stud
iereizen-en-excursies/veldw

erk/

h8ps://new
s.usc.edu/139316/gi>-supports-

the-baum
-fam

ily-m
aker-space-at-usc-viterbi/

https://www.sanctamaria.nl/activiteiten/studiereizen-en-excursies/veldwerk/
https://news.usc.edu/139316/gift-supports-the-baum-family-maker-space-at-usc-viterbi/


Generic Learning Outcomes (GLO’s) 

Bollo, 2013
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Outdoor Learning: 
Open vs Enclosed space

Outdoor open space e.g. a 
river trail, a nature ramble.

Outdoor enclosed space e.g., 
tunnel at a fortress, exhibition area 
inside a castle.

Tan & Rusman, 2018



How can we foster these learning processes?
Facilitating an ‘overarching context’ by means of e.g.:
•Inquiry-based learning (weSPOT)

•Experiential learning
•Networked and collaborative learning
•Learning by play; play-based learning

•Problem-based, project based, design based and competence based learning

Fostering activities like: 
•Collaboration: knowledge co-construction, argumentation, logics, cognitive 
conflict/grounding, organization, social binding
•Observation and imitation of object/processes/examples/role models
•Comparison (of performances, of experiences), feedback, reflection and critical thinking

•Story-telling and story-making (creation/construction)
•Inquiring/researching and designing/creating



Technology-’enhanced’ through use of mobile devices

Kearney et al. (2012): 
Mobile learning from a pedagogical perspective

Suarez et al. (2018):
• (contextualized) guidance and support
• Access to content
• Capturing data
• Creating content
• Collaboration, communication and interaction
• Contextualized experience 

(augmented, immersive, adaptive)

For fostering ‘agency’ translated in:
• Control over goals and stragegies
• Control over content and options for reflection
• Control over actions and options for monitoring

See overview on: https://www.ou.nl/mobile-apps

https://www.ou.nl/mobile-apps


weSPOT: Inquiry-based (collaborative) and explorative learning

• Autonomy of learner (Suarez, et al., 2018)

• Learning and guidance processes central (individually, collaboratively)
(Suárez, Ternier, Prinsen & Specht, 2016)

• Surplus value of technology to support learning and guidance/supervision processes

Tools:
weSPOT Personal 
inquiry manager 
and DoJo-IBL



Bijv. In MindErgie game in VO 
(Firssova, Kalz, Börner, Prinsen, Rusman, Ternier & Specht (2014).



https://streetlearn.appspot.com/#/home

Ternier, Klemke, Kalz, Van Ulzen, & Specht (2012)

https://streetlearn.appspot.com/


Begeleide veldexcursie(s): Florence en MijnStad

Tool:
ARLearn (Ternier et al., 
2012)
(augmented reality)

https://streetlearn.appspot.c
om/#/home

https://streetlearn.appspot.com/


Professional personal development for teachers

based on work for ‘Onderwijspaspoort’ 
from Dr. Wendy Kicken and Jeroen Storm

• Professional personal development

• Learning from critical incidents

• Structured and frequent reflection on own competences and 
achievements

• Together with comparable ‘buddies’, e.g. ‘starting teachers’

• Increasing awareness of own development and employability

• Increase ‘ownership’ and ‘self-regulation’ of  own learning 
process



Self-assessment

Formulate
learning 
objectives and 
tasks

Capture moments

Display personal 
growth 

(self/others)

Track personal
growth





‘moments’ or ‘critical incidents’











Viewbrics: Mirroring and mastering complex generic skills 
with video enhanced rubrics through a technology-enhanced 
formative assessment methodology

‘Like master, like man’ 

More info on (Dutch):
https://leraar24.nl/viewbrics-geeft-
beter-inzicht-in-ontwikkeling-van-
21e-eeuwse-vaardigheden/

Ackermans,  (accepted); Rusman et al., 2018)

https://www.leraar24.nl/viewbrics-geeft-beter-inzicht-in-ontwikkeling-van-21e-eeuwse-vaardigheden/
https://www.leraar24.nl/viewbrics-geeft-beter-inzicht-in-ontwikkeling-van-21e-eeuwse-vaardigheden/


Experience the ‘seamless learning’ design space 
yourself:

• design a seamless learning scenario for a 
relevant domain (30 min)

• in small groups (4/5 people)
• through the use of a poster design template
• be prepared to present your SL scenario in 5 

minutes to the rest of the group 
• in the last 10 to 15 minutes of the workshop

(Rapp &
 Gom

m
ers, 2018; Rusm

an, 
Ternier &

 Specht, 2018)



Interested? Contact us!

Ellen.Rusman@ou.nl
Topic leader ‘Seamless Learning Design’
https://www.ou.nl/welten-seamless-learning-design

@EllenRusman

mailto:Ellen.Rusman@ou.nl
https://www.ou.nl/welten-seamless-learning-design
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