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Personalised learning paths 

Narrative 

Ms Amand is a biology teacher who has a heterogeneous class of students with different levels of 

motivation and varying levels of understanding regarding the topics of the curriculum. She wants to 

bring the best out of each student in her class (adding value to their personal skills and interests) and 

help her students to progress in their knowledge of biological subjects. She contacts two colleagues 

from another school, a biology teacher and a librarian, who are willing to collaborate with her in a 

“hands on” project, using adaptive technologies to personalize student’s learning and open teaching 

and learning to places outside the school. 

To begin with, they select a topic for the “hands on” project. They decide to work on an environmental 

topic, Plastic pollution and the Great Pacific Garbage Patch, which is large enough to accommodate 

sub-topics to be chosen by students and leaves place to work on key topics of the curriculum such as 

sea currents and the nutrition of different animal species. They also decide to establish an assessment of 

students’ knowledge of these topics, which will be used to determine students’ initial knowledge and 

identify gaps to be covered. They implement such an assessment within the virtual learning environment 

shared by all the schools in the same region (including Ms Amand’s colleagues’ school) and accessible 

by students at home. In parallel, the three teachers collaborate to identify resources such as adaptive 

software, external experts and FabLabs that may help students build a 3D simulation of the Patch. 

The teachers find out, via the “what the research says”  educational website that “cognitive tutors” which 

adapt automatically to students’ responses and emotional states are efficient in improving students’ 

performance in problem solving and comprehension. 

In the beginning of the school year, students meet the teacher(s) in individual interviews to evaluate the 

results obtained in the assessment phase (performed at home) and establish an individual “road map” 

for the year. The teachers ask each student to think of a topic of interest in relation to the Great Pacific 

Garbage Patch. They give students the URL of selected multimedia resources presented in a Netvibes 

like interface. Students can use these resources at home or in the library to learn more about the Patch 

and define a list of topics. 

According to his/her road map, each student completes a list of activities using adaptive software to 

learn and do exercises. 

Group work is organised by the three teachers in collaboration with the students. Students put their 

preferential topics in TeamUp which comes up with heterogeneous groups matching topics. In each 

group, students are asked to define roles such as interviewer, writer, developer and coordinator. They 

will experience at least two of these roles over the year. Personalization is present at the topic definition 

level and attribution of roles in the group. The group’s task is to find original, specialized information on 

the topic, and prepare a multimedia presentation to be used by other students and inscribed in a 

European science fair (contest). 
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One group decides to build a simulation of the Patch using Arduino and/or a 3D printer. With the help 

of the teacher, they contact the closest FabLab to their region and also a non-governmental association 

that promotes innovation in informal educational settings in relation to FabLabs. Interviews with external 

experts are also planned by other groups. 

Formative assessment takes place across the project and students of both classes collaborate via the VLE 

to exchange best practices and solve practical problems collaboratively. Teachers organize a 

presentation of all projects at the end of the year in one of the schools for both classes, and they look 

for partners to sponsor the participation of one group of students at the European fair. 

Key concepts 

The main purpose of the scenario is to improve student’s learning experience, and ultimately students’ 

knowledge and skills, by adapting learning paths to students’ needs. There are different levels of 

adaptation. First, teachers work with students to assess initial knowledge and define personal learning 

goals. Second, interactive and adaptive software is used to adapt exercises to students’ comprehension 

level and respond to emotional states during learning. Third, there is a global level adaptation where 

different groups of students will work on different subjects according to their interests to foster 

motivation and engagement. All over this process, students are encouraged to reflect on their learning 

and to create links between what they learn at school and the outside. Teachers guide students on their 

project and help them assess their learning over the school year. 

Environment 

The scenario takes place in a rural school situated next to a larger city. The school wants to increase the 

value of its geographical location and of the technologies available (high speed Internet, mobile devices 

and laptops acquired with a local/regional/national equipment plan) by opening its facilities to a larger 

community with the goal of improving teaching and learning quality. The scenario’s activities are 

developed mainly inside school, but also at home (part of the personalized learning path), in a nearby 

factory of plastic packs (observation visit) and in a FabLab  (modelling environmental context). 

During one school year, the students follow the personalized learning path at school and at home. They 

organize visits and interviews (face-to-face and online) during school time. They exchange by 

videoconferencing with external experts during school time and perform information searches during 

the weekends and evenings. One visit to a FabLab is planned in the year. 

People & roles 

 Teachers in different subjects, with a lead teacher. They collaborate to plan and implement the 

project involving several classes.  

 Students can follow a personalized learning path thanks to the use of interactive and adaptive 

software available through the school network. 

 Experts (scientists, explorers, environmentalists, business men from the packaging area). They 

participate in the scenario by bringing information, testimonies and their views on the topics of 

study. Their role is to bring an external third-party view and help students build their learning 

path. 
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Interactions & pedagogical activities 

 Assessment with an online assessment tool via the VLE 

 Personalized exercises with adaptive software 

 Information searches on the Internet and the library 

 Interviews with external experts (via email, videoconferencing or chat) 

 Mindmapping the project (topics, concepts, etc.) 

 Writing, illustration composing, multimedia editing 

 Modelling and simulation with Arduino and/or 3D printer 

Resources & technologies 

 Autotutor: http://sites.google.com/site/memphisemotivecomputing/;  

http://wreg.com/2012/05/01/computer-technology-used-as-tutor/#ooid=p0MnNsNDpleZUV6m-

RWxQ30-7AY4K7Nq  

 Cognitive tutor: http://www.carnegielearning.com/secondary-solutions/cognitive-tutor/    

 http://www.cndp.fr/agence-usages-tice/template.asp?page=12&force=1&id=39  

 Photos, explorers’ websites 

 Computers, mobile phones and MP3 players (interviews, video shooting), camera 

 TeamUP 

 Bubbl.us 

 Hootsuite, Scoopit, TumblR 

 TitanPAD 

 WinMovieMaker or iMovie 

 Reprap, 3D printer, Arduino, MakeyMakey 

The Future Classroom Scenarios have been developed as part of the EC-funded iTEC project (FP7; 2010-2014). The  

Find more Future Classroom Scenarios in the Future Classroom Lab website (http://fcl.eun.org/directory) and learn 

how to create your own scenarios by using the Future Classroom Toolkit (http://fcl.eun.org/toolkit) 
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