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Defining Rhizomatic Learning



Active Digital Education- Key principles
• personalised learning

• sense-making

• collective knowledge construction

• critical thinking

• student centredness

• student voice

• changemaker attributes

• making connections

• continuous

• nomadic

• multiple paths

The ADE approach 
recognises that digital
tools can be harnessed to 
facilitate the co-construction 
of knowledge through 
technology-enabled
exchanges of ideas.



What can it look like in practice?

• Everyone in the ‘room’ shares their ideas on a range of software and apps that 
allows expression of ideas as the debate moves forward.

• In detail, readers might want to try combining the output from various 
communication systems to analyse the trajectory of community thinking:

• Twitter Walls; collaborative concept maps using Inspiration;
• emerging practice in collaborative games (players engaging remotely in virtual 

worlds);
• social networking; micro-blogging; wikis;
• Listservs, Padlet, Jamboard, Book creator, Kahoot, Mentimeter, Adobe Spark 

and Powtoon.

•



Aims for the use of online tools and strategies 

• Enable virtual placements and debates
• Punctuate online sessions with digital activities 
• Improve the pace and activity in online sessions 
• Capture and share online collaborations
• Facilitate sensemaking through digital making
• Use tools for assessment and reflection 
• Increase accessibility and inclusivity
• Create a sense of community
• Offer flexibility in the ways students access material, engage with it and 

show what they know.

‘In the early planning stages of 3061 we talked about the importance of online learning not being just the 
students accessing a LE via their laptops/mobile phones. It had to be a different style of learning and 
needed to incorporate collaboration, accountability and a feeling of belonging to a community. This was at 
the heart of all our online sessions. ‘



Universal Design 
for Learning 
(UDL): 
a framework and set of 
principles for curriculum 
development that gives all 
individuals equal 
opportunities to learn.
UDL can guide the 
development of flexible
learning spaces that can 
accommodate individual
learning differences by 
offering flexibility in the 
ways students access
material, engage with it and 
show what they know. 

https://www.cast.org/impact/unive
rsal-design-for-learning-udl

https://www.cast.org/impact/universal-design-for-learning-udl


Book Creator:
eBookmaking with 
images, video and audio

’Bookcreator – specifically for 
capturing and summarising 
information but also for end of 
seminars and presentations of 
learning.’
Adam Chapman

Jean Edwards PTD1076: Using digital technology to inspire and support learning



Link from eBook to Jamboard:
interactive whiteboard for online collaboration

Jean Edwards PTD1076



Book Creator combined with 
teaching session Padlet

Jean Edwards PTD1076



Bitmoji classroom:
Presenting session links via an interactive Google Slide

Jean Edwards PTD1076



Mathematics 
Manipulatives 
virtual 
classroom 

Lucy Westley ITT



Thinglink: make images, videos, and 360 content interactive 
with text, links, images, videos

Exploring a painting: 
Seurat, La Grande Jatte
by jean edwards

https://www.thinglink.com/JeanEd70


Groups interacting 
in Collaborate and 
posting in Padlet
Helen Tiplady ITT

Sharing student 
learning journeys in 
alternative provision 
settings

Emma Whewell and Alison Power



Padlet for 
knowledge 
exchange and 
artefact 
building

DLAB2 - YEAR 3 - 2022 
(padlet.com)

https://padlet.com/lorenacasal/sk6wlrlag8tb401s


Kahoot:
Poll, puzzle and quiz questions as well as ‘info’ slides in between. Students respond to the 
answers on screen by replying via the browser or app on their mobile phone.

David Meechan 
Ed Studies



Mentimeter: 
interactive presentations

David Meechan Ed Studies

Helen Caldwell EDUM074

Polls in Collaborate: Using Mentimeter for a 
word cloud, sharing the tab in Collaborate 
and then launching a Collaborate poll to ask 
students when they have contributed. 



Jamboard and AnswerGarden

Helen Caldwell
Jo Barrow



Multiple Jamboards: in groups in breakout spaces in the virtual classroom. Students use their 

microphones in collaborate to talk about what they are posting on the jamboard, before the jamboards are 
shared/presented in main room to the whole group.

David Meechan



Miro.com:
an online collaborative whiteboarding platform that enables distributed teams to work together, from 
brainstorming with digital sticky notes to planning and managing workflows.
Miro: An Online Visual Collaboration Platform for Teamwork

Helen Caldwell EDUM140

https://miro.com/




Helen Tiplady ITT3061 LE 4

Collaborate for 
debates (3)



Jamboard for 
an interactive 
slide 
presentation



Same Time 
Different Place

Different Time 
Different Place

Same Time 
Same Place

Different Time 
Same Place

Technology-
supported learning is 

continuous, 
facilitatory and can 

occur in any time and 
any space.

Frydenberg, M. (2022) CREATING A MULTI-ACCESS LEARNING COMMUNITY 
IN THE CIS SANDBOX – in press



Conclusion
• A key conclusion looking across all the findings is that professional 

collaboration and knowledge sharing is powerfully supported when the 

teachers, as learners, belong to a Community of Practice (CoP) .

• Members link to other communities across national barriers and time 

zones.

• Different forms of knowledge and expertise are developed, shared and 

refined in response to the tasks that the community face.



Summary of tools mentioned

Book Creator, Jamboard, Padlet, Adobe Spark, Powtoon, Bitmoji, 
Wakelet, Thinglink, Kahoot, Mentimeter, AnswerGarden, 
OneNote, Miro.com, Canva



More background from us

https://doi.org/10.1007/s10639-022-10892-1

http://www.meshguides.org/guides/node/880

https://doi.org/10.1007/s10639-022-10892-1
http://www.meshguides.org/guides/node/880


Activity: mapping rhizomatic learning to 
digital tools



•bit.ly/3zk93UE

Workshop activities-
Using Jamboard

https://bit.ly/3zk93UE

