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Preface

Education is not a new science. Wecan track the origin of pedagogyrom the ancient Greeks.
But adult education is quite new if we consider that the role of the education for adult s has
been defined as important only in the early 20t century (this does not concern
the apprenticeship that was for along time the main process to educatingadults).

Several Learning theories have beenproposed in the past decades Both social and cognitive
theories agree on the premise that knowledge is constructed through problem-solving (going
further than repetition of new knowledge) and this action of problem -solving using acquired
knowledge is synonymous with transfer of learning.

The purpose of this paper is not to shareatruth or the Truth. The purpose is to share
my views as amulti -cephalic actor of the People Learning and Development domain:

1 As an employee of medium - and large-sized organization s, | was the internal client of
internal and external learning providers for almost 18 years

1 As asolutions provider through my company, ELearn2grow, where | play the role of
trainer, instructional designer(including elLearning creation) and sofar, asan
entrepreneur; and

1 Asanindividual who is continuously searching for improving himself in this fast -
paced dynamic environment, (performing six years of night and weekend courses to
earnmy Ma s t e Prdject Managementand Business Engineeringand professional
several certifications since)

This are only my reflection and views through my readings and my experiences (where
sources arelogged at the end of this paper).

I 6m al so war nhegontridutare &f thia papet who are my inspiration to continue
learning:

1 Phoebe Chan, Vice President, Human Resources, Financial Industry

f Celine Manoel , Director Learning and Development, Natixis

1 Stella Lee, E-learning / LMS Strategist, Writer, Speaker & Researcher, Director
Paradox Learning

I will warmly appreciate to read your comments and to learn more from your gentle
feedback In the coming lines, | will cover four core topics:

People Learning and Developments definitions
Learning theories and concepts
Technologiesfor a better learning experience
Challengesand Trends

L A

To discover more about ELearn2grow and the solutions we propose, please visit our website
> HERE <

And feel free to contact me directly for any questions. Dondt hesitate
LinkedIn network aswell.1 6 m al wa yode ihtaushowth new people.
> David Daoud Profile <
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People Learning and Development: From Provider to
Facilitator

Definition

People Learning and Development (PLDr L&D)just not concernsa team or
department within anorganization. It mears:

“human beings in general or
considered collectively”, “the
members of a particular
nation, community, or ethnic

"o

“an event constituting a new
stage in a changing situation”,
“the process of developing or

“the acquisition of knowledge
or skills through study,

experience, or being taught”

group”, “one's supporters or being developed”

employees”

Figurel. People, Learning and Development Concepts

The Role and Purpose of the Learning and Development
Learning & Development: Where are you?

Learning and development is usually incorporated within the HR department. This &
specialist functionand soften part of HR generalistactivities. In other instances,L&D
activities are split between HR and another area dhe business orare separatedfrom
the HR function.

The Purpose of L&D

4EAOA EOI 80 T1T1U TTA POOPI OA T &£ , 0% AOAT E=&A
training provider. Stepping back from this oldfashioned role, L&Dnowadays may have
many roles dependingon the organization and the exposure of the function

! To improve individual and organizational performance through developing
employee capabilities.

1 To providetraining to ensure that statutory or regulatory compliance
requirements are met.

1 To ensurestaff hasthe required skills level to carry out current roles.

Evenif L&D is facing many challenges that we will elaboraten later in the paper, the
major objectivesis to ensure it achievescorporate goals and business improvemenis
this has been highlighted above, the role must not teeenonly as meeting curent skills
requirements but also providing the knowledge, skills andbehaviors required for
sustainable success.

What isimportant is to recognize the sustainable outcomes in terms of supporting the
organisational development, identifying current and faure skills gaps and embedding
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organisational values. Additionally, other roles of the L&Dnclude retaining key staff

through the provision of career development and helping to make the company a great
place to work.

“It’s up to us on how to position the function and value of Learning and
Development in an organization. Not until we spend time to understand
better our internal clients’ needs and the business impact, we easily devaluing
ourselves as an event or logistic function. Our business acumen is equally
important as our expertise as L and D professional. Be bold to ask smart

questions and to clarify priorities as first step. Be sensitive to cultural, literacy

and motivations of learners as 2nd step! The solution should come last.

