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Have a question?



What started us on self-directed learning?
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What constitutes self-directed learning?

Pause & Consider



Extract from Self Directed Learning with ICT: Theory, Practice and Assessment (p.12-13)

Amongst these diverse perspectives of SDL, we find the definition proffered by Gibbons
(2002) most useful for our formal education in Singapore. According to Gibbons (2002),
SDL is “any increase in knowledge, skill, accomplishment, or personal
development that an individual selects and brings about by his or her own efforts
using any method in any circumstances at any time” (p.2). Gibbons’ (2002) notion of
SDL stresses the importance of developing ownership of learning as it will motivate a learner to
pursue a learning goal and persist in the learning process. Based on his perspective, SDL
involves initiating personally challenging activities and developing personal
knowledge and skills to pursue the challenges successfully. This notion of SDL
resonates with what our Singapore Education Ministry aims to achieve through the third ICT
masterplan. Specifically, we think it leads to three important aspects entailed in self-directed
learning: (a) ownership of learning; (b) self-management and self-monitoring; as well as (c)
extension of learning.

Relevant ISTE Standards for Students: Empowered Learner & Knowledge Constructor 





What are some examples of SDL tasks?



Grade 7 Singapore History
Sample SDL Task 1

Grade 8 Russian History
Sample SDL Task 2

Let’s refer to Handout 1 & 2 in the conference digital tote…





Read & Review
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What other observations can you make
about these SDL tasks?



Relevant ISTE Standards for Teachers: Facilitate and Inspire Student Learning and Creativity



Design principles mediate between learning theory and the design of learning.
When based on the learning mechanisms embodied in the design of classroom
activities, participation structures, and social surround, design principles provide
a framework for understanding how and why things work in the
classroom. They make explicit the design considerations that are
critical for iteratively analysing and optimising the design and implementation of
the ICT-based pedagogical practices to improve student learning.

Professor Dr. Manu Kapur
eduLab Project Consultant 

Chair of Learning Sciences and Higher Education
ETH Zurich, Switzerland 

“

Relevant ISTE Standards for Teachers: Design and Develop Digital Age Learning Experiences and Assessments



How can we design for self-directed learning?



*Makes us think about physical setup & social norms, 
which we sometimes neglect when planning a lesson

Participation 
structures used to 
engage with the 
activity

Social surround
used to frame the 
context

Activity engaged 
in by participants

What are they doing? How are they doing it? Where are they doing it?*

3 Layers of Learning Design



2 Design Questions

How can we design activities that promote active learning
with technology?

Activate learning Promote thinking 
& discussion

Facilitate 
demonstration of 

learning 

Monitor and 
provide feedback 

Active Learning Processes



2 Design Questions

How can we facilitate the different types of interactions 
in the active learning processes? 

Students

ICT Tool or ICT-enriched task

Content

Teachers

Credit: Diagram by Dr. Choy Ban Heng from National Institute of Education, Singapore 



1 Instance of Implementation with Videos

Grade 9 English Language Arts
Sample SDL Task 3

Let’s turn now to Handout 3
in the conference digital tote…



A • Activate thinking • Prime students to learn through activity
• Promote thinking & 

discussion*
• Guide student to attend to pertinent content in the video
• Enable students organize and examine information from the video, 

and glean new insights using prior knowledge and/or other sources 
• Facilitate demonstration 

of learning
• Offer opportunities for students to apply insights gleaned, which 

can be similar or different from the video context
• Monitor & feedback • Provide students with concrete suggestions for changes and/or 

improvement

P • Facilitate collaborative 
learning*

• Ensure students think independently before working with others
• Encourage sharing of ideas among students

S • Create a safe environment for students to explore and generate

1 Instance of Implementation with Videos
Video-Based Learning Design Principles
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