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Introduction

Realize that from the start, every activity that comprises the journey has value and the ability to 
teach you something. 	 -Bill	Toomey

The	Learning	Sciences	Lab	team	embarked	on	a	journey	to	develop	an	educational	
game	 to	 support	 the	 Secondary	 One	 Geography	 curriculum,	 covering	 topics	
related	to	the	earth	sciences.	In	our	third	year,	the	journey	took	a	slight	turn	with	
a	new	focus	co-developing	the	curriculum	with	our	collaborating	teachers,	using	
the	activities	and	tools	that	we	developed.	This	booklet	documents	our	journey.

In	this	booklet,	you	will	note	how	this	path	in	curriculum	weaves	through	terrains	
as	we	 looked	 into	 the	 students’	 interests,	worked	with	 the	 school’s	 schemes	of 	
work,	noted	the	students’	other	interests,	and	re-worked	with	updated	schemes	of 	
work.	But	on	the	whole,	this	path	covers	a	terrain	that	begins	with	finding	students’	
motivation,	identifying	the	lesson	design	principles	that	support	this	motivation,	
developing	 lessons	 to	 concretize	 these	 lesson	design	principles,	 and	 arriving	 at	
a	tentative	end	point	where	we	review	how	students	learn	within	our	developed	
curriculum.

You	will	also	find	that	our	path	in	curriculum	design	intersects	with	the	teacher’s	
own	path	of 	pedagogical	development	and	the	students’	paths	towards	learning.	
You	will	hear	a	variety	of 	voices	telling	you	of 	these	
learning	 journeys:	 the	 researchers’	more	 formal	
academic	report,	the	teachers’	reflective	voice,	
and	the	students’	spontaneous	words.

We	hope	you	will	enjoy	stories	of 	this	journey	
as	 much	 as	 we	 enjoyed	 providing	 the	 lesson	
structures	 and	 activities	 for	 these	 stories	 to	
emerge.

I’m really enjoying my lessons with 1/4. Today Wei Yu 
left the class shouting “Geography Rocks!” I wonder 
where that was coming from. We made brief eye con-
tact as he gave me a cheeky grin. Hehehe... Mr. CEO 
(student’s nickname).

Teacher’s reflection journal, 10 Feb 2010

●					●					●

●					●					●
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What	is	the	place	of 	emotion	in	learning?
•	 Learners	have	emotional	relationships	
to	the	content	of 	the	lesson

•	 Efforts	 in	 learning	 are	 related	 to	
emotional	 relationships	 between	
teachers	and	peers

•	 Learners	process	social	cues	and	direct	
their	 attention	 to	 their	 personal	 and	
social	goals

•	 Group	 level	 emotions	can	 impede	or	
improve	learning	performance

How	do	we	support	positive	use	of 	group	
emotion	in	classes?
•	 Build	 positive	 emotions	 around	
interesting	content

•	 Discuss	 personal	 relationships	 and	
stakes	with	content	knowledge

•	 Find	meanings,	inspirations,	and	worldviews	beyond	the	classroom	work
•	 Create	meaningful	links	beyond	conceptual	ones	provided	in	textbooks
•	 Design	objects,	interactions,	contexts	to	bring	out	emotional	resources

Alfie,	age	12

Learning is a social activity, which requires 
interactions with the environment, tools, 
people, and also ourselves (e.g., our 
previous experiences). Each interaction 
provides different meanings to learners, 
and the associated emotion affects their 
learning and performance. With the 
premise that emotion and cognition are 
distributed, [we] suggest two principles 
for considering emotion in the design 
of learning technologies: use relational 
meanings around content; and think 
of emotion as providing resources for 
learning, design, and research. 

(Kim, B & Kim, M.S. 2010. Distributed 
Emotions in the Design of Learning 
Technologies)

●					●					●

●					●					●
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Embarking Points: Finding highly-motivating Anchors in Dino-
saurs and Disasters
In	 our	 curriculum	 designs,	 we	 used	 ‘dinosaurs’	 and	 ‘disasters’	 as	 curricular	
‘anchors’.	 These	 ‘anchors’	 encourage	 relational	 meanings	 with	 concepts	 and	
content	material	to	animate	positive	group	emotions	as	students	work	with	these	
content	material.	This	decision	is	drawn	from	our	observation	of 	how	students	
drew	 on	 imagery	 of 	 ‘massiveness’	 and	 ‘grand	 scales’	 in	 their	 story-telling,	
activities	geared	 towards	providing	 ideas	 for	our	game	design.	They	spoke	of 	
earth	movements,	hulking	dinosaurs,	grand	extinction	events,	and	time	travel.	In	
the	words	of 	one	participating	student:

