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  The father of the creative destruction theory, Joseph Schumpeter, wrote in the middle of the 20th Century that innovation is the market introduction of a technical or organizational novelty, not just its invention. Today, this review from the heart of the industrial age is going through its own creative destruction in the development from a mass market to a personalised market. In this interconnected digital age with accessibility everywhere at your fingertips and an open source mentality as a progressive movement; design has become the mother of, not invention, but innovation and differentiation. Today, it is the design that introduce innovation in peoples’ minds. But not only for the attractiveness of the eye, since design thinking includes much more, like user-friendliness, organization, technology as well as aesthetics. In other words, the distant view of beautiful design in the past has become a human-centred interaction where the success depends on how well it adapts to the user. It should attract to take on a new challenge, and keep this attractive and challenging spirit during the whole journey. This is the very heart of powerful design including learning design. In addition, the word or from the industrial age has been transformed to and. Meaning, that workable learning design is a recipe from which learners, often with a teacher, selects different quantities of the ingrediencies and mix them together for the best possible performance from their individual unique prerequisites. As a support for this personalisation, manufactured data, analytics, from the learning environment, will be more commonly used in all forms of education. 


   


  The term Learning Design is a child of the digital age and it describes the activity of designing units for learning, including a learning environment and learning activities. James Dalziel defines the term further in the following way: Much of the work on Learning Design focuses on technology to automatically run the sequence of student activities, facilitated by the educator via computers, but an activity in a Learning Experience could be made without technology. Hence, a particular Learning Design may be a mixture of online and face-to-face tasks or it could be used entirely face-to-face with no computers. In this case, the Learning Design works as a standardized written description of the educational process - like a K-12 lesson plan. One way to think of a Learning Design system is as a workflow engine for collaborative activities. Since, a Learning Design works like an educational recipe for a teacher – while it describes ingredients (content) and instructions (process).


     This was written ten years ago, where the extraordinary leaps technology has made until now, has made it possible for a more human-centred approach to learning design. This means to also consider learning styles and personalisation as a vital force for its performance. Consequently, this transformation is making us leave traditional project management models that tend to focus more on mass, and are often way too bureaucratic and build walls towards creativity. Instead we will in this book focus on design thinking, which offers a new way to handle projects. Here the activity is directed towards human-centred problem-solving that appears along with the process of developing your learning experience. This furthermore leads us to the 6i-model that will be described in part 3 of the book. The model forms an effective foundation for the development of successful Learning Design projects as well as for other projects where creativity is the driving-force.


     Even if the term Learning Design is new, the work process that will be described below is not. Thus, in order to add one more ingredient to the recipe of this book to both improve its flavour, taste and substance I will include a visionary dimension from the European Renaissance. It is a well-known co-author whose spirit really is a human image of the term. Introduction is not really necessary, since his name is Leonardo da Vinci . . .


     Leonardo will introduce his design thinking code during the whole book ending in sixteen points that gives some main ideas of his design thinking. The quotes is taken from his own writing in “The Notebooks of Leonardo da Vinci”, ”Thoughts on Art and Life” and “A treatise on painting”.
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  Wisdom is the daughter of experience.


  ~


  Experience is one of the main keywords of this book, as in sharing experiences, creating learning experiences, as well as that the “e” in eLearning no longer stands for electronic but experience.


  ____________________________


   



  The beginning of Leonardo's literary labours dates from about his thirty-seventh year, and he seems to have carried them on without any serious interruption until his death. 


     His written work is a collection of 5000 pages of innovation, visions, experiments and life art. This is an image of a free and unstructured mindset that put in practice, like in Leonardo’s scientific experiments and of course works of art produce pure magic. Hopefully, I will be able to introduce some of his spirit in the context of this book about learning design. The 5000 pages by Leonardo is really imaging the excellence of design thinking long before the term was invented. 


   


  70/20/10


  70/20/10, these numbers are exclusive proportions in the field of learning design. Leonardo would have loved this, since he saw design as a pattern of independent units that work together. The 70/20/10-model was created by researchers at the Center for Creative Leadership1 and state that a learning environment should consist of 70% work-related exercises, 20% interaction with other learners and 10% teaching-by-telling-introduction. The model is based on research of learning methods that is used by successful managers. Besides for leadership education it also works as a great guide for learning design for lifelong learning in general. Moreover, it points out the direction of a more active approach to learning in formal education. Especially with the additional prospects of interactivity and analytics that digital technology now is offering, more on this later. 


     An excellent example of making use of the 70/20/10-model in formal education is found in the transformation of school education in Finland. As the governmental pilot project successfully continues, the traditional curriculum structured by subjects soon only could be a subject for history writers to write about. Then the traditional context of school education that for centuries have formed the foundation is being wiped away in favour of theme-based, more collaborative, real-world and real-time-oriented learning. As being already an educational superpower and role model for most other countries, Finland now is forming a new learning environment from the idea that pupils should not anymore be dependent on school books and classroom walls. Kirsti Lonka, professor of educational psychology at Helsinki University explained the reform in a BBC interview: 


     “Traditionally, learning has been defined as a list of subject matters and facts you need to acquire, such as arithmetic and grammar, with some decoration like citizenship, built in around it. But when it comes to real life, our brain is not sliced into disciplines in that way; we are thinking in a very holistic way. When you think about the problems in the world, global crises, migration, the economy, the post-truth era, we really have not given our children the tools to deal with an intercultural world.” From this well-adapted approach to the digital age follows motivation, engagement and freedom to actually learn interactively and authentically with different digital tools like 3D-printers and very importantly confident teachers with great respect etc.2
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  ~


  Proportion is another of the keys to successful learning design.


  __________________________________


 
 

  
  Invisible Learning Design


  Designing invisible interaction that plays with the senses are a growing trend in learning design. Where triggers for learner’s experience beyond the visual outlook are integrated for conscious or unconscious impact. This could mean sound, touch or something else that attract attention for the human senses. How then integrate invisible interaction as a co-worker in your learning design efforts? 

   

   

  Looks interesting? Please, continue reading "Learning Design in Practice for Everybody" by buying it from one of our resellers. For more information about the book and our resellers click here.
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