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AGENDA

1. QUICK RECAP ON COMPLEAP

2. OPEN BADGES
 Erik van den Broek, DUO

* Sanna Brauer, Oulu University of Applied
Sciences

3. WHAT'S NEXT?

COMPLEAP



COMPLEAP

— . Compleap is a 2-

~—— .. year long (12/17-11/19) EU-

— = ~— —  project funded by DG Connect

~ as part of creating the Digital
single market

Creating services for learners
with learners.
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WHAT ARE WE DOING?

1) A Learner Path - personal services for users to
map competences throughout their life

2) Learning Analytics — to provide the user with
iInsights out of data

3) Depicting a wider service framework of
digital services for competence development

COMPLEAP



DISTINCT MODULES FOR THE LEARNER PATH

The "Learner Path” includes a
\ Competence Profile, which ties
SN\ fZ— together user competences,

CMLAP o o .
FRAMEWORK | skills and interests, with
possibilities of guidance and
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Dienst Uitvoering Onderwijs
Ministerie van Onderwijs, Cultuur en
Wetenschap

Introduction to
open badges

Erik van den Broek, DUQ,
Groningen



badges are not new...

* recognise skills or achievements
e visual



... not only a reward

* badges have long use as a motivation tool in

many different disciplines
pPAAAAA
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modern times

e digital learning environments

e digital job application
e digital student admission

i)
3
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something new is needed

a digital certificate that is visual and secure

offered by a new standard:

OBI - open badge infrastructure
a common framework for the issuing,
collection, and display of digital badges

(originally developed by MacArthur and Mozilla
Foundations = non profit!)



open badge anatomy

an image

“baked” with data & made unchangeable!

* name
e description
* issuer

e criteria
e evidence

e {valid thru}
e elc....

0ge" 2

City&s
Guilds

4\7 S

THERE’S
DATA INSIDE!

badge name
badge URL (description)
badge criteria

tags

alignment (standards)
expiration date
evidence URL

12



how it might look:

“I can solve almost all problems that
arise when using digital technology. | can
choose the right tool, device,
application, software or service to solve
(non-technical) problems. | am aware of
new technological developments. |
understand how new tools work. |
frequently update my digital skills.”

issued by: InternationalElectro Ltd
issued to:  Piet Jansen

issuing date: November 20, 2018
valid thru:  November 20, 2023

13



what do you need?

As an organisation: E

an issuing platform bﬂdgl‘
(many tools/factories available)

N
As an earner: bcdgecraﬁ

a backpack / e-portfolio

(many options available) N Open
Badge

@ BaCI(paCI( Passport
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earner manages badges in a “backpack”

Open Badge Backpack mozillav

Badges Groups

Mozilla & P2PU

@ Q @ pudic E
<P

PO SR00eS Other

If you have badges you've been ansarded. you can

upioad] thom manually ‘ E‘

-

[ e o s

Drag a Badge Here



earner can share it from the backpack:

inl”.

*»social media

“»digital cv /

)

“*eportfolio

dmahara

“*personal blog

Ve



badge systems

Badge systems = a frame of several
predefined badges used in a certain learning
environment

- standardisation increases value



Badges for EU key competences?




Badges for EU key competences?




Dienst Uitvoering Onderwijs
Ministerie van Onderwijs, Cultuur en
Wetenschap

bridging the gap between
formal and non-formal
education?



national qualification structure for VET -

T T
T T Describes the theoretical (T)
and practical (P) content of all
T T the formal VET qualifications
(EQF 2-4)
P
I
P
P
P | 4




dutch qualification structure for VET -

T T
T T ‘ diploma x

T T

e — ‘
L .
diplomay

P
P
P
P ] 4




diplomas not reachable for all

e EQF-2 diploma was defined as the desired
minimum level before leaving school

* but.... not everyone is able to accomplish that



a new “sub-diploma” level certificate -

T T

certificate A

\/

T T
T T

certificate B

— b T4




a new “sub-diploma” level certificate

e issued by company, officially recognised for
workplacements

* defined as minimum level for an entry level
paid job

e content of the certificate is split into smaller

units = badges
8899 ..