“The bad guy, Huai Gu Tou, has managed to capture several 
dinosaurs and does not want Prof. KongLong to succeed in his 
plans to become rich and famous. So he plans to annihilate the 
entire dinosaur population by rearranging the tectonic plates in 
such a way that all the volcanoes on Earth would erupt at the same 
time and cause the extinction of all dinosaurs. Professor KongLong 
sent his team of avatars to retrieve the machine that Huai Gu Tou 
stole from him to rearrange the tectonic plates in order to prevent the 
mass extinction of dinosaurs”

Furthermore,	we	also	discovered	that	students	wanted	to	act	in	their	
‘large’	narrative	worlds,	using	equally	colossal	powers.	In	one	story,	the	students	
told	of 	a	plan	to	foil	a	villain’s	attempt	kill	off 	all	dinosaurs	using	robots,	by	
destroying	his	factories	using	the	sheer	power	of 	erupting	volcanoes:	

The avatar thought of an idea by using the volcano ‘valbentor’ to destroy the 
factory. In order to that, you have to steal the pressurizer 3056 from (bad guy) 
at his company. […] The way to use the pressurizer is to aim the pressurizer at 
the volcano and after doing it you have to wait for 30 seconds. it will erupt and 
destroy the factory. Thats for the tectonic plates.
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These	stories	contributed	to	the	narratives	of 	the	game	design	that	we	produced	
to	 support	 learning	 in	 the	 classroom.	 In	 the	 2010	 implementation,	 we	 co-
designed	a	 curriculum	 that	worked	with	a	game	about	 fossil	hunting	around	
the	key	anchor	of 	 ‘dinosaurs’,	noting	the	connections	it	held	with	prescribed	
curricular	topics,	such	as	earth	movements	and	rock	cycles.	

However	 from	 our	 2011	 implementation	 onwards,	 we	 increasingly	 turned	
towards	using	with	 ‘Disasters’	 as	 a	 stronger	 ‘conceptual	 anchor’,	 because	we	
found	tighter	connections	with	a	larger	range	of 	topics.	By	extending	‘massive	
events’	from	the	example	of 	volcanic	activity	to	many	other	examples	of 	natural	
disasters,	we	 could	 address	many	other	 topics	 such	 as	weather,	 erosion,	 and	
landforms.
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Deciding How to Journey: 
Working with Principles for 

Learning Designs
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We	wanted	to	create	a	learning	space	that	encourages	positive	relationships	towards	
Geographic	content	and	inter-personal	relationships	among	teachers	and	students	
as	 fellow	 inquirers.	With	 that	 in	mind,	we	decided	on	how	we	would	chart	out	
‘directions’	towards	motivated	learning,	using	below	design	principles:

1.	 Engage	 them	 in	 group	 activities	
(developing	epistemic	communities)

2.	 Start	 with	 open-ended	 questions	
that	 encourages	 the	 use	 of 	
their	 preconceptions	 and	 their	
own	 approaches	 (setting	 up	
meaningfulness	of 	the	topic)

3.	 Engage	 them	 in	 activities	 that	
provide	 relevant	 experience	
(using	 game	 or	 other	 tools)	

4.	 Require	 them	 to	 produce	 group	 or	
individual	 artifacts	 (encouraging	
their	 ownership	 of 	 the	 process	 and	
product)

5.	 Develop	a	sharing	mechanism	of 	the	
class	(encouraging	making	their	ideas	
public	and	further	conversations)

6.	 Engage	 them	 in	 consolidation	 and	
linking	 activities	 (understanding	 the	
connections	and	gaining	confirmation	
about	the	ideas)

