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THE ART & CRAFT
OF FACILITATING

LEARNING SPACES
Learning experience

& strategy design
Education Master Class

PEDAGOGICAL 
EXPERIMENT

CO_CREATE 
THE FUTURE

DEEP LISTENING, 
OBSERVATION,  EVALUATION 

& FEED FORWARD 

SET THE LEARNING 

DESIGN THE LEARNING

CREATE THE LEARNING
Facilitate the learning experience

DO IT! : Deliver. Create the alliance with the 
students and invite them into the experience 

DESIGN THE LEARNING 
Re-design the learning experience with the 

students & establish TBP 

IMPLEMENT

CREATE THE LEARNING 
 

Design the Learning strategy
Use the vision backcasting framework

Design the Learning Experience
 Use learning arches & plan your setting & landing

As a learning team : teacher & students (colleagues)

Share wise practices and methods with
sta� and leadership

Set the frames & create ownership with 
the students & get o� the stage!

  

You could try small-scale experiments, 
fail fast & learn fast. Open up to 

evaluation. Be over-prepared &  under- 
structured = plan how to set & 

land + choose the right tools  

De�ne what experimentation & practice 
mean; build an innovation team & 

establish vocabulary to increase 
education & innovation literacy 

What courage do you need to have to be 
a game changer? ‘it is your classroom! 

your design!

Open up your practices to your colleagues. 
Meet and share what’s working & what’s not, 

�nd patterns and redesign the learning

Turn up the volume on what is working & the 
emerging patterns. Consider how to start 
measure the impact of what you are doing: 
e.g. engagement, learning, deliverables...

Share the working methods, practice, 
philosophy and learning backed up by 
proven and tested results and explore next 
steps to SCALE UP!   

Institution wide role out, sharing and 
training if required. Establish what will 
change permanently, what will continue to 
be explored and experimented with. Create 
the strategy.

Meet and share what’s working & what’s not, 
�nd patterns and redesign the learning and 
implement.

NOTE: Advices for leading the space:

�  Create the space for experimentation and create  
     alignment
�  Create a clear purpose (IDOHEART)
�  Create the frames and rules
�  Find a way to be part of / participating in what you    
    are teaching
�  Be prepared to step back / and not provide all the 
     answers
�  Listen to the space and ask into assumptions or 
    mirror the group (share with them what you have 
    observed)
�  Create the opportunities for co-creation and group 
    work
� Trust in yourself and the learning strategy & 
   experience you have designed

What is TBP (Team based Pedagogy)

�  Simply put, the student’s as a learning organisation 
learn how to learn, support and value each other’s 
growth and development as leaders, managers, 
practitioners and game changers.

A team-based pedagogy provides the opportunity to 
experience authentically: 

Creative reasoning & problem solving (lateral thinking) 
//Common culture, language & frames  //collaboration 
//emotions //language //vision //passion // capacity 
//communications // relations //leadership //empathy 
//direction //responsibility //trust //choice // peer 
learning //peer feedback // group discussion 
//Emotional intelligence and re�ection….
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Systems Change?

CATAGORIES OF EDUCATIONAL INNOVATION AND ADAPTION OF INNOVATIVE CHANGE

ADAPTED FROM E.M. Rogers, Di�usion of Innovation. 4th edition (NY Free press 1995)
Updatd Figures based on action reserach with Program directors, deans & teachers globally  

ED DESIGN PIONEERS
CHANGE AGENTS 05%

EARLY 
ADAPTORS 10%

EARLY
MAJORITY

35%

LATE
MAJORITY
30%

LATE
ADAPTORS
20%

INCREASING THE BANDWIDTH FOR CREATIVITY, INNOVATION, ENGAGEMENT & RISK IN EDUCATION


