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Executive Summary 
Reflecting for Change (R4C) proposes an advanced support framework, as well as a set of core policy 
recommendations, to schools seeking to introduce a type of holistic change that will ensure a 
meaningful uptake of sustainable innovation, with an emphasis on achieving improved learning 
outcomes as set by the Europe 2020 strategy. In R4C approach, innovation is understood in terms of a 
school’s pathway to digital maturity (e-maturity) and its comprehensive relationship to the use of ICT, 
as well as a school’s pathway to openness demonstrated in its relationship with external stakeholders, 
in parental engagement, in fostering the well-being of its community as a whole, in its ability to 
combine the delivering of the curriculum with a study of local challenges, in its willingness and capacity 
to share its achievements with other schools and in its engagement with contemporary Responsible 
Research Innovation (RRI) challenges. 

R4C aims to implement the R4C School Innovation Model in schools by organising a series of activities 
and trainings, according to the various localised implementation plans, in order to create the necessary 
conditions for the validation work that is implemented in parallel. The consortium organized large scale 
pilots in schools to systematically validate its approach by implementing numerous activities in Greece, 
Portugal and Italy. The project has been implemented with a bottom-up approach more than 300 
primary and secondary schools. Using as a reference school performance in a 12-month cycle of pre- 
and post-evaluation of their e-maturity and openness, the evaluation of the project impact focuses on 
the effects and barriers to change. Through this large scale experiment the R4C project demonstrates 
that the use of the self-reflection tools holds a great potential for the schools’ development. 

The current document proposes concrete strategies to support schools to develop their own pathways 
towards innovation. It aims to support individual schools in improving, reinventing, supplementing, 
and transforming according to their profile and identified needs. It builds on education leadership and 
education strategy research, focusing on inspiring practices that work. It highlights the most relevant 
school and learning leadership strategies for innovation, relevant strategies in choosing teaching and 
assessment methods, re-defining the focus of skills and competence development, improving 
inclusion, increasing stakeholder engagement, and brings the openness and e-maturity approach of 
R4C towards education for sustainability. 
Chapter 1 describes the innovation strategies by development level suggested by the R4C school 
innovation tool and how the current document can support the schools even further at their path 
towards openness and e-maturity.  
Chapter 2 describes the role of leadership strategies in innovation, and suggest moving from 
hierarchical individual learning model, towards a democratic, shared learning model and related 
leadership.  
Chapter 3 describes Bloom´s model on Lower and Higher Order Thinking Skills (LOTS and HOTS) and 
explains why HOTS play an important role in a student-centered learning model.  
Chapter 4 describes 8 didactical approaches that maybe be embraced in an open digitally mature 
school and thus supported in strategic planning. The proposed didactical approaches are: problem-
based learning, inquiry-based learning, experiential learning, playful learning, gamification, project-
based learning, deep learning, universal design of learning.  
Chapter 5 describes strategies for innovation with stakeholder engagement with special focus on 
digital providers and families, and how a close connection with them can benefit the whole school 
community.  
Chapter 6 describes how innovation can be carried out in a sustainable way, and what are the roles of 
the different actors in the process.   
Chapter 7 concludes the document and offers a glimpse to a future where schools will be able to design 
their own strategies towards innovation, e-maturity and openness.   
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1  Connecting School Innovation Strategies to other R4C Tools 
In the R4C model schools that join the journey towards improving openness and e-maturity are 
supported to take the following journey: 

▪ The first step is to utilise the R4C Self Reflection Tool and following the guidelines of the School 
Innovation Profiling Tool and School Innovation Planning Recommender System.  

▪ Based on that, they formulate their School Development Plan. Schools can then use the School 
Innovation Support Mechanism, the Community Building Tools to develop innovative school 
projects which they can share with other schools using the R4C Educational Design and Authoring 
Tools. 

▪ The current School Innovation Strategies offer ideas for the contents of innovation actions that can 
be used as a basis or as inspiration for those wishing to implement the R4C approach. The current 
document builds on learning and innovation science but goes beyond open schooling and e-
maturity to promote an education for sustainability agenda. 