The	 following	 chart	 shows	 how	 the	 elements	 of 	 the	 design	 principles	 are	
expected	to	support,	which	draws	upon	relational	meaning	around	content	and	
emotions	as	a	resource	for	learning.
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Finding Pathways: Curricular Framing
In	our	co-design	of 	the	curriculum	with	the	teachers,	we	found	ways,	through	
design	iterations,	to	make	greater	coherent	connections	with	the	school’s	formal	
scheme	 of 	work.	By	working	 closely	with	 the	 school’s	 curricular	 frames,	we	
could	better	respect	the	school’s	plans	for	lesson	progression	and	accommodate	
the	 constraints	 of 	 assessment	milestones	 that	 are	 standardized	 across	whole	
levels	of 	classes.	The	table	below	gives	an	example	of 	how	we	matched	some	
of 	 the	 activities	 that	 are	 related	 to	our	motivating	 anchors	 to	 the	prescribed	
topics	in	one	of 	our	collaborating	schools.	By	shifting	weight	towards	a	more	
dominant	use	of 	‘Disasters’	as	an	anchor,	we	could	find	tighter	integration	with	
these	prescribed	topics.	That,	in	turn,	allowed	greater	depth	in	understanding	
earth	phenomena	through	a	coherent	exploration	of 	natural	disasters.

On reflection of last week’s lesson, I think I only managed to pick up after the 1st lesson. 
in the first lesson, I learned that students were giving all sorts of answers through the 
my questions. And perhaps one comment can just lead to the next and so on.

Teacher’s reflection journal, 19 Jan 2010

●					●					●

●					●					●
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Topics in CHS 
Scheme of  Work

Examples of  our 
collaborative input to 
the 2010 curriculum 
with ‘Dinosaurs’ as 
anchor 

Examples of  our 
collaborative input to 
the 2011 curriculum 
with ‘Disasters’ as 
additional anchor

Proposed further 
integration with 2012. 
Curriculum

What	is	Geography? Thinking	Questions:	
What	makes	Earth	
livable?	What	made	
dinosaurs	extinct?

Fieldtrip	to	Pompeii	
exhibit	at	the	
Singapore’s	National	
History	Museum.	Talk	
by	visiting	Geologist.

Exploration	of 	different	
types	of 	disasters	and	
collection	of 	primary	
sources	data	related	to	
each	disaster.

Landforms	of 	the	
Earth

Jello	activities	
simulating	Earth	
movements.	Location	
of 	fossils	and	
movement	of 	plates.

Jello	activities	
simulating	earth	
movements.	Locate	
active	volcanoes	on	
Google	Earth.	Thinking	
Question:	Where	
does	the	heat	from	
the	Earth’s	core	come	
from?	Rain	erosion	and	
fossil	exposure	videos.

Jello	activities.	
Exploration	of 	
relationships	between	
landforms	and	natural	
disasters.

Physical	and	Human	
environment

Explore	how	people	live	
with	disasters	and	adapt	
to	natural	forces.

Rock	Cycles Thinking	Questions:	
How	are	fossils	
formed?	What	kinds	
of 	rocks	are	likely	to	
have	more	fossils?

VAD	game	play		
Examine	rock	
formation	map

Game	play	of 	‘Dino	on	
Plates’	and	exploration	
of 	fossilization	and	
weathering.

Interpreting	
Topographic	maps

Voyage	to	the	Age	of 	
dinosaurs	game	and	
worksheets

Voyage	to	the	Age	of 	
dinosaurs	game	and	
worksheets.	Thinking	
Questions:	What	
kinds	of 	map	will	tell	
me	where	to	look	for	
fossils?

Explore	topography	of 	
disaster	areas	and	looking	
at	relationship	between	
landscapes	and	natural	
disasters.
VAD	Gameplay

Environment	
through	
photographs

Explore	photographic	
images	of 	disasters	and	
exploring	them	in	relation	
to	Geographic	concepts.

Challenge:
With pupils coming in with all sorts of knowledge from their own schema, there is 
bound to be knowledge that I have not come across myself. How should I handle the 
situation?

Teacher’s reflection journal 19 January 2010
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We	marked	out	stations	 in	 the	students’	 learning	 journey	with	activities	 that	
have	“value	and	the	ability	to	teach”.	We	have	selected	two	of 	our	designed	
activities	as	examples.	The	first	uses	‘Jello’	to	simulate	earth	movement.	The	
second	uses	game	play	to	immerse	students	in	a	virtual	environment	where	they	
learn	how	to	use	tools,	such	as	a	compass	to	get	around.	We	have	included	part	
of 	a	worksheet	to	illustrate	how	students	were	‘prompted’	to	learn	navigation	
skills	in	this	virtual	environment.

