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Teach 
Less 
Learn 
More



1. SCAN through the slides

2. PLUCK key ideas
3. ASK questions

4. CONNECT the dots

FLIP INSTRUCTION



• What insights did you have gain from yesterday? 
• What insights did you learnt from day before? 

Checkback:



Transdisciplinary Curriculum
Objective:
TLC ties in all the conceptual learning 

and deep learning  within individual 

subjects to allow it all to make sense 

in real world contexts.

Outcomes:
• Deeper, active learning
• Interweave of 21st century skills
• Sharpen and hone subject proficiencies
• Strengthen learner outcomes
• Learning, sticks!



Creative Problem-Solving Design

Heightens creativity with pedagogical
approaches and creative learning strategies
which infuse creative learning situated by
social, cultural, academic and personal
factors

Cross-Cultural Understanding

Develops global awareness, cultural
sensitivity and the understanding of
creative conflict mediation to ensure
cultural intelligence and enable learners to
become leaders of diverse teams.

21st Century Skills

Enables students to have strong
foundations in collaboration, multimodality,
digital literacy, and communication skills
and deepens their learning of individual
subject disciplines.

Transdisciplinary Curriculum







What if the way we teach is 
NO LONGER relevant or 

meaningful to our students?

What matters most to them?



Type in Chat..
ONE WORD to 
represent this 
picture?



New Norm WIDENS Digital Divide



SINGAPORE’S DIGITAL PENETRATION RATE

5.7 million 
population

Key your answer in the chat 
What percentage of Singaporeans uses Internet daily? 

82% vs Global: 67%

Source: statista.com

Social media 
penetration

79%
vs Global: 49%





Engagement tools- Pattern Interrupt
• What can we infer from 2617
• Motivation and attention span

• Shooting 2003 vs 2013
• Social media- when a ‘like’ is not necessarily like

• 92% multitasking- lower IQ
• Impact on teachers

• Teacher readiness, competencies and capacities
• JY: How might we encourage teachers to enjoy the use of 

the ICT tools professionally?













School opening will not 
necessarily mean 
traditional face-to-face 
learning in the classroom.



https://web.facebook.com/PEACO
fficial/videos/437459593901766

https://web.facebook.com/PEACOfficial/videos/437459593901766


Type in Chatbox: 

Your CONCERN/S of using 
technology in the classroom



Skills for a New Economy

Complex 
Communication

Expert Thinking





5. Negotiation

6. Quality Control

7. Service Orientation

8. Judgement and Decision Making

9. Active Listening

Future of Jobs Report 2018, World Economic Forum

2018 2022

1. Analytical thinking and Innovation

4. Active learning and learning strategies

5. Creativity, originality and initiative

6. Attention to detail, trustworthiness

7. Emotional intelligence

8. Reasoning, problem-solving and ideation

9. Leadership and social influence

10. Coordination and time management

1. Analytical thinking and innovation

4. Technology design and programming

5. Critical thinking and analysis

6. Complex problem-solving

7. Leadership and social influence

8. Emotional intelligence

9. Reasoning, problem-solving and ideation

10. Systems analysis and evaluation

2. Active learning and learning strategies

3. Creativity, originality and initiative

2. Complex problem-solving

3. Critical thinking and analysis







Creativity is 
being stifled by 
the education 
system

65%

37%

“Our creativity is being stifled by 
our education system.”

!" # $%

$"! #%

42% 41% 41% 35% 27%

74% 71% 70% 66% 46%

“Our government encourages 
schools to teach students to be 
creative.”

Schools are not doing enough

State of Create Study 2016, Adobe



2617





R O L L J A K
Innovate Better, Together

Air-jet water saving shower



Ineffective design & ideation sessions due to group dynamics of 
social loafing, groupthink & social anxiety.

The Innovation Gap

Individuals lack creative confidence & toolsets to tackle 
challenges on their own and foster innovation.

Innovation is perceived as a black box, difficult to learn and hard 
to implement cohort wide.









Singapore Learning Designers- Singapore Teachers for Teachers



29 Aug 2020

https://www.channelnewsasia.c
om/news/commentary/teachers
-coping-covid-19-coronavirus-
new-roles-challenges-13055482



Singapore Ministry 
of Education 
21st Century 

Competencies



Evaluation

Creativity

What are the 
knowledge/ content to 

apply?

How to assess the 
knowledge and skills 

acquired by the students?

Knowledge Imagination

C = fA(K,I,E)

Where is the novelty / 
originality of the ideas?



Evaluation

Creativity

Knowledge Imagination

C = fA(K,I,E)

ATTITUDE



".... We (teachers) lost the ability to catch children's 
imagination and forget what they are worth.”

Mr Nazrun Mizzry
CCAB, Ministry of Education, Singapore

Nasrun was previously John’s NIE student during his 
- Masters in Curriculum, Teaching and Learning (Med C&T) and 
- Management in Leadership Studies (MLS)



DESIGNING FOR PROBLEM FINDING 

THROUGH MAKING AND EXPLORATION

Given a creative space and autonomy to shape their thinking 
by offering  an “unstructured” approach for the  to As 
educators, it is critical to understand how creativity research, 
theories and models can better inform curriculum planning and 
lesson design and enactment.

