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Introduction

“One of the core functions of 21st century 
education is learning to learn in preparation for 

a lifetime of change”
(Miliband, 2003, presented at North of England Conference)
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21st century Competencies
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‘Learning to Learn’ in Previous Research
• Metacognition (Pintrich, 2002; Schraw, et al., 2006);

• Self-regulated learning (Winne, 1997; Winne & Perry, 2000);

• Operalisation through classroom instruction (Baird & White, 1996; 
Beeth, 1998; Gunstone & Mitchell, 1998; Mason, 1994);

• Science education: six strategic areas (Schraw, et al., 2006);

• Language learning: assessment for learning (AfL) (William, 2006);

• Strategies across subject areas (Zimmerman, 2002, 2008);

• Higher mental functions (Vygotsky, 1978);

• Learning and teaching and mental development (Galperin, 2002).
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Special Issue on Galperin’s theory
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Historical Backgroud

• Contemporary of Vygotsky

• Completed his education in 1921-26 as a psycho-neurologist in 
Kharkov (Ukraine)

• In 1932 was offered a position in Ukrainian Psycho-Neurological 
Academy

• The beginning of 1930s-life threatening atmosphere in Moscow and 
in 1932 Leontiev, Luria, Lebedinsky, Bozjovich and others moved 
to Kharkov where they met Galperin

• Vygotsky kept close contact with Kharkov group during his often 
visits there 
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The Contribution of Galperin
i. Specifying the unique character of human mental 

development emerging in social and cultural, tool-mediated 
practices;

ii. Conceptualising the nature and functions of human 
psychological processes as specific forms of activity, by 
outlining its structure and identifying the subject of 
psychology in studying of object-oriented activity in its 
ontogenesis;

iii. Identifying the role and the function of tools as imbued with 
relevant social experience and mediating learning activity.

06.02.2019Irina Engeness 8



Types of Orientation
I. Incomplete orientation: mediational tools and the essential 

characteristics of the target concept are identified by 
learners through trial and error.

II. Complete orientation: learners are informed about all the 
essential characteristics of the target concept and the 
mediational tools. 

III. Complete, but constructed by learners following an offered 
approach: created in collaboration with the teacher and is 
aimed at identifying the essential characteristics of the 
target concept and useful mediational tools. 
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Third Type of Orientation
• Reveals the essence of learning and promotes theoretical 

abstract thinking;
• Offers a unified approach to learning and forms the basis 

for creating links between sciences, subject areas and 
approaches to studying them;

• Learners master the essence of learning through studying 
a phenomenon which carries a new function: not as a 
studied object, but as a tool for studying how to go about 
learning. 
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Dialectics of Learning and Teaching
Forms of learning activity – dialectical transformation from the 
social external to the internal plane:

1. Motivation;
2. Orientation;
3. Materialised action – interaction with material or materialised 

objects;
4. Communicated thinking – speech as the main guiding tool that 

reflects learners’ activity with material or materialised objects;
5. Dialogical thinking – a dialogue of a learner with him/herself (as 

another person);
6. Acting mentally – mental act with a focus on the outcome.
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Research on Design Principles of Digital Environments

• Design principles emerge from previous research and 
inform future design activities (Bell, Hoadley, & Linn, 
2004)

• Design principles provide a bridge between theories of 
learning and practice of learning (Paavola et al., 2011)

• The origin of design principles can be either theoretically, 
empirically or practically informed (Hewitt & 
Scardamalia, 1998; Kaptelinin & Nardi, 2006; Paavola et 
al., 2011)
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Design Principles Informed by Galperin’s Concepts of Orientation

First, when designing a digital environment it seems 
important to: 
i) identify the target concept students need to develop their 
understanding about and 
ii) the essential features or structural parts of the target 
concept. 
The sequence of presenting the essential features of the 
target concept to learners should be identified taking into 
consideration students’ prior knowledge and skills.
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Design Principles Informed by Galperin’s Concepts of Orientation

Second, if a learning activity is to adequately assist the 
development of learners’ understanding of the essential 
features of the concept it might be organised according to 
the third type of orientation: complete but created by 
students by using an offered approach. 

The overview of the whole activity - ‘operational scheme of 
thinking’ might be integrated in digital environments to 
facilitate students’ understanding of an approach to 
learning they are to pursue.

06.02.2019Irina Engeness 14



Design Principles Informed by Galperin’s Concepts of Orientation

Third, some of the resources to assist learners in the 
development of their understanding of the essential 
features of the target concept may be presented in 
materialised form. 

Fourth, social interactions of learners in the form of group 
discussions facilitated by the teacher should be integrated 
in the learning process. These social interactions may 
establish premises for students’ knowledge co-creation and 
contribute to learners’ understanding of the target concept.
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Design Principles Informed by Galperin’s Concepts of Orientation

Finally, the role of the feedback and teacher’s 
facilitating of the learning process need to be 
accounted for in the design: the feedback provided 
to learners by digital tools or a teacher might assist 
students both in identifying the essential 
characteristics of the target concept and as an 
approach to learning to enhance students’ 
understanding about what learning makes. 
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Design Principles Informed by Galperin’s Concepts of Orientation

1. Identify the target concept, its essential features and the sequence 
in which these features may be presented to leaners;

2. Organise the learning activity according to the third type of 
orientation and present the ‘overview’ of the activity (operational 
scheme of thinking); 

3. Present some of the resources in the materialised form;

4. Intergrade social interactions of learners and the teacher;

5. The feedback provided should assist learners in identifying the 
essential features of the target concept and facilitate their 
understanding about what learning makes. 
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Conclusion
• The suggested design principles are tentative and might 

be examined in further research. 
• Galperin’s elaborations of the executive and control parts 

of the learning activity might provide useful additions to 
the suggested design principles. 

• Galperin’s study of orientation might offer valuable 
insights to inform new approaches for design of digital 
environments aimed to enhance learning and the 
development of students as learners in the 21st century.
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Special Issue on Galperin’s theory
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