Milestones on the Journey: Learning Activities



12

Teacher: “Two students in this [group] had never spoken up in class before […], so 
the Jello experience seems to have changed the social dynamics of the class and 
encouraged them to join the conversation reflecting on their experience.”

Classroom debrief, 11 March 2010

The Jello Activity
The	jello	plate	tectonics	and	volcano	activity	is	a	hands-on	concrete	experience	
that	allows	students	themselves	to	manipulate	simulated	tectonic	plates,	letting	
them	create	fold	mountains,	subduction	zones,	fault	lines,	and	even	a	volcanic	
eruption,	all	from	gelatin,	perhaps	best	known	under	the	brand	name	of 	Jell-O.	
This	 is	 a	 concrete	 experience	 which	 with	 opportunities	 for	 reflection	 and	
abstract	conceptualization	provides	good	conditions	for	deep	learning.	Jello	is	
an	ideal	material	for	simulating	tectonic	plates	and	their	movements.	Like	soft	
craft	foam	and	clay,	it	deforms	in	response	to	pressure;	but	unlike	them	it	also	
melts	at	relatively	low	temperatures,	which	gives	a	better	show	of 	rock	layers	
melting	under	conditions	of 	heat	and	pressure	that	can	be	reproduced	in	the	
classroom.	Using	jello	slabs	in	contrasting	colors,	one	dark	and	one	light	helps	
the	learners	observe	and	articulate	discussion	of 	their	movements	(collision,	
faulting,	folding,	melting,	etc.).	Jello	provides	a	good	condition	for	connecting	
the	underlying	processes.

●					●					●

●					●					●
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Immersion in a Virtual World
The	‘Voyage	to	the	Age	of 	Dinosaurs’	game	is	another	tool	we	designed	to	
support	 students’	 learning.	 In	 the	 game,	 the	 player	 is	 expected	 to	 navigate	
around	 terrains,	 looking	 for	 dinosaur	 fossils.	 Immersion	 in	 this	 game	 play	
supported	students’	navigation	and	map	reading	skills.	Game	play	also	provided	
knowledge	for	 further	discussion	about	 fossils,	 fossilization	processes,	 rock	
types	and	rock	cycles	in	future	classes.	

Following	 is	 an	 extract	 from	a	 student	worksheet	 that	 requires	 students	 to	
apply	Geographical	concepts	to	what	they	observe	in	the	virtual	environment.

Your task
1.	 From	 your	 start	 location,	 look	 around	 to	 find	 the	
volcano.	Which	direction	are	the	volcanic	mountains	
located?	(Hint:	Look	at	your	compass)	

2.	 Which	directions	is	the	river	located	in	relation	to	the	
volcanic	mountain?	(Hint:	Refer	to	the	Main	Map)

3.	 Locate	the	bridge	crossing	the	river	and	head	to	the	
middle	of 	the	bridge.	Look	into	the	water.	From	which	
direction	is	the	river	flowing	to?

4.	 Look	up	to	the	sky	in	the	Southern	Region	in	the	World	
and	 you	will	 notice	 a	 floating	 rock	 in	 the	 air.	Head	
towards	the	floating	rock	and	stand	under	it.	You	do	
not	need	to	be	exactly	under	it	but	roughly	close	to	it.	
What	is	the	grid	coordinate	for	this	mysterious	rock?

5.	 What	 is	 the	bearing	of 	 this	 rock	from	the	Volcano?	
(Hint:	Stand	below	the	rock	and	turn	on	the	compass)	
(293-315	degrees)

6.	 Now	that	you	have	explored	the	World,	describe	and	
list	down	3	landforms	you		around	you.

Congratulations!		You	have	now	mastered	the	use	of 	the	
compass!
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“The MR [Mastery Review] are out and my kids did pretty well for the paper. 
In fact, the best! However, I realise that when the paper is combined with 
the other components, like the daily work, their results averaged out. Guess 
more effort needs to go into monitoring their daily work”

Teacher’s reflection journal, 4 March 2010

●					●					●

●					●					●

Minghan,	age	13
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Pupils being more confident in speaking up in class. At least 80% are speaking up 
in class now. Isn’t it wonderful. I’m just so encouraged each time when the usually 
quiet ones like Yew Kuan, Yang Gun, James, Martin, Lawrance, Kenny contribute 
during lessons

