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The fall of the wall …
is being advertised



> enterprises (1990s)>  media 
(2000s)> políticy(2008)
> education (2010?)



1. Analogous institutions vs.   
digital learning



Universities continue being 
analog



Bubbles of higher education

>  Low cost generic education: standardized 
knowledge for “mass” of students.  

> High cost elitist education
(ej.; MBAs, Ivy League; 10-100s K€)







http://nplusonemag.com/bad-education



Innovation and experimentation 
is inexpensive  

Reduction of “entry costs"











New actors / organizations

> P2P University
> iTunes University
> Learning channels in Youtube
> Corporate Universities …

This history remembers of what has 
happened in other sectors (e.g. Music)



Learning is already digital …
values and practices of digital culture



Expanded learning

> New ways to produce, communication and 
transfer of knowledge outside the 
educational institutional spaces
> Learning communities (networks P2P)





Expanded learning

Have you ever stopped to think? 
In recent years…

What did you learn?

Where it happened?

How it happened?



It probably was not in 
a classroom

Probably you did not get
a certificate 



P2P networks and learning 
communities



“Two kinds of Internet” : 

1.
"Internet is a great flash game junk space inundated 
with banners, sites full of inaccurate information, and 

companies trying to make money with the kids "

2.
Learning and socialization spaces



Learning as a research 
process

> participatory action 
learning/research"
> Problem based learning



“New education ” and 
social technologies





2. Evolution of learning 
platforms

> 1990s: closed (software and 
access), complex and expensive



> 2000s: access closed, software open, not 
expensive, medium complexity (Moodle )



> 2010s: opened and distributed ( web 2.0 model / 
social media : blogs, wikis,  social networks, etc)





3. Re-thinking education



¿How? Learning process
¿Where? Learning spaces:   
-public spaces- digital spaces
¿Who? Practice 
communities: -local 
networks- interest networks



¿Is the training death?:
The “old model" of education



disciplinary, based on closed 
structures, linear processes and focused 
on content (knowledge transfer) 



> unnecessary, is replaced by “self-learning”
(learning communities)

> based on available digital resources and the 
interaction with pairs  (social networks)



The “new model" of education

�an open model , interdisciplinary
�focused on competencies and skills   



�“learning by doing ": learning is more effective 
when it is based on problem solving and specific 
challenges

�significant learning : when the student tries to 
understand his daily environment and applies what he 
learns to solve real and immediate problems  



“T” Professionals
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Diversity, 
Global vision



Henry Jenkins (2008).
Social skills and cultural 
competencies
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4. Rethinking educational 
institutions  



The new goals of educational 
institutions  

> “learning to learn ”> analytic and 
creative skills > develop critical 
thinking  > collaboration skills

> diversity
> personalization
> with reasonable cost



Process to transform (or create)
organizations

to create educational digital platforms
> Design activities for learning / training> create 
repositories of actions and practices
> Create and promote communities of practice



How to develop an educational (and 
organizational) platform?



>experimental and adaptive process>  
modular development : multiple small-scale 
projects

> open source paradigm  
> flexible intellectual property licenses



Web organizes/replicates the 
organization (and vice versa)

> Knowledge management (digital contents)> 
management relationships within learning 
communities > availability and resource 
management  



Text

Vídeo

Photo

...

Level 0.  Digital objects





> texts, audiovisual > own production 
(equipment, users community)> filtering/ 
aggregation of contents produced by others> 
labeling (taxonomy of objects;  navigation system)



Level 1.
Pure self learning process

�User with the ability to use digital 
objects in their own autonomous self 
learning process 



Level 2.
Self-directed learning process





> “teachers" (facilitators) that suggest 
“courses” by aggregating and managing 
digital objects  
> the same object could be used in various 
courses  
> suggestion of “learning paths" through 
aggregation and management of courses



Level 3.
Facilitated learning / coaching

> “teachers" assessed students 
individually or in small groups
> they suggest courses and paths (self-
learning). Commissars of contents
> specific courses are delivered> projects in 
workshops are developed  



3. Facilitated learning/coaching



3. Facilitated learning/coaching



Learning/training actions 
typology  

> "master class ": presentation and discussion with 
relevant professionals
> courses : knowledge transfer
classes +  readings + practice activities (mini-projects)
> workshops : projects development
> classroom - blended - online
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Thank you for your 
audience

“We must have dreams and be willing to take on risk s
with new ideas and work methodologies.” 

Mr. Juan Somavía, 2009,
ILO Director-General