learning pathway .

each badge describes
one or more learning
outcomes, from the
National Qualification
Structure

certificate A




a new “sub-diploma” level certificate

e stackable (small badges earn larger badges)
* motivator for learning

* usable in non-formal and formal settings



europass

Europass... since 2005, a portfolio for LLL
* essentially paper based
10 vyears later “not fit for purpose”

2018 May: New Europass Decision
2018 October: Europass Advisory Group

28



direction (Q4-2019)

A secure digital portfolio
 Europassin “the cloud”, also for badges
- CV with credentials!

Export to Eures e.a.

Original 5 documents remain for now

29



direction (Q4-2019)

Central information portal
e Euroguidance
 Ploteus
 EQF
e Skills Panorama

- one “brand”



direction (after 2019)

Issuing services for organisations

open badges
 based on EU key competences?
 based on ESCO?

digital diploma’s on blockchain?
 Europass Diploma supplement?

31



Dienst Uitvoering Onderwijs
Ministerie van Onderwijs, Cultuur en
Wetenschap

Thank you for your attention!



Digital Open Badges
Practical Applications to Support
Emerging Ecosystems
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ComplLeap 28.11.2018

Sanna Brauer MSci PhD Researcher ‘
Oulu University of Applied Sciences, School of Professional Teacher Education
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IN THE FUTURE, THERE WILL BE INCREASINGLY NUMEROUS WAYS TO DEVELOP
COMPETENCES

ACHIEVEMENT ACQUIRED THROUGH TRAINING AND DEVELOPMENT RATHER
THAN-PROOF OF INTELLIGENCEE(MEC| ELLAND=199 821973}

THE DOMAINS OF KNOWLEDGE, SKILLS AND ABILITIES
(NICHOLS, KOBRIN, LAI, & KOEPFLER, 2017)

TELE-EUROPEAN:-REFEERENCE-ERAMEWORK OF KEY GOMPEIENCES FOR
LIFELONG LEARNING (EUROPEAN UNION, 2007):THE CONCEPT OF

“COMPETENCE" AS SKILLS AND ATTITUDES APPLIED APPROPRIATELY BASED
ON THE CONTEXT.

THE ABILITY TO APPLY LEARNING OUTCOMES (KNOWLEDGE, SKILLS AND
PERSONAL, SOCIAL AND/OR METHODOLOGICAL ABILITIES) ADEQUATELY IN
BO\ ED WCAHEGNARRNDIWORKPLACE CONTEXTS AS A RESULT OF
PERSONAL OR PROFESSIONAL DEVELOPMENT (CEDEFOB, 2014).

EVEN IF COMPETENCES ARE ACQUIRED DIFFERENTLY, THEY SHOULD BE
ASSESSED EQUALLY

by
Brauer, 2019




It is socially significant to
increase individuals’
competences and not to start
training from zero time after
time

Training should meet the
requirements and needs of
working life

|dentify and
promote competences

- Electronic microcredentials, Digital Open
Badges (Mozilla Open Badge)

- Refer to the student’s, the earner’s,
participation in education or skills
development; they may also be awarded
following completion of a certificate.

Personalisation
Individualisation
Customisation




Badge name

Description

Ciriteria
Badge image
Issuer

Evidence

Date issued

OPEN BADGE

ANATOMY

http://classhack.com/post/39932979863/badgeanatomy




Canva: Outi Loikkanen \ l

Start a blog
' " " Create a blog or use your
OppiminenOnline.com
e e 2 document all the somenovice
2 : asks on that blog.
From participation awards to
addictive learning and

competence-based assessment

plete the tasks

You can select the tasks you like
most and the order and schedule
is also up to you. 10 tasks must b
completed and documented

When you finish a task you will
H receive a keycode. Keycodes
... form a password you need for
applying the somenovice badge
and 2 credit points.