Teacher’s reflection journal 24 April 2010

Looking Back on the Terrain 
and Taking Stock: Research 

Findings
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In	our	analysis	of 	the	classroom	practice	from	the	2010	implementation,	we							
fou	nd	a	general	progression	where	 the	 students	participated	with	 increasing	
stakes	 towards	 their	 content	 learning	with	 greater	 collaborative	 effort.	They	
started	 to	 ask	 more	 questions	 from,	 about,	 and	 around	 curricular	 content.	
They	 worked	 with	 these	 questions	 that	 emerged	 in	 their	 own	 ‘voices’	 by	
experimenting	with	their	own	conceptualizations	as	‘tools’	towards	knowledge	
building.	Students	took	responsibilities	to	help	move	their	peers’	 ‘interesting’	
ideas	from	the	confines	of 	small	group	discussions	towards	the	larger	and	public	
space	of 	a	whole-class	discussion.	The	table	below	illustrates	a	transformation	
of 	 classroom	practice	 that	 is	 characterized	by	greater	 competencies	 towards	
collaborative	knowledge	building.

Design	principles
Students	and	teachers	in	the	
classroom

Engagement	with
content	and	concepts

Engagement	
with	relational	
meanings	around	
concepts	drawing	
on	emotional	
resources

Working	in	
groups

Cooperatively	or	
alone

Working	or	
conversing	
within	groups

Working	or	
conversing	within	
and	beyond	
groups

Open-ended	
questions

Researcher-
generated

Teacher-
generated

Student-generated

Activities Researcher-
generated

Teacher-
generated

Emerged	in	
the	classroom,	
responding	to	
lesson	progression

Artifacts Researcher-
suggested

Teacher-
consolidated

Ideas	and	
diagrams	emerged	
from	class	
discussions

Sharing	
Mechanism

Group	leaders/	
vocal	members

Teacher’s	
selection

Quietest	pupils	
volunteering

Linking	Ideas Predetermined	by	
curriculum

Teacher-
facilitated

Teacher/	student	
mediated
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The	 relational	 meanings	 towards	 the	
content	lesson	is	sustained	as	students	spoke	
and	worked	with	 their	 own	 concepts	 and	
understandings,	considered	by	 the	 teacher	
as	‘interesting’	contributions.	Without	pre-
judging	 the	 scientific	 accuracy	 of 	 such	
conceptions	yet,	the	teacher	allowed	ideas	to	
surface	not	from	authority	but	from	robust	
debates	that	enabled	students	to	learn	from	
sets	of 	others’	‘internally	persuasive	voices’,	
directed	towards	scientific	accuracy.

I like the fact that recently, there has 
been use of metaphors and images from 
a student to help the class understand 
about why denser air retains heat better 
than less dense air. Ron used the 
imagery of the cotton cloth versus wool. 
Cotton fibres are spaced further apart 
and therefore heat cannot be retained 
just like air molecules at higher altitudes 
are spaced further apart and therefore 
the temperature is cooler

Teacher’s reflection journal 24 April 2010

One	 very	 important	 emergence	 from	
such	an	ownership	of 	 the	knowledge	
collaboration	 process	 is	 that	 some	
students	 took	 on	 the	 teacher’s	 role	
as	 a	 knowledge	mediator,	 themselves	
articulating	 different	 points	 of 	 views	
given	by	the	class,	and	offering	tentative	
synthesis	 or	 moving	 a	 discussion	
forward.	 Such	 competencies	 were	
acknowledged	 and	 celebrated	 by	 the	
class.	 That,	 in	 turn,	 directed	 positive	
social	motivation	towards	the	learning	
process.	

For instance, Ron raised an interesting 
question in class. He wanted to know if the 
size of eruption is dependent on the size 
of the volcano. Instead of giving them the 
answer, I asked the class to find out and 
generally, more of them did. This led to a 
lively debate in exchanging views where the 
boys brought up various other facotrs that 
might indeed affect the volcanic eruption 
instead of the size of the volcano

Teacher’s reflection journal 31 March 2010

●					●					●

●					●					●

●					●					●

●					●					●

Carlo,	Age	12
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We	also	noted	that	our	project	carried	
continuing	impact	on	our	collaborating	
teachers’	practice.	One	of 	our	teachers	
expanded	her	roles	in	class	to	include	
that	 of 	 a	 teacher,	 a	 facilitator	 and	
also	 as	 a	 co-learner.	 Further,	 that	
created	spaces	for	students	to	expand	
their	 roles	 as	 ‘co-participants’	 in	 an	
inclusive	 and	 respectful	 community	
of 	practice.		

