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Kuinka rakentaa oppimiselle tilaa? Miten
nykyisia ymparistoja voidaan hyoédyntaa
paremmin ja monipuolisemmin? Miten
ymparistot, oppiminen ja hyvinvointi lin-
kittyvat toisiinsa?

Oppimisympéristod kdsitetddn useimmiten fyysiseksi ympé-
ristoksi, vaikka siihen kuuluu myos psyykkinen, sosiaalinen ja
kulttuurinen ymparisto. Myos kaytetyt menetelmat ja vélineet
ovat 0sa oppimisymparistdjd.

Tama tarinallinen tietokirja herdttaa katsomaan maailmaa
uudenlaisista nakokulmista ja laajentamaan oppimisymparis-
ton kasitetta uusille alueille. Teos nayttdd, miten voi edistaa
oppimista niin etta oppimisymparistd ja pedagogiikka tuke-
vat toisiaan.

Teos on suunnattu opettajille niin varhaiskasvatukseen,
perusopetukseen, toiselle asteelle kuin vapaaseen sivistys-
tyohonkin. Se tarjoaa uusia ajatuksia myos arkkitehdeille ja
muille ammattiryhmille, jotka ovat oppimisymparistojen kans-
sa tekemisissa ja niista vastuussa.

Teemu Leinonen tydskentelee Aalto-yliopiston taiteiden ja suun-
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What is learning?



MACROSYSTEM
Attitudes and ideologies of the
culture

EXOSYSTEM

MESOSYSTEM

INDIVIDUAL
(sex, age,
health, ete.)

Local politics



Metaphors of learning

1. Knowledge acquisition

2. Participation

3. Knowledge creation






Learning is an individual cognitive process
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Learmng is a socio- cultural process w1th

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




1Y '
Learning is a socio-cultural process with
an intention to produce artefacts
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Learning is a socio-cultural process with
an intention to produce artefacts
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Learmng lS a soc10-cultural process with
an intention to produce artefacts










Knowledge Participation

isiti Knowledge
acquisition

creation

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



f’
/
-

g

TITHINWN

7NN

FAEEBRRNY

Yéar2020+







Global social network penetration rate as of January 2023, by region

Social media: global penetration rate 2023, by region

Northern Europe
Western Europe
Southern Europe
Northern America
Eastern Asia
Southern America
Eastern Europe
Central America
Southeastern Asia
Western Asia
Oceania

Global

Caribbean
Northern Africa

Share of population

73,9%

70%
72%
71,3%
§ 705%
67,5%
637%
63,6%

62%

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 medi
Note(s): Worldwide; January 2023; social media users as a share of total population
Source(s): DataReportal; Meltwater; We Are Social

90%

83,6%
83,3%

statista %a


http://www.statista.com/statistics/269615/social-network-penetration-by-region

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
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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 i r
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 minuteg_Read more J

Note(s): Worldwide; 2012 to 2022; 16-64 years; social media and messaging
Source(s): DataReportal; GWI; Hootsuite; We Are Social


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

Average daily time spent by users in Europe on mobile apps from October
2020 to March 2021, by category (in minutes)

Europe: users daily time on apps 2020-2021, by category

Average minutes per day
0 10 20 30 40 50 60 70

Social 64,89
Games
Travel

Shopping
Sports

Entertainment

Finance

=
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 I r
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 J
Note(s): Europe; October 2020 to March 2021

Source(s): adjoe GmbH


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

Technology mega-trends

internet-based networks
growing computing capacity

automation and robotics (Al)




Learning mega-trends

formal and informal learning

social environments

analytics, self-regulated
learning (SRL) and reflection
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Power and
Control
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Learning mega-trends

formal and informal learning

social environments

analytics, self-regulated
learning (SRL) and reflection
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Learning mega-trends

formal and informal learning

social environments

analytics, self-regulated
learning (SRL) and reflection
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SimonWaldherr [CC BY-SA 4.0 / Wikimedia Commons]
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A view of the Roman Campagna. Claude Lorrain [Public domain / Wikimedia Commons]

Claude Lorrain mirror. wellcome.ac.uk [CC BY / Wikimedia Commons]

Video by Zoan, With permission from Head of Education Antti Lahtevanoja (tel.call. 10.10.2019)

Lake Vuoksa. - Dmitry A. Mottl [CC BY-SA 3.0 / Wikimedia Commons]
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