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This special issue presents articles from the Learning 
Sciences Laboratory at Singapore's National Institute 
of Education. We propose the reframing of the learning 
sciences as sciences of becoming. As noted by many 
scholars (e.g., Deleuze & Guattari, 1987; Gee, 2008; 
Ricoeur, 2002; Wenger, 1998), learning is an ever
changing process involving identity construction and 
reconstruction in social contexts. In order to understand 
this complex becoming process, the learning sciences 
field adopts an inter-disciplinary approach and relies on 
theories from many scientific disciplines to study learning 
as a becoming process. This idea is variously explicit or 
implicit in the international learning sciences community 
at several levels. At the level of philosophy, the learning 
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sciences are informed by process philosophies that 
focus on social construction, relation, agency, and 
context. At the level of methodology, most projects 
involve design research, which entails an iterative process 
of understanding the complex ity of certain phenomena of 
learning. This is intertwined with the becoming process of 
people in relation to the ever-changing context. 

We see all the articles in this special issue as 
contributing to this reframing of the learning sciences 
as sciences of becoming. The articles are grouped by 
different levels of becoming-philosophy, learners 
(individuals), pedagogical processes, and contexts. These 
articles are followed by a concluding one on projective 
identity, which we position as an emergent and significant 
area of research in the learning sciences, encapsulating 
many features of the process perspective. 

Philosophical Groundings 
This special issue begins with Chee's Studying Learners 

and Assessing Learning: A Process-Relational Perspective 

on the Learning Sciences. His article is an invitation to 
more dialogue on developing a process philosophy. 
Specifically, he distils three issues for consideration. Firstly, 
relational thinking focuses on Webs of connections within 
multiple contexts. This has implications in the modern 
diverse and plural societies nurturing civic and com
munity development, an important area in the learning 
sciences. Secondly, experience (as theorized by Dewey) 
and becoming are central to process phi losophy, since 
they provide the anchor for an individual's search for 
personal meanings. Based on Whitehe~d (1978), experi
ence is inevitably emotion-based. Becoming is conceived 
as a process in which the individual develops himself/her
self through choices made. For example, an individual 
could develop into a professional through a trajectory of 
learning experiences and career choices that he/she has 
made. Thirdly, given the two points above, Chee reframes 
traditional understanding of causation as networks of 
interdependencies rather than in simple causa l effects 
terms. The ''causes" and "consequences" reported in 
design projects should therefore be interpreted as multi
ple, intertwined, and mutually constituting each other. 

Learners 
The next two articles foreground the learner/ 

individual as constructors and co-constructors in learning 
and fit neatly with our view of learning sciences as 
sciences of becoming. In Lim, Chen, and Hung's 
Thumbtops as Learning Tools: From 'Development for 

Learning' to ' Learner as Developer,' the authors focus on 
the idea of learners as developer/designer/producer, a 
popular approach most learning sciences projects take. 
This challenges the traditional notion of the learner as 
a consumer, a new kind of relational thinking. This view 
of learner is noted as also involving a process of becom
ing nurtured by institutional supports. Kim and Kim's 
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Distributed Emotions in the Design of Learning 
Technologies takes Whitehead's link between experience 
and emotion one step further, by proposing that emotion 
can be distributed. Their project designed for "relational 
meanings," and as part of this design, for distributed emo
tions (as well as cognition) as an important resource and 
design principle in immersive online game play for learning. 

Pedagogical Processes 
From learners, we move on to the design of peda

gogical processes to facilitate learning processes. The two 
papers, Bielaczyc and Kapur's Playing Epistemic Games 
in Science and Mathematics Classrooms, and Looi, Chen, 
and Patton's Principles and Enactment of Rapid 
Collaborative Knowledge Building in Classrooms, are 
popular approaches in the knowledge building discourse 
of learning sciences projects. One salient feature of 
the two projects is student collaboration, in which learners 
co-construct and negotiate meaning towards building a 
knowledge community and becoming active members in 
that community. 

Contexts 
Next, relational thinking entails the consideration 

of multiple relational contexts. Therefore, context 
(relations within and across contexts) matters in 
most· learning sciences projects, but is articulated in 
different ways as shown in the next four papers. Anderson 
and Chua's Digital Storytelling as an Interactive Digital 
Media Context advocates reframing digital storytelling as a 
production context foregrounding exploring, critiquing, 
and sharing. This notion of digital storytelling as 
production context goes beyond but includes its other 
uses, such as developing skills, promoting reflection, and 
connection-making and nurturing voice and empower
ment. The project by Zuiker, Think Global/Design Glocal, 
presents a different notion of context as the relational 
coupling of technology and learning sciences methodol
ogy to create a context for meaning-making and learning, 
in this case, via the developing of glocal curriculum 
in a multi-user environment. Lim's Implications of 
Placedness for Learning in Multi-User Virtual Environments 
expands our understanding of the learning context in 
online worlds, such as Second Life, an important learning 
sciences concern. Most face-to-face issues related to 
space and place apply in this "virtual" environment. 
The so-called 'virtual' can be felt as real as face-to-face 
environments. This is essential for relational thinking in 
the 21st century context, where online and face-to-face 
contexts become more and more intertwined. This leads to 
the next article, by Chen et a/., Connecting Learning 
Spaces Using Mobile Technology. The ubiquity of mobile 
technology calls for studies on their use in the learning 
sciences. Their framework of seamless learning is 
inherently about being relational, designing learning 
across different (everyday learning) contexts and learning 

spaces, and involving different groups, such as parents 
and teachers. 

An Explication 
The last article, by Hung, Jamaludin, and Chen, 

Investigating Projective Identity Trajectories for 21st 
Century Learning, concludes this special issue by showing 
a specific example of learning sciences as sciences of 
becoming, by explicating the idea of projective identity. 
Projective identity (enacted by online avatars) is in essence 
about becoming, in which identity is general~y understood 
as "an evolving trajectory that is always changing." 
Projective identity exhibits the process/becoming 
perspective. For example, relational thinking pervades 
their discussion of projective identity seen as a dialectical 
interplay of projective with offline identity and there
fore offline and online contexts. Similarly, experience 
and emotions are considered central to the 
individual's construction of online projective identity in 
developing and maintaining interest and passion with 
respect to a goal and anticipated rewards in 
game play. 

Conclusion 
In conclusion, we note tllat it is productive to reframe 

the learning sciences as sciences of becoming. To do 
so for this inter-disciplinary field, drawing from many 
sciences (Sawyer, 2006), is particularly germane in a 
context of constantly changing digital technology from 
which emerge ongoing challenges for learning scientists 
to respond in relational and huma~istic ways. We 
nave noted the feasibility of reframing learning sciences 
as sciences of becoming in the articles in this issue 
that address significant topics of research in the 
learning sciences-philosophical grounding, learners, 
pedagogical processes, contexts, and identity 
development. 0 
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