
Supporting Student Voice and Self-Directed Learning in Makerspace 

The 7 Learning Principles  

 
Learning Principle 1 
EDUCATOR:  Students absolutely love coming to Makerspace and this creates a 
wonderful learning community.  Our Makerspace is often described as the “Make Up 
Your Own Mind” space--choice is everywhere.  Students can choose the activity or tool 
they want to explore, they choose the content they wish to develop and include in their 
work, they choose with whom they want to work--a partner, a small group or maybe on 
their own.  As part of the learning log, students then reflect on how those choices 
impacted themselves. Did they find a new partner with whom they collaborated 
extremely effectively?  Did they find they learned best through watching a YouTube 
tutorial or were they more comfortable working from a list of written instructions?  How 
did they feel when they tried something brand new and maybe had struggles initially?  
Students are given ownership of their learning in our Makerspace and that is so 
energizing and empowering. 

 
Learning Principle 2 
EDUCATOR:  At any given time in the Makerspace, there are students working 
individually, with partners and in small groups.  Students are given the responsibility to 
make choices about how and with whom they would work--but the expectation was 
always to be productive and not to impede the choices made by others. When nobody 
physically in the Makerspace could provide a student with the help he or she needed, 
that student could reach out to others via YouTube, Skype, FaceTime, and so on.  
Collaboration--be it face-to-face or virtual--is a key factor to the success of our 
Makerspace program. 

 
 
Learning Principle 3 
EDUCATOR:  Makerspace provides students with an opportunity to learn about their 
passions.  It is unlikely for a Library Learning Commons to have all the physical 
resources on hand to support the students’ explorations into their varied passions.  
Technology, however, provides students with access to an almost limitless supply of 
information.  Sometimes in our Makerspace, it is the technology itself that sparks 
students’ interests.  Students, with a partner or on their own, can explore the world of 
3D design and printing, robotics and computer programming.  This open access to 
ideas and to tools is motivating for students. 

 
 
Learning Principle 4 
EDUCATOR:  To the Makerspace, students bring with them a variety of previous 
experiences and skills.  Makerspace provides open access to ideas and to tools so 
there is an entry point for every student in a school community.  A Makerspace mindset 
also encourages those who have certain skills to help those who are interesting in 
gaining these skills.  All year, we have seen examples of collaboration that spans the 
different grades and different social groups.  Our Makerspace is a community in which 



individual strengths are celebrated and individual differences are appreciated and 
accepted. 

 
Learning Principle 5 
EDUCATOR:  A willingness to “tinker” is part of a growth mindset and tinkering is an 
integral part of a Makerspace.  One has to be willing to create a project, assess it, 
identify places for refinements, make the required changes, re-assess, etc.  Students 
will design, build and create and then assess.  Students, in all likelihood, need to go 
back to the drawing board and refine their project--sometimes with large edits and 
sometimes with small tweaks.  This willingness and almost eagerness to persevere 
helps students develop growth mindsets. 

 
Learning Principle 6 
EDUCATOR:  The nature of Makerspace means that very few students are ever 
working on or completing the same task at the same time.  Students may not even be 
working on tasks that address skills and expectations from the same subject area or 
curriculum.  What is common, regardless of the work being completed by students, is 
the fact that effective self-assessment is central to student progress and student 
learning in the Makerspace.  Students are expected to keep a digital learning log in 
which they record reflections and set goals.  These learning logs provide teachers with 
opportunities to re-visit past log entries and coach students on their metacognitive skills.  
We know that as these skills develop, a student becomes better able to adjust his 
actions to improve the quality of his work. 
 
 
Learning Principle 7 
EDUCATOR:  Software, apps and tools that students explore during their time in 
Makerspace often have relevance in their subject-area classes.  Students who explored 
a green screening app called “Do Ink” during Makerspace went on to create a 
presentation for their History class that seemed to have them travel to the Charlottetown 
Conference to share their ideas about Canadian Confederation.  Students who explored 
3D designing with TinkerCad used these skills to create joiners for the math 
manipulative “straws” that would allow them to construct polygons that were not limited 
to having 90 degree angles.  There is no one subject area attached to Makerspace--it 
supports learning across all curriculae.  

 


