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What is learning?



Ecological framework for human development. (Bronfenbrenner, U, 1999)



Metaphors of learning

1. Knowledge acquisition 

2. Participation

3. Knowledge creation



1. Knowledge acquisition 



Learning is an individual cognitive process  



2. Participation



Learning is a socio-cultural process  



3. Knowledge creation



Learning is a socio-cultural process with 
an intention to produce artefacts
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Participation
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acquisition 

(Paavola, S., & Hakkarainen, K. (2005). The knowledge creation metaphor –
An emergent epistemological approach to learning. Science & Education, 14(6), 535-557.)
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Year 2020+



Statistics



Description: As of January 2023, Northern Europe was the region with the highest social network penetration rate, with a reach of 83.6 percent. Western Europe followed closely with 83.3 percent, and Southern Europe ranked third with a penetration rate of 76.7 
percent. In Eastern and Middle Africa, social media penetration stood at 8.4 percent and 7.4 percent, respectively. Globally, approximately six out of every ten people use social media. Read more
Note(s): Worldwide; January 2023; social media users as a share of total population
Source(s): DataReportal; Meltwater; We Are Social 
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http://www.statista.com/statistics/269615/social-network-penetration-by-region


Description: As of 2022, the average daily social media usage of internet users worldwide amounted to 147 minutes per day, up from 145 minutes in the previous year. Currently, the country with the most time spent on social media per day is the Philippines, with 
online users spending an average of three hours and 53 minute on social media each day. In comparison, the daily time spent with social media in the U.S. was just two hours and three minutes. Read more
Note(s): Worldwide; 2012 to 2022; 16-64 years; social media and messaging
Source(s): DataReportal; GWI; Hootsuite; We Are Social 
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Daily time spent on social networking by internet users worldwide from 2012 
to 2022 (in minutes)
Average daily time spent on social media worldwide 2012-2022

http://www.statista.com/statistics/433871/daily-social-media-usage-worldwide


Description: Between October 2020 and March 2021, users in Europe spent an average of 64.89 minutes daily in social media apps. Gaming apps were the second most popular app category based on users' daily engagement, with 18.2 minutes spent daily on 
average playing mobile gaming apps. Users in Europe spent 14.81 minutes on average per day on travel apps, and approximately only 13 minutes on entertainment apps in the examined period. Read more
Note(s): Europe; October 2020 to March 2021
Source(s): adjoe GmbH 
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Europe: users daily time on apps 2020-2021, by category

http://www.statista.com/statistics/1272863/europe-mobile-apps-time-spent-daily


internet-based networks

growing computing capacity

automation and robotics (AI)

Technology mega-trends



Learning mega-trends

formal and informal learning

social environments

analytics, self-regulated 
learning (SRL) and reflection
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We need more research.



Thank you – Kiitos.



?
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