Apply for the badg



http://oppiminenonline.com

THE UNESCO ICT COMPETENCY FRAMEWORK FOR TEACHERS

TECHNOLOGY
LITERACY

UNDERSTANDING ICT IN
EDUCATION

CURRICULUM AND ASSESSMENT

Policy awareness
Basic knowledge

PEDAGOGY Integrate technology

ICT
ORGANIZATION AND
ADMINISTRATION

TEACHER PROFESSIONAL
LEARNING

Basic tools
Standard classroom

Digital literacy

KNOWLEDGE
DEEPENING

Policy understanding
Knowledge application
Complex problem
solving

Complex tools
Collaborative groups

Manage and guide

UNESCO’s ICT Competency Framework for Teachers (UNESCO, 2011, p. 3)

KNOWLEDGE
CREATION

Policy innovation

Knowledge society
skills

Self management

Pervasive tools
Learning organizations

Teacher as model
|earner

Standardisation of
Competence
Development Continuum -

Levels of Achievement

k

“Different digital pedagogical
competence frameworks seek
to support teaching personnel,
educational institutions and
policymakers in developing
effective and meaningful
criterion-based competence
development (Kools & Stoll,
2016).”

-

petences

gé‘)(' Qs

Digital
competences

Resources

Subject specific
competences

3\0"5' pedagogic ComDet@
)

®

Teaching and
Learning

Transversal
competences

@

Digital

©

Empowering
Learners

©

Assessment Subject specific

competences

Digital

competence framework for educators: Areas and scope (Redecker, 2017, p. 15).




Digital Dedagbg.ice{l =
Competencies

Digital pedagogy means applying new technologies to teaching
and learning in online, hybrid and face-to-face learning

environments.
. EVALUATING
ANALYZING |
o | Ol £
Digital pedagogy combines Q| T CREATIN
theory with practice, and arrLyinG i ,

making with thinking, aiming to
foster creativity, play and :
problem solving among

learners (Spiro, 2013).



Learning Online

Leamning Online is a national professional development program for
vocational teachers started in 2014.

Leaming Online was built on a national ICT-competence framework (Ope.fi)
aligning with the Unesco ICT competency framework for teachers.

The requisite skill sets consists of three levels, and assessment is based
on identification and recognition of competences.

The learning process on Learning Online is facilitated by a MOOC (Massive
Open Online Course) with gamified elements. Learning Online provides
approximately 50 different subjects for online study (http://
www.oppiminenonline.com) at one’s own pace.

K0
Ot

10(1% SoMe-Novice = Ope.fi |
38 ;: SoMe-Expert = Ope.fi ll

SoMe-Developer = Ope.fi lll




Piloting a National Ecosystem
2017-2019

www.hamk.fifopenmerkit
Funded by Ministry of
Education and Culture

HAMEK r. ; ; | 7T ——
ey P asatHela jamk.fi OAM<
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hared administrative model which is
icable across educational sectors.

nared structure, model, and awarding

criteria for badges.

- a quality assurance model.

- a piloted and implemented badges
collection for digital competencies.

- shared guidelines for future expansion of the
badges system.

- guidelines for graphical design

- a shared network-based process model

- a national badges portal

- guidelines for resourcing, responsibilities,
assessment and guidance.




Chips For Game Skills -project focuses on identifying the
needs of the game industry and develop the education
on the basis of them. The goal is to create a common
evaluation criteria — a digital open badge system — which
clarifies the definition and understanding of the learning

games industry.