Learning is less about what, but more shifting to why and how!”

- Phoebe Chan, Vice President, Human Resources, Financial Industry

TheOOAET ET ¢ DPOT OEOEIT EO AT i 1111 Uthotkuklis OI
that there isashift from viewing L&D as a training provider to a learning
facilitator by creating real learning culture within an organization.
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Key theories and concepts: How they apply in the real world

Introduction

This paper deep dies intothe mainlearning theories and conceptghat are used as bases
for developing abetter mindset andappropriate tools to designandimplement learning
strategies and curriculum

The main theories and concepts we will cover in this paper are:

“ Major Theories Other Theories Digital Learning

Behavioural learning theory Skinner A quick focus on the Digital Learning
(1974) Other theories that can match p\ece

= Social learning and social pal‘tiallv or totallv with the major » Digital learning evidence (Johnson
constructivist learning (Lave 1993, ones: and Aragon 2003)

* Pedagogy
* Andragogy

= Evidence on the effectiveness of
technology-enabled learning (Bernard
et al 2004)

Vygotsky 1978)
* Cognitive learning theory (Anderson
1982)

* Experiential learning (Kolb 1984)
* Situated learning (Billett 1996)

* Heutagogic

Figure2. LearningTheories and Concepts

Pedagogy, Andragogy and Heutagogy

The basis of our modern learning approaches is all about assimilating thieree concepts
of Padagogy, Andragogy and Heutagogy.

Pedagogy

Going back to theancientGreekperiod, for Plato, apedagoguas a person who

is qualified to support childrend d&velopmentuntil they becomeyoung adults.Their role

varies from someme who accompanies children by carrying their things anénsuring

their safetyto someone who elpsthe child learnthe £0T AAT AT OAT1 O & £ AAET C

They were not considered teachers but moref moral guides Nowadays, in the context

of learning, pedagogyrefers more to the interactions between a teacher and his students
and more widely tothe instructional approaches implemented in a classroom. It is formal
teachingwhere the teacher directs allearning.

Andragogy

On the other hand, adragogy refers to informal teaching where the learner is the
focusand the teaching approach is more baskon group work and discussions. Pedagogy
does notalways allow for individual knowledge to be considered ands more into a fit-
for-all approach where transfer of knowledge is done to all the students at the same time
without considering each learned €pecificities.

Andragogy provides a useful philosophy to consider when designing adult learning
experiences. Andragogywas initially definedas the art and science of helping

adults to learn. An andragogical approach places moieportance on what the learner

islearning by doing.Thisincludesi AAOT AOOG6 A GPAOEABM At@eir AT A E
involvement in building their own learning process based on whathey already know
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and what interests them.Learners can also Andragogic and heutagogic

I AAOI AOT i OEAEO DA Afedks (Mrdwiesx108d:AaGednd AT A
experiences. Kenyon 2000):

Heutagogy Instructors should facilitate and draw
Heutagogyis synonynmous with | upon the experience of individuals to

autodidactic where that the learner will teach | shape learning objectives and to allow
himself, without getting directions from an | the learner to completely design their
instructor. Heutagogy has the| own learning. Adult learners, when
sameGreekroots as the word heuristic, | Metivated to leam, can be seifegulated
defined as a method of teaching by allowing 222 dSunI?Ie:rS];an?OféiilignZYVZO:]T:;?Ir’:ghjis
students to discover for themselvesThe term ' hat th P le of the C .

heutagogy was coined byHaseand Kenyon means that the role ot the ompany is Iq

. o ensure that the motivations of
(2000) to describeself-learning independent employees is considered in the learning

of formal teaching. process. This comes from ensure tha

(eutagogy is the study of selfletermined th.e re Is an appropriate environment
eaming8 ) 0 EO Al Of AT |AGOATEE "B RERYFAT ¢ A
some ideas about teaching and learning that
still prevail in teacher centred learning and
the need for, as Bill& T OA | pwwxq Al T NOAT O U POOO EO
GET I x1 AACA Ei AOAET C68 )1 OEEO OAODPAAO EAD
how to learn will be a fundamental skill given the pace of innovation and the changing
structure of communiOE A O AT A % iin efdtermifiell @8rding, it is important

that learners acquire both competenciegacquiring knowledge and skills)and
capabilities (taking actions to formulate and solve problems).

oA

OE
OA

Behavioral L earning Theory by Skinner (1974)
New behaviors or changes inbehaviors are acquired through associations between
stimuli and responsesBehaviorism theorists believe that knowledge exists

~ Az .z s

be provided the experience.