This document highlights teaching methodologies and strategies, drives the focus of schools to high 
order thinking skills, makes them consider their inclusion strategies’ innovativeness, focuses on 
stakeholder engagement, and highlights the necessity to innovate on assessment. 

1.1 Strategies from the R4C Self Reflection Tool 

The R4C Self Reflection Tool groups schools into four different categories, based on their reflection. 
The four levels are the following:  

§ Enabled 
§ Consistent 
§ Integrated 
§ Advanced 

This document builds on the strategies recommended for different levels but goes further to offer 
strategies more specific to different topics, thus allow schools to develop their specific needs. 

1.1.1 Enabled - Openness and e-maturity for beginners: from initial procedures to holistic action 
plans 

Schools that are at an initial stage in relation to innovation, openness and e-maturity, also referred to 
as the Stimulation phase in R4C, are offered needs-analysis tools that aim to identify areas that are in 
need for immediate action and modernisation, such as CPD, use of ICT, creation of educational content, 
participation in communities of peers and others. These schools need support and guidance to develop 
an initial School Development Plan.  

The next step is the organisation of a core group of teachers who act as Change Agents: These are 
innovative teachers who will share the vision of the school community to take the school to the next 
level.  

What is the mission of a change agent?  

• A pioneering teacher who leads the team of the participating teachers from each school, and 

• Takes initiative to implement innovative practices that aim to have long-term effect on the 
development of the school.  

• Develops a strategy for involving and disseminating the results of innovative practices to the whole 
school community  

• Develops a strategy for dealing with resistance to change  

• Reflects on the progress of organizational changes  
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• Explains why innovation is important to ensure long-term success  

Also, at this level, initial innovative scenarios are being implemented to pioneer future-oriented 
practices and to experiment with scientific data and resources, as well as with innovative technological 
services and practices. At this phase, the R4C project will offer a rich database of creative initiatives 
with access to numerous resources, guidelines, and support (also online through webinars and 
hangouts) as well as examples for the coordination of action plans offering funding opportunities for 
the realization of the school action plans focusing on teachers’ professional development and the 
adoption of a School Development Plan for the participating schools.  

Tools that are offered to schools at the stimulation phase include Teachers’ Guidelines, a School 
Leaders Tool Kit and Community Building Tools. The R4C strategy at this phase is to stimulate the 
teaching and learning processes with basic innovative initiatives, and the different trials to explore 
methods, such as Project Based Learning (PBL).  

Teachers need time to re-visit their own perspectives and experiment in their own classrooms. At this 
level, it is expected that PBL is becoming a powerful and versatile pedagogical approach that eventually 
lead to the birth of student-led innovative projects.  

Community building tools are key elements at this stage. They support relationships and alliances 
within schools and between schools and local players, help localization of the success experiences (best 
practices turned into local projects), and understanding of how structures, hierarchies and learning 
cultures will adopt the change. Here, teachers and students adopt well-designed educational practices 
and foster their use and spread (over to other colleagues initially), to facilitate the incubation of 
educational innovations and communities of practice. The teacher must reflect on the organizational 
change and learning cycles for implementation.  

Finally, the teacher should contribute back to his/her community, resulting in new collaboration and 
networking. Novel learning practices and educational experiences must foster to search, reflect upon, 
and create things that can be eventually delivered out of the educational environment, exchanged and 
assessed with and by others in the school.  

The outcome of previous educational experiences (projects, ideas, etc.) can incubate future ones that 
are derived from the originals. A school’s current needs in relation to innovation and openness will be 
assessed by looking into certain relevant strengths and weaknesses. The proliferation of online 
communication and, therefore, of online communities has offered several further advantages to peer 
learning and teacher professional development. These include the tackling of time limitations in 
traditional training, the offering of both synchronous and asynchronous engagement and the equal 
participation of all community members (again, as opposed to traditional instructive training) that 
increases the democratic character of this context.  