Chips For Game Skills

Osaamisen pelimerkit

, Z

i‘

CRGP - “A GOOD GAME > CAPITAL RE * P\{l'
SOUNDS GOOD, LOOKS P’ ECT~INT OD JCIN
GOOD AND PLAYS GOOD!" THE'PRODUCERS




INTEGRATED
PEDAGOGY
IN HIGHER

AND
RECOGNITION
OF

DESIRED

C@WETENCES
[‘u:.;] UNIVERSITY OF OULU




FEEDBACK
AND ANALYTICS

MISSING
COMPETENCE ot
Acquiring

competence

What are my
current competences?

COGNITION
R LEARNING

SONAL INTERESTS

How will | learn?

FEEDBACK
AND ANALYTICS

FEEDBACK
AND ANALYTICS

COMPLEAP



https://invis.io/8XNRS737TF9

HerIU 1o
‘openrecognition

s

Building Open
Recognition
Ecosystems

[U\:'-l] LAPIN YLIOPISTO
UNIVERSITY OF LAPLAND
uuuuuuuuuuuuuuuuuuuuuuuuuuuuuuu
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Uudelleentwiittasit
juliekeane @juliekeane - 25. lokak. Vv

Of course Finland is developing a national #openbadges ecosystem for teachers
#openepic #openepic2018

& Kaanna twiitt

veCAtonsl aademic degree

D3 INOL-PRA WOITK eXpenence




Bestr @joinBestr - 25. lokak.
Sharing our experience at #epic18 #openepic18 #openRecognition

ighlerf Education ®  Focus on Higher Education
ent Life Cycle :
Sideaktacd fut Student Life Cycle

12, & ; -
SHER- I Mol A A7
Open Badges? RO e e ‘

the value of the Badas

Why Open Badges?

1. Enhance with the value of the Badge every
single step in the student life

2. Digitize or improve University internal
processes




B @ Companles
’ years . Organizations °
Universities

Bestr is a digital platform leveraging
Digital Credentials to valorize

Lifelong & Lifewide Learning

4 [ ] .
. Issued Badges Published badges |

'l



BESTR PROJECTS
https://bestr.it/project/explore

Blockchain and Open Badges:
Bestr becomes a digital credentials
ecosystem
The Bestr platform implements
Blockcerts and evolves becoming a
complete Digital Credentialing
system

DIGITALI

Standard DigComp
==TIM Academy

DigComp - Digital Competencies

This Badge, is exclusive to TIM employees and certifies
the acquisition of the competencies covered by the 5
areas of competence of the DigComp Framework:
Information, Communication, Creation of content, Security
and Problem Solving.

The DigComp - Digital Competencies e-learning Process,
designed by TIM, provides better preparation of its
employees to face the constant challenges arising from
digitalisation of work and society in general.

The training modules of the e-learning Process offered by
TIM deal with the topics foreseen by the 5 areas of the
DigComp Framework


https://bestr.it/project/explore

2- The university
endorses the
Badge on Bestr

3- The university
records the Badge
as recognized

Credits recognition

1- A Badge is
created in Bestr

4- A learner earns
the Badge

...and presents it
to the university




Sanna Brauer @sannabrauer - 24. lokak.
This is certainly #ePIC18 #openrecognition @RubenVerborgh @comp_leap
#auroraali

& Kaanna twiitti

and people access

nt apps
You can gra PP s of your data.

to very specific part

lications
ired Web applicatives decontralized Yeb app
contralive

ldentification process in Italy is similar to
Koski-service in Finland




LEARNING . NS VA 2 COLLECT THE

IS HAPPENING A v EXPERIENCES
EVERYWHERE. SN\ THAT MATTER.

PEOPLE LEARN IN MANY PLACES, THIS API RECORDS ACTIVITIES
DOING MANY THINGS. AND DELIVERS DATA THAT IS:

- QUANTIFIABLE
- SHARABLE
« TRACKABLE

o

"He RCTIVITIED

https://xapi.com/overview/
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Bestr @joinBestr - 25. lokak.

New challenges for Dutch #openbadges from @SURFnet - we share so many!
#epic18 #OpenRecognition #openepic18

& Kaanna twiitti

Pathwaius
' )

! wa badoe
weetadata?