I like the following things that has been hap-
pening to me:
1. Asking more questions in class
2. Challenge of working with the answers the 

pupils have given me and at the same time 
being able to synthesise them into the di-
rection that I would like my lesson to follow

3. How it is transforming me as a teacher and 
my whole being in the type of questions I 
ask

4. Working with the unpredictably of the pu-
pils’ responses and then having to think on 
the spot for JIT lesson to deal with miscon-
ceptions

Teacher’s reflection journal 4 March 2010

●					●					●

●					●					●

Kenny,	Age	12

Where Next? Further 
Explorations
One	constraint	towards	a	very	vibrant	
culture	 of 	 knowledge	 discussion	 is	
that	our	teachers	need	to	consolidate	
concepts	 that	 are	 tested	 in	 formal	
assessments.	In	2012,	we	are	working	
towards	 moving	 very	 interesting	
questions	 that	 students	 raised	 on	 to	
an	online	social	 learning	network	for	
schools	known	as	“Edmodo”.	We	are	
looking	 at	 how	 such	 an	 ‘alternative’	
space	 can	 continue	 to	 support	
students’	 emotional	 resources	 in	
their	 curiosity	 and	 to	 drive	 towards	
knowledge	 building,	 while	 allowing	
‘space’	 for	 the	 teachers	 to	 complete	
what	they	need	to	cover	in	class.
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Summary

In	the	course	of 	reading	this	booklet,	you	would	have	reflected	with	us	(1)our	
starting	goals	 in	designing	a	curriculum	that	support	meaningful	connections	
with	 content	 knowledge	 and	 positive	 learning	 environment,	 (2)the	 process	
of 	designing	activities	to	support	these	connections,	and	(3)	the	results	of 	an	
emergent	 classroom	 practice	 that	 is	 characterized	 by	 a	 close	 engagement	 in	
class	 activity	 and	knowledge	building.	 In	 closing	 this	 account	of 	our	project	
implemented	thus	far,	we	would	like	to	summarize	by	placing	our	starting	goals	
with	the	emergent	result	closely	to	see	how	some	of 	our	goals	are	matched	with	
their	results.

In	our	co-designing	of 	a	curriculum	for	students’	learning,	alongside	the	teachers,	
we	wanted	to:	
1.	 Focus	 on	 finding	 students’	 personal	 ‘relationship’	 and	 stake	with	 content	
knowledge,	and	to	build	positive	class	and	group-level	emotion	to	support	
knowledge	building.	

2.	 Test	out	our	‘design	principles’	for	lesson	planning	to	support	these	goals.

The	emergent	classroom	practice	has	the	following	characteristics:
1.	 Students	ask	questions	in	class	that	form	the	basis	of 	class	discussions
2.	 Students	participate	in	class	discussion	using	their	own	‘voices’,	with	higher	
stakes

3.	 Teacher	helps	in	building	knowledge	using	the	students’	own	voices
4.	 Students	 take	 responsibility	 to	 help	 each	 other	 within	 a	 ‘community	 of 	
practice’	of 	co-learners

We	 can	 summarize	 the	 emergent	 classroom	 practice	 as	 one	 that	 makes	
connections:	between	the	students’	own	knowledge	and	the	content	knowledge,	
between	their	emotions	and	their	learning	objects,	between	their	own	experiences	
and	 the	 subject	 of 	 class	 discussions.	 These	 connections	 come	 by	 a	 greater	
ownership	 of 	 classroom	 knowledge	 and	 processes.	 Furthermore,	 by	 gaining	
confidence	in	that	their	‘ideas’	matter	within	this	classroom	practice,	students	
also	draw	in	material	from	outside	a	‘typical’	Geography	class	discourse,	from	
other	subjects	and	from	their	‘outside’	experiences.	

One	key	achievement	we	made	in	this	project	is	that	we	have	matched	a	goal	
of 	co-designing	a	curriculum	for	students	learning	to	a	result	of 	linking	ideas,	
emotions	and	experiences	in	and	out	of 	the	classroom.
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