Above all, online communities offer access to both the latest educational technology (such as web 2.0 
tools), as well as to useful insights on how to best implement them through best practices that peers 
are willing to share with their colleagues. R4C facilitates the building of various forms online 
communities (school, thematic, international, etc.) to support teachers to create, use and share digital 
resources relating to science student projects with an emphasis on social responsibility Communities 
that focus on particular RRI principles and how to incorporate them into the school culture both at the 
initial phases of Stimulation and Incubation, as well as at more advanced levels are of great importance 
and serves the R4C general strategy of school opening up. 

1.1.2 Consistent - Introducing openness and e-maturity to competent schools: from essential 
change to acceleration 

These schools have strong capacity to innovate, they are implementing local projects and activities but 
they are operating in isolation and usually they are missing numerous opportunities to integrate 
external resources to their plans and programmes. Communities of teachers are operating at local level 
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while the content and the material produced are not shared with external communities. The 
implementation of a School Development Plan is valid here.  

It could be a helpful tool for the school management who must be committed to change to initiate a 
series of activities that help the educational staff to realize the added value of the innovation process. 
The introduction of the R4C tools (authoring environments, training academies, tool-kits for leaders, 
teachers and parents) could help schools to develop to incubators of innovation. Attention is given to 
exploiting knowledge management techniques (sharing what is known within the participating school 
communities) and synthesizing evaluation and accelerating diffusion within national agencies (to reach 
more users). Insights from the use of data from the school communities, the development of the 
teachers’ competence profiles, the content that was created and delivered locally, the interaction of 
the communities and their members will create a unique data base for future recommendations and 
for the identification of best practices.  

R4C proposes initial scenarios for the introduction of the R4C approach in the participating schools 
while schools are encouraged to create networks. Training on the preparation of e-twinning projects 
or KA1, KA2 Erasmus+ mobility and school-based projects applications could be a nice process to 
introduce schools in the international cooperation field while at the same time significant resources 
could be allocated to the PD programme of the school. Innovative School Practices could also be 
helpful here supporting innovative schools to develop their ideas to new localised projects that could 
provide new solutions for the school and its community, for bringing the gap between formal and 
informal learning settings and creating new opportunities for personalisation at different levels 
(student, teacher, school). The R4C approach supports the design and development of the new 
localised scenarios and provides a framework for the implementation of large-scale projects (beyond 
the school) and activities in the participating schools. 

1.1.3 Integrated - Reinventing schools: forward looking scenarios and future classrooms  

The aim of R4C for proposing strategies for schools that have already achieved a high level of openness 
in their operation is twofold. The first one is that we are considering sustainability as a route to the 
future.  

The R4C School Innovation Model puts emphasis on creating viable change to school settings that lasts 
and expands. The R4C School Innovation approach aims to create strong school networks which are 
ready to share their experiences with others.  

The second reason is that education systems simply must evolve. Three words sum up the change that 
must happen: experimentation, independence, and sharing. Schools must then be given the freedom 
to test, assess the experiments, abandon those which fail or are too costly, learn lessons, and 
disseminate and reproduce the successful ones on a larger scale. The schools that have manage to 
achieve the higher levels of openness have to act as drivers of this change. And they need significant 
support to play this crucial role.  

The R4C approach facilitates the development of school networks with these schools as core nodes 
and reference points. Sustainability in this context does not simply mean whether the open schooling 
model or the proposed approaches will last. It addresses how particular initiatives can be developed 
without compromising the development of others in the surrounding environment now and in the 
future. Sustainability is about changing and developing the social environment. The R4C School 
Innovation approach is not about the proliferation and the development of single schools; it is about 
creating new environments across the system through tri-level development, at school level, at the 
community level and at national level. Learning from each other concept is a very crucial point in 
moving this ambitious agenda forward. We know this but need to address it explicitly with respect to 
tri-level reform.  

School cultures improve when teachers within the school learn from each other on an ongoing basis. 
Open and e-mature schools are moving towards outcome-based education. Flexibility and diversity are 
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the main guiding principles here. The school curricula are adopted to the local needs while the student-
led projects are the norm. 