' Federated
Badoe

NS anA '

2

,h Y s
search \ e ! !! \
.
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The ESCO Skills/Competences classification




Technological development and open recognition
from the ministry point of view

WHY DO WE BELIEVE IN OPEN RECOGINITION AND

OPEN BADGES i’

It lays on
Platforms




Sanna Brauer @sannabrauer - 26. lokak.

#openepic2018 #ePIC18 #openrecognition #greatattitude #bitoftrust
#spreadthespirit caring and sharing instead of fear and risks

& Kaanna twiitti

&."*n ;

cation inFrant
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INNOVATION:
DIGITAL OPEN,



https://mirva.openrecognition.org/?p=757

Conceptualising Digital Open Badge-Driven Learning

Structure and components of a digital open badge-driven learning
process: competence-based assessment and badge management
related to guidance

e ——  ——
Study progress Enthusiasm for badge-driven learning

$88

Brauer & Siklander, 2017
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Brauer, S. 2019

Theoretical concepts and research themes.




How digital open badges structure the gamified competence-based learning process?

RESEARCH QUESTIONS

1) What motivates students in the digital open badge-driven learning

process?

2) How do students experience scaffolding in badge-driven learning?

3) What triggers learning in the badge-driven process?
4) How do learners experience the competence-based approach in

the badge-driven learning process of professional development?

Brauer, 2019




Conceptualising Digital Open Badge-Driven Learning

A competence-based learning process grounded on the badge
constellation of competences.

The process includes identifying and recognising different
competences using digital open badges.

The entity of digital open badge-driven learning involves

learning materials, badge criterion, instructional badging,
scaffolding and peer support.

Brauer, 2019

# t,_




E-Moderating
Development
Technical support Supporting, |
Providing responding
Binks outside
closed conferences
@ Knowledge construction
Learning Facilitating
! process

Conferencing

@ Information exchange
Tutoring and supporting use of

Scafd'ting.
personalising software

@ Online socialisation

Famaliarising and providing beidges between |
cultural, sodial and learning
Sending and environments
receiving messages

@ Access and motivation

Welcoming and
encouraging
Setting up system
and accessing

learning materials

Amount of
interactivity

Five-stage model from Salmon 2018 / cf Brauer, Korhonen, Siklander, 2018



https://www.gillysalmon.com/five-stage-model.html

Stages of the badge-driven learning process

Badge Constellation of Competences

1. Eas'_n,r_ 2.Badge
Access [E-‘nllnE -} ---" "'} "'b’ == Criterion
Materials Scaffolding

Digital Open
Badge-Driven Learning

4. Updated Scaffolding

Development TR LT PEEIRE PETAR P Ins.truc-ti[}nal
Plan Badging

Badge Constellation of Competences

Brauer, 2019; cf. Salmon, 2018




Competence-based Approach to Motivation, Gamification and Triggers of Digital Open Badge-Driven Learning

enthusiasm for I progressive challenges and I

badge-driven learning (67)" the extent of required performance (91)

L------ I . - T - -

Trlggers of
Online Learning

||nsp|r|ng gam|f|cat|on (55) goption to study regardless I
of time and place (28) i

Achievement Goals

= = oy
- ~~
P 2 S

¢ |study progress (58) s

’ . : |
1 Intrinsic and

1

I : = . : |
Extrinsic motivation ,

q

Brauer, Siklander & Ruhalahti, 2017




“designing interactive systems around|
experiential goals” Deterding, 2015

Example of different layers in |
the creation of badge :
constellations, adopted from
Brauer, Siklander and
Ruhalahti (2017, p. 17-19).