Theybelieve that learningoccurswhen newbehaviors or changes inbehaviors are
acquired throughan associatonAAOx AAT OOEI O1 E AT A OAODPI T OAOS
to a change irbehavior8

The learning process is based ochanges inbehavior8According to this theory, learning
begins when asignalor stimulus from the environment is presented and the learner
reacts to the stimulus with some type of responsd-or example this could be usedn
studying for a test andearn A CT I A C O A Aeh@ioral gatiehn cdn Aexrepeated
01 EO AAAT I AO A OObehakid &f halearndr Eidhifies thak leapnfng Had

~ o~ o~

1Hase, S. and Kenyon, C. (2000). From andragogy to heutagogy.
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Teachers usébehaviorismwhen they reward or punish studentbehavior. Examples and
applications ofbehaviorist learning theory

include routine work, repetitive
practice,bonus pointsto provide an

incen.ti\./e to do .more,.p articipation ) points Positive reinforcement or rewards can
(providing an incentive to  participate), | inciyde yerbal feedback such a®4 E.A
verbalreET &£ OAAT AT O j OAU Eéd;AAqu:]I A s bAO oAl A
establishing rules. xEOQET 00 Adr®9 AODERY]
Unfortunately, behaviorism instruction does GAOOE] C T xATT  xE

. to more tangible rewards such as a
.r.10t‘ prepare th,e 'F"’,‘”?.er for [A)rc‘)bl,erAn §0I,VIAng certificate at.the end of the programme, . . A s
O AOAAOEOA OEET EET G&y pronfrrdl py AL at diotk, < EAO OEAI
are told and do not take the initiative to
AEAT CA T O EIDOI OA OEET ¢O8 fordallng Ibdsid @bt O EO
responding automaticallyl O DA OZlI Of ET1 ¢ OAOEOS8

Givingimmediate feedback, whether
positive or negative, should enable your
learners to behave in a certain way.

Social / Situated Learni ng theory by Lave (1993)

Lave 1993)OOCCAOOO OEAO ET AEOEAOGAI O 1 AAOT OEOI O
behavior, and will bemotivated to transfer and use this knowledge through social
reinforcement and selfefficacy. The wider social and cultural context in which learning
occurs s essental for learning to take placethrough observation, modelling and
motivation to transfer learning through social reinforcement. The wider social and
cultural context in which learning occurs is essential for learning to take placeThe
environment should support learning by providing opportunity to practise as well as
providing incentives for practice. Social reinforcement, through social norms and role
modelling, is important for training transfer. Individuals can construct knowledge
through collaboration with others. Creating opportunity for collaboration towards a
common goal is criticalto facilitate social learning.

Social constructivist theory by  Vygotsky (1978)

Constructivismis based on the premise that we all construct our own perspectvof the

xI Ol Ah AAOGAA 11 ETAEOEAOAI AgPAOEAT ARAO AT A
El x OEA ETAEOEAOAI EI OAOPOAOO AT A AOAAOGAO
Knowledge is constructed by the learner and since everyone has a different sett o
experiences and perceptionsearning is unique and different for each person.

This theory is used to focus on preparing people tsolve problemss AEAOA &£ OAn
successful, the learner needs a significant base of knowledge upon which to interpreida
AOAAOA EAAAO8 cohshuktizi©E butcdmesd dvehnotalvdy£ predictable
AAAAOOA 1 AAOT AOO AOA AT 1T GeiOwlidnBtivagk wheénAhg O 1 x|
results always need to be consistenExamples and applications of
constructivism are case studiesyesearch projects, problem-based learning,

brainstorming and smulations.

6UCT OOEUGBO jpwxyq OEATOU EO TTA T £ theA A&l O1
major themes.
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What The Learner
Can Do

rning precedes
elopment and believed that
function in the child’s

gical) and then
the child (intra-
psychological).