While the common feature in global education policy has been emphasis on scientific literacy and 
numeracy with strong emphasis on structural knowledge of systems, technical skills, and cognition in 
the open school environment all school subjects are emphasized, giving equal value to all aspects of 
an individual’s personal development, whether they be moral, creativity, knowledge or skills based. 
The current trend in the educational systems in Europe has been consequential accountability systems 
for schools. Success or failure of schools and their teachers is often determined by standardized tests 
and external evaluations that only devote attention to limited aspects of schooling, such as student 
achievement in science, mathematical and reading literacy.  

In an open and e-mature school a different direction is chosen: trust through professionalism. A culture 
of trust within the education system values teachers’ and headmasters’ professionalism in judging 
what is best for students and in reporting on progress of their learning.  

R4C provides opportunities for collaboration and partnerships which are a key feature of innovative 
schools. It challenges schools and teachers to think differently about the provision of education as a 
mentoring exercise and to create opportunities for new and broader synergies It is anticipated that 
schools involved in the project emerge with a new approach to how structured and reflective 
collaboration between teachers, between schools and between all educational stakeholders can be 
vehicles for ecosystemic change. R4C approach supports collaboration between different school by 
establishing a school mentoring – “matching” mechanism, where schools with strengths in certain 
areas provides mentoring to their peers. In this approach a school may act as a mentor in an area while 
receiving support in another. The term ‘mentor’ is often used to describe a knowledgeable, 
experienced, and highly proficient teacher who works with and alongside a new teacher or less 
experienced colleague. Usually, mentors know a great deal about teaching and learning, students, 
parents, and the school. A mentor provides direction, guidance, education, influence, and support to 
others who are less experienced, with the aim of supporting the mentee's development. The role of 
mentors is to ask the right questions, to promote greater self-awareness and foster more informed 
decision making, so that the participants can each learn something. It is not the role of mentors to try 
to solve problems for the mentee, but rather it is to ask probing questions and to demonstrate 
workable practices, so that together the best solutions can be found. Sustainable innovation requires 
understanding how and why an innovation works within a setting over time and across settings and 
generating heuristics for those interested in enacting innovations in their own local contexts. In the 
early stages of the process, scenarios are used to plan the methodology and to characterize episodes 
or a sequence of activities (like in a story). These “stories” provide the context within mentoring 
activities are carried out, to give us insights about the needs, difficulties, and motivations that schools 
have conditions. Key elements for these scenarios are the schools and their resistance to change, their 
goals, their needs, the sources of information accessed during the activities. Emergence of a 
community of inquiry does not happen by itself and does not emerge until considerable group dialogue 
takes place. The processes of mentoring tend to evolve over time, as the relationships develop 
strength. Mentorship doesn’t have to be based on seniority over another—it can also be about those 
who can help rise others in their practice and in their spirit. It isn’t all about content area and 
pedagogical expertise; it’s also about attitude and leadership and not only between more advanced 
and less advanced schools. 

R4C has also a plan to support further such schools’ environment in this re-schooling process. Our 
strategy offers a support mechanism with two main axes, a) to define and deliver a holistic framework 
to support schools’ innovation profiling and development towards the re-schooling process and b) to 
involve schools’ communities in a pedagogical Plug and Play approach by introducing innovative 
approaches in the science curricula organization, by focusing on Big Ideas of Science. 
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1.1.4 Advanced - From innovative schools to RRI-enriched learning ecosystems 

In this category schools have well established innovation plans; they have already introduced a culture 
of sharing while they have well established cooperation with other schools and with external 
stakeholders. The R4C strategy for these schools is to emphasise on the integration of the RRI and 
School Innovation culture in the school setting. The role of research and innovation (R&I) involves 
every key stakeholder (including policy-makers, researchers, industry and commerce, science 
educators, and civil society organizations as well as the public at large).  

R4C strategy development here foresees a series of tools that guide the introduction of RRI in different 
educational organizations both in formal and informal learning sector (developed by RRI Tools CA). It 
offers a handbook for schoolteachers (along with a series or self-reflection tools) with the main aim of 
accommodating RRI practices in schools, and particularly in the teaching of STEM disciplines (science