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We have a system design problem

We’re asking our education system to perform tasks 

it wasn’t designed to do.



The Challenge

We must prepare today’s 

learners for jobs that do not exist, 

requiring skills that have yet to be 

defined.



What we know about jobs in the 

future

Three big “buckets”

• Jobs for which learners will apply and 

that primarily require following direction

• Jobs for which learners will apply, but will 

be hired for what they can learn

• Jobs for which learners will not apply, 

jobs they will create



The Problem

We have a system designed for the 

agrarian/early industrial economy.

We tried to make the system fit the knowledge 

economy.

We now face an innovation economy, 

demanding constant learning & new ideas, 

while relying on a system designed for 

compliance and predictability.



The Answer

Not:

More pressure, more accountability, more 

shame and blame

Rather:

Redesigning the system to create capacity to 

meet the challenge



What is required?

We must engage the most under utilized resource 

in most classrooms: Learners



All learning is personal

“Learning is autonomous requiring an active, self-
constructed intentional process. (Sinatra, 2000)



Standards/    
Curriculum

Implications

Standards/    
Curriculum



Research Support

• Bandura

• Wingfield and Wagner

• Black and William

• Schlechty

• Dweck

• Pink

• Hattie

• Bloom

• Many others



Learning Continuum

Motivation Efficacy Ownership IndependenceEngagement



Learning Continuum

Educator 
Driven

Learner 
Driven

Personalized to
the learner

Personalized with
the learner

Personalized by
the learner



• Purpose

• Mastery

• Interest/Passion

• Curiosity

• Challenge

• Autonomy

DRIVERS OF INFORMAL LEARNING



Situation game

Instruction

• The situation game is meant to create 

feedback on different phases in one’s life.

• Different factors (persons, activities, contexts, 

..) might have influenced one’s development 

in a formal or informal way. This exercise tries to 

make explicit some of these factors.

• The game focuses on personal qualities



Situation game

Exercise (1)

• Take any situation from your life experience on

which you look back with pride.

Describe this situation and write down:

• Why am I proud?

• With whom was I in the ‘situation?

• Who else helped?

• What helped to make it a success?

• What does this tell me about myself?



Situation game

Exercise (2)

- Explain your ‘situation’ to your neighbour

- And vice versa !

- Be interested in your neighbour 

- Ask critical questions to make the situation 

of your neighbour more transparent

	



Situation game

Exercise (3)

Give your reflection on each other to 

each other.

Result: you should now be able to write 

your own qualities



Situation game

Qualities Specify Proof

Social skills and competences

Organisational skills and competences

Technical skills and competences

Computer skills and competences

Artistic skills and competences

Learning skills and competences

Other skills and competences
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The partners in VPL 

1. The learner

2. The social context: employer/managers/etc. (= 

any person or entity responsible for groups of 

learners)

3. Learning providers (VET, HE, training providers, 

assessors, guidance)

4. Macro-level facilitators: authorities, social 

partners
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The 

learner

‘Employer’

Education

partners

occupational

standards

qualification

standards

personal 

standards

VPL

The partners in VPL 



• What am I ready to learn next?

• What resources are available to support my 

learning?

• What commitments am I willing to make?

• How will I monitor my progress?

• How will I demonstrate/document what I 

have learned?

BUILDING A CUSTOMIZED LEARNING 

PATH – MY LEARNING OBJECTIVE



• Micro-credentialing

• Professional learning goals/personalized paths

• Action research

• Problem-driven

• Project-driven

• Inquiry-driven

• Reciprocal mentoring

• Collaborative professional learning

Examples of Personalized Adult Learning 



What’s there?

• State of the art in policy and (macro-) 

objectives

• Qualifications and certificates in learning 

and working systems

• Tools and instruments (portfolio, 

assessment, guidance, etc.)

• Strategies for learning: blended, lifelong, 

holistic, personal, learning outcomes, 



What’s not yet?

• Linkages between learning and working

systems

• Personalized Value Systems

• Learning outcomes as a bridging device

• The learner as owner and co-designer of 

lifelong learning



STARRTT

• Situation: the occasion and the goal of the activity

• Task: the exact task you had and your personal role 

in it.

• Activities: the activities you performed during this 

task.

• Result: the result of the activities.

• Reflection: reflect on the impact of the result by the 

different participants (clients, employer, colleagues, 

etc.).

• Theory: the knowledge-base needed for the 

activities in the situation.

• Transfer: the result / learning outcome for yourself.



Roadmap for linking

VPL and personalised learning

Agency = personal ambition, demonstrated in a portfolio

Affordance = learning programmes, diploma’s, guidance

Assessment = linking portfolio and learning programmes

Ownership = It’s about my input into my learning programme

Co-design = the learning is a co-operation of the learner, the

school and the social context



MIDWIFE TO TRANSFORMATION AND 

HOSPICE TO A LEGACY SYSTEM