Desing phase: Badge Constellation of Competences

Desing phase: Gamification

Desing phase: Visualisation and Customisation of

Desing phase: Badge Constellation of competences

Layer A
Intrinsic and Extrinsic Motivation

Factor affecting motivation:
enthusiasm for badge-driven learning

Layer B
Achievement Goals

Factor affecting motivation:
inspiring gamification

Layer C
Triggers of Online Learning

In practice:

Anatomy of badges
Type of Badges
(participation/skills)

Levels of badges
(basic/meta)
Number of badges

Learning objectives
and hierarchy
of skill levels






https://www.flickr.com/photos/erikbenson/5563054578

Badges explain
WHAT STUDENTS EXPERIENCE, LEARN AND THEN APPLY
Triggers offer to affect learning arousing and
maintaining interest (Hidi & Renninger, 2006; Jarvela

& Renninger, 2014; Renninger & Bachrach, 2015) until

final completion of the desired learning action

(R'&%Mlﬁ& @ibgezgfllé)ning might help students visualise their

learning as a reward badge (Brauer, Siklander, & Ruhalahti, 2017,

Fitz-Walter et aII.I 2011; Gamrat et al., 2016; Hamari, 2017, l\/cljon'gola f
Tr,gg)%gs d O\é\{_’ ZS(;IJ%(;_EI’]'[S to continue studying arter

eta Reid et
completing the initial task (Dichev et al., 201

tudepts a|so gal ense of excitement similar to that of playin
erBadke s14y" gk
games (Deterding, 2012; 2015). They benefit from facilitators’

interaction, collaboration and feedback during the learning process
(Siklander et al., 2017). Brauer, 2018




Phenomenographic Study of In-Service and Pre-Service Teachers’ Ways of Experiencing the Competence-

Based Approach in Digital Open Badge-Driven Learning

DIMENSIONS
OF
VARIATION

Attitude

Significance of
Digital Badges

Digital
Badging in
Practice

Learning
Materials

Scaffolding

Performance

Emotions

Situational
Motivation

CATEGORIES

Compulsory
Performan-
ce

Negative

No added
value

Grading

Not used

None

Compulsory

Forced

Mandatory

Completing
Learning
Assignments

Concerned

Reward

Tracking
progression

Forced need

Imitative
learning

Selective
Joy
|dentification

and
recognition

Supporting
Professional
Competence
Development

Neutral

Encourage-
ment

Development
planning

Systematic

Differentiation

Progressive

Enthusiasm
(badges)

Practical

Supporting
Individual
and
Customised
Learning

Positive

Achievement

Competition

Comprehen-
sive

Scaffolding

Customised

Enthusiasm
(team)

Gaming

Building
a Learning
Community

Enthusiastic

Appreciation

Shared
expertise

Advanced

Peer support
and peer
scaffolding

Applying
Addiction

Promoting
competences

Brauer, Kettunen, & Hallikainen, 2018




Profiling Badge Earners

In-Service and Pre-Service Teachers’ Ways of Experiencing
the Competence-Based Approach in Digital Open Badge-Driven Learning

Badge Enthusiastic Team Builder

Assignment Doer Team Player

!

Brauer, 2018




“The competition between teams was nice, but the most important
thing was playing. I used to play Mafia Wars for four hours a day
until my husband banned it. This is how I satisfy the craving when
going to bed but not feeling sleepy yet. One more. I got one more
badge. It seemed to me the best quality (of education), the most
addictive and interesting learning experience of my life, although not

an easy achievement.”

In-service teacher on skills set developer-level 111

Nerzidc dai: dwedbzajels
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Self-education and learning by doing should be considered the
predominant ways to acquire expertise in the digital age.
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™
Networking @

sanna.brauer@oamk.fi
https://www.linkedin.com/in/sannabrauer
https://www.researchgate.net/profile/Sanna Brauer
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More updates about Compleap?

1) Blog about open badges:
https://www.compleap.eu/open-badges/

2)SeOppi ~Magazine 2/2018 “Encouraging Competence
Leaps
https://www.slideshare.net/eOppimiskeskus/seoppi-
22018
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