What The Learner
Can Do With Help
From Others

More Knowledge Other (MKO)
refers to anyene who has a
better understanding or a
higher ability level than the
learner, with respect to a task,
process or concept. MKO is
normally the teacher (or an
older adult) but can also be a
pEeer, a YoUnger person, or
even information from the
internet.

What The Learner
Can’t Do Yet But
Will Attempt to
Do

Zone of Proximal Development
(ZPD) is the distance between a
learner’s ab erform a
task under adu dance
and/or with pe llaboration
and their ability to solve the
problem independently.

believes that learning
this zone.

Figure3.¢ KNBS al 22NJ ¢K&eaofa Ay +xe&3J2Ga1é&Qa

Cognitive learning theory by Anderson (1982)

Cognitive information processing is based on ththought processbehind

the behavior (information processing leads to understanding and retention)The theory

is based on the idea that humangrocess the information they receive, rather than merely

responding to stimuli. The changes irbehaviorare observed, but only as
anindicatortox EAO EO ClI ET ¢ 11 ET OEA 1 AAOT AO6O EAA,
from which new knowledge and skils will be reflected.

Cognitive information processing is used when the learner plays an active role in seeking

ways to understand and process information that he or she receives and relate it to what

EO Al OAAAU ETT x1 AT ACoghiiveleabning theBridFakeicreditedl tol O U 8
Jean PiagetJnlike behaviorism , cognitive information processing is governed by an
ET OAOT Al POT AAOGO OAOEAO Qodniivism dsks thk @edahioi oA |
the mind as a computer: information comes in, iprocessed, and learning takes place.

AEO

Learning takes place through several mental

Both social and cognitive
theories agree on the premise
that knowledge is constructed
through problem-solving (going
further than repetition of new
knowledge) and this action of
problem-solving using acquired
knowledge is synonymous with
transfer of learning.

processes, being consolidated through storage and
retrieval, and activating prior knowledge. Different
types of information may be learned and accessed
differently. Information given during learning must be
integrated into practice. For consolidation to happen,
interactivity and practice are therefore important.
Activating prior knowledge in response to issues,
collaborating with others, and reflection alow
consolidation of knowledge, leading to robust

learning.

Pagell]| 28



Experiential learning by Kolb (1984)

Experiential learning is about learnes experiencing things for hemselves and learning
from such experience Kolb (1984) proposed a fourstage model known as
the experiential learning cycle. It is a way by which people can understand their
experiences and, as a result, modify thelsehavior. It is based on the idea that the more

often a learner reflects on a task, the more often theganmodify and refine their efforts.
The process of learning can begin at any stage and is continuous.

Concrete experience is
about experiencing or
immersing yourselfin the
task and is the first stage
in which a person simply
carries out the task
assigned.

Observation and reflection
involve stepping back from the
task and reviewing what has
been done and experienced.
Your values, attitudes and
beliefs can influence your
thinking at this stage.

Experiential Learning Cycle

4)Redoing
Active experimentation enables
you to take the new learning and
predict what is likely to happen
next or what actions should be
taken to refine the way the task is
done again

Abstract conceptualization
involves interpreting the
events that have been
carried out and making
sense of them.

Figure4. The Experiential Learning Cydlgis theory suggests that without reflection, people would continue to repeat their
mistakes.

Both theories are alsolinked to the concept ofsituated learning,where learners are
oriented towards solving a problem within a context like one where the knowledge will
be applied (Billett 1996). For knowledge to be robust, it needs to be applicable across
context, but the futher the transfer, the less likely it is to happen.

Situated learning by Billett (1996)
Learners are oriented towards solving a problem within a context like one where the

knowledge will be applied. Learning that is problerroriented and takes place ira similar
context to which it will be applied is more likely to be successful. The knowledge needs
to be applicable across contexts, but the further the transfer, the less likely it is to happen.

Digital learning evidence by Johnson and Aragon (2003)

Instructional method, interactivity and opportunity for practice are key facets of digital
learning or distance learning that lead to positive learning outcomesnteraction and
practice are key to consolidate knowledge into practice. Practitioners should kmvare
that learner preferences for web or classroombased instruction may affect learning
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outcomes; employees may evaluate digital learning less favourably depending on their
preference for technology.

In addition, Johnson and Aragon (2003%uggest thatdigital learning needs b allow social
interaction and real-life activities, to address student motivations and individual
differences, and to allow opportunity to reinforce their learning in their communities.

These theories provide arimportant call to actionfor those designing any type of
learning experienceto allow learners to apply their new knowledge to problems, and to
ensure that technologyi AAE OIi O thi® Asbri Tofearning or provide offline
experiences that are complementary to the digitahitiative.

Cognitive

Learning Theory
Encourage
student
reflection

Encourage Create a
social real-life
interaction context

Behavioral
Learning Theory Address

individual
differences

Motivate

information
the student

overload

Provide
hands-on

Social Learning activities
Theory

Figure5. The digital learning theory modebourceJohnson and Aragon (2003)

Taking in information is a prerequisite for learning, but learning theoy posits
that for learning to truly occur, the information must be used across situations in
response to a problem or goal. This learning can be reinforced through a variety of
mediums, whether this be opportunity to practise new skills, ouse the new leanings to
solve problems in different contexts, bringing together theoretical and practical
knowledge.

Evidence on the effectiveness of technology -enabled learning by Bernard et al . (2004)

While adult education and distance learning are not identical $#ngs to the workplace,
parallels between distance education and digital learning in organisations are strong.
Distance learning is often asynchronous, with students accessing material at different
times, with a low amount of (if any) faceto-face time. h addition, distance education
must make use of technology and has a largely adult population. Several studies have
compared the effectivenes®f different learning delivery methods andhave found that
blended learning is preferable for delivery, and thatlassroom and online methods do
not differ widely in their effectiveness when certain conditions are met.
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. o Aone-sizefits-all design will not
The organisational context will influence the

outcomes of learning; instructional design alone ensure good out(?omes n
cannot account for the variance in digitalearning technology enapled Iearnmg, as each
success. Manager support for learning initiative§ tyPe of learning experience has
and organisational support for time to learn are| different characteristics; it might be
important in ensuring collaboration can take place| delivered  asynchronously, have
and learning can be accessed. different instructional methods, or

different levels of interaction with
other students or tutors,all which impact on leaming outcomes.For digital learning
specifically, scholars have identified several moderating factors influencing the
relationship between learning delivery method and positive outcomeslhese included
types of knowledgeacquired, human interaction, practce and feedback, and length of
activity, all of which moderated the relationship between type of delivery method and
learning outcomes.For web-basedlearning, theopportunity for feedback and practice
enhanced the effectiveness of the learning. A key fimdy is that instructional method,
interactivity and opportunity for practice are key facets of digital learning or distance
learning that lead to positive learning outcomes.
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The Tech for a Better Learning Experience

While it may seemobvious, the idea that €chnologies are here to support peop@ izeds
is worthy of mentioning. It should not be the opposite where people are following
technological trends withoutreal added valueprovided by technologiesIn that case
what are the factass influencing learning technology implementation?

Organisational

Learner needs

context
* Factors: Culture, Business * Learners levels of digital
strategy knowledge
* Barriers to technology * Learners attitudes towards
effectiveness in the technology use
organization » Self-directedness of the
= How technology will help to learners and motivation to
to address issues / barriers learn
to offline learning * Lack of time and ability to

access learning materials

Purpose of

Learning principles Technology trends

Technology

* Clear definition of new tools
as mobile, collaborative and

* How well the characteristics
of the tool match the

* Principles of learning
remain constant online and

purpose of implementation. offline.

Is technology implemented
only for technology’s sake?
File-sharing tools will not
lead to continuous and
reflective learning, but they
can facilitate knowledge
management

Be aware of learning
principles as andragogy and
social cognitive theory to
evaluate if the technology
can deliver true learning

Interactivity & opportunity
for practice are factors for

game-based learning
Evaluate new technologies
and whether they are
supported by theory

Use sources of evidence
from education and
technology research to
identify success factors

positive learning outcomes

Figure6. Factors Affecting Learning Technology Implementation

Note:Learning technologies are defined as the broad range of communication and information technologies that can be
used tosupport learning (such as online or mobile learning)

Major technological solutions

Mobile learning tools

Mobile devicesare a way to deliver learning at the point of need, to those travelling or
working away from a fixed location. Mobile learning can efer to learning
on severaldevices. This is not only about smartphonesearning delivered through a
laptop, tablet, or personal digital assistants also considered mobile learning.