APPLIED LEARNING





Edimpact’s Trandisciplinary Learning Curriculum















https://www.statista.com/statistics/487965/internet-
penetration-in-southeast-asian-countries/

“As of mid-2020, Singapore 
had the second highest rate 
of internet penetration 
within the Southeast Asian 
region, with 88.4 percent. 
Out of the total population 
of people in Singapore 
approximately 4.8 million 
were internet users."



ONLINE ACTIVITIES IN SG SINCE COVID-19

Source: statista.com



Motivation of Learning-
Relevance & Interest







https://www.ial.edu.sg/start-learning-innovation/in-lab/innovation-activities/CEE.html

Curated Cost-Effective and Easy-to-use Tools
iN.LAB curates educational technology (edtech) tools that are cost-effective, 
to help reduce costs in implementing blended learning, and easy to use in 
classroom, online and workplace learning. 



Breakout Room
Application of Authentic 
Task to IAL curated tools



Assessing with SOLO Taxonomy

Prestructural Acquiring 
bits of unconnected 
information, with no 

organisation and makes 
no / little sense. 

Unistructural
Simple and obvious 

connections are 
made, but 

significance is not 
grasped. 

Multistructural
A number of connections 

may be made, but the meta-
connections between them 

are missed, as is their 
significance for the whole 

(concepts). 

Relational 
Able to appreciate 
the significance of 

the parts in relation 
to the whole 
(concepts). 

Extended Abstract
Making connections not only 
within the given subject area, 

but also beyond it, able to 
generalise and transfer the 

principles and ideas









TikTok: Why Everyday People are Heroes?



TikTok: Why Everyday People are Heroes?
• PRESENTABLE, NOT PROFESSIONAL

• More people go online à No longer about being professional, 
• Getting your message out and publishing it FAST!

• PERSONAL, NOT PERFECT
• Bombarded with entertainment and ads that are all perfectly shot!
• Ad fatigue (where they become blind) à an angle as a friend

• AUTHENTIC, NOT ARTISTIC
• Getting straight to the point 
• Share message!







Core service / 
activity 

Motivational 
category 

Motivational 
affordances 

Psychological 
outcomes 

Behavioral outcomes 

Multiple choice quiz 
software tool 

Cognitive, 
social, emotional 

Points, feedback, 
leaderboard, time 
constraints 

Enjoyment, 
engagement 

Impact on learning (usefulness) 

Online learning tool Cognitive Badges Enjoyment, attitude 
towards badges 

Level of participation and quality 
of participation 

E-learning platform Cognitive, 
emotional, social

Leaderboard, badges Attitude towards 
gamification

Learning outcomes

Learning to use Adobe 
Photoshop 

Cognitive Clear goals, challenge, 
feedback, levels

Engagement, fun Effectiveness of learning 

A mobile information 
application for new 
university students 

Cognitive, 
emotional 

Achievements, clear 
goals 

Perceived added value 
of gamification, fun 

Exploration of the campus while 
interacting with the application 

Online learning 
environment

Cognitive Badges - Impact on time management, 
carefulness and achieving learning 
goals -

Virtual human patients 
for training healthcare 
students

Cognitive, 
emotional

Leaderboard, narrative 
(story/theme), deadline 
(challenge)

Difference in users’ 
approach to virtual 
patient interaction

Number and duration of 
interactions with virtual patients, 
likelihood of voluntary 
participation to a virtual patient 
interaction

Learning to use 
AutoCAD

Cognitive Story/theme, clear goals, 
feedback, challenge, 

Engagement, 
enjoyment

Task performance





is the use of game design elements 
in non-game contexts.
(Deterding et al., 2011)

Employees trained in Video 
Games
ü Learn more factual information
ü Attain higher skill level
ü Retain information longer than 

those who learn in less interactive 
environment

Gamification in the Workplace
Ø Employee Wellness Programmes
Ø Employee Training Programmes
Ø Increased engagement for routine tasks
Ø More innovative outputs



Gamification of Learning

• Gamification used as an educational approach to 
motivate students to learn by using video game 
design and game elements in learning 
environments

Game elements

Rewards and engagement



Phenomenon of Gamification

• Started as a trend connecting 
concepts and research in human-
computer interaction and game 
studies
• However, it is still not well 

established on how "gamification” 
directly relates to the above two 
domains
• “Gamified” applications provide 

insight into novel, gameful 
phenomena complementary to 
playful phenomena. 

Some strategic technology 
trends:
• Mobile-centric applications and 

interfaces: Touch, gesture and 

voice search; 

• Social and contextual user 

experience: Context-aware 

connections to improve the quality 

of interactions;

• Application stores and 

marketplace: Specific apps for 

users. 