Mobile learning is thought to be effective because it enhances collalation and social
interaction in many locations, provides situated learning opportunities where
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information can be applied in the right context, and gives learners a choice of how and
when they access learning.

Learning via mobile learning devices can beore effective than the traditionalpen-or-
paper-based learning. This is not only for the mobile learning as a technologyt more
for the contextual effect of learning in a museum context and any other informal
environments, out of the classroom or tradional learning setting (formal
environments).

In other words, collaboration or problem-based methodsare more effective ways in
which to use this technology, and that mobile devices can be especially helpfulformal
contextsto support learning.

Saying that, the question is howdo we influence the adoption of mobile technology for
learners?When students perceive that using theéechnology would impact their
performance, their intention to use technology also increased. Practitioners should
ensure that guidance and facilitation, partialarly for those who are less confident in
using technology, is available alongside the provision of mobHaccessible content.

The main value of mobile learning is when mobile technology adds interactivity to
informal learning or in environments where cdlaboration is usually difficult.

Collaborative learning tools

Technology is branded as a collaborative learning tool where it facilitates any sort of
interaction between learners. This term is used in the context of social networks,
knowledge-sharing, @mmunities of practice (both offline and online), amongst other
tools such agnessengersystems andonline meeting tools.

Online communities of practice (COP)epresent one structured way of collaborating, a
concept developed in line with sociallearning theory (Lave and Wenger 1991).
Communities of practice within organkational contexts provide more opportunity for in-
depth conversation, feedback and reflection with a group of employees for development
purposes. For COPs to be effective, theyust besupported by line managersproviding
learners with time and accesdo learn, and asafespace toshareideas and concerns.

Reflection, practice and interactivity are important for learning to occur. If the knowledge
management andsharing system donot encourage these processes, it risks being a costly
and ineffective intervention. Practitioners must first understand theimpact of learning
design in relation to what they want to achieve, and secondse technology to support
this.

Learning can hap@ T by @oingd or participating, with no reason to believe that this
cannot happen online. Challenges faced by offline social networks and comntigs of
practice (such as timeand lack of participation) will pervade online versions of these
tools; if time is already a barrier, allowing users to access communities from home will
not solve the issue. IEommunities of practice lack reciprocity and learners lack security
to share ideas, collaboration will not occur.
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Game-based learning tools
As with collaborative learning, gamification and gamebased learning cover several
related but different concepts. For example, gamkased learning can describe the use of

elements of games (such as gammased instructions orleader boards) butcan also
include immersive learning environments and serious games.

! OOAOE] ”0_61 L&A boAtéxt Technology itself is not the largest influence
refers to a game with a purpose. For on learning effectiveness: instead, it is the
example, military training may rely on | quality and _ characteristics of  the
CAi A0 xeEAOA A bDAO @Hv%nmeﬁt%slpeufl&tﬂy tnd aQallabhlltSDof

O1 1T OAGh EOOO -wortlE|Anteradtile indiructiofdA A1 that are

environment. Gamificationrefers to | important.

initiatives where the rules of games are
applied to a situation z for example, introducingleader boardsinto a learning
environment.

There is comparatively little evidence available on the effectiveness of garbased
learning in organisations. Truly immersive game experiences can be an effective method
for learning, especially inhigh-risk, high-cost scenarios, but ganbased elements such
asleader boardsare not synonymous with immersive gamebased learning. Using oy
elements of games may dilute the effectiveness of these tools.

“In a society where digital accelerate the consumption of any kind of
information, the challenge is to capture the attention of the learners and
retain their focus long enough to implement sustainable behavioural changes.
Technology can be a wonderful allies as well as a terrible disruptor. The right
balance is a fragile exercise and extremely dependent on the learners ‘digital

maturity”

- Celine Manoel, Director Learning and Development, NATIXIS
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Q.earning challenges
are not necessarily
technical but more on
[;Ieople Change

anagement leveb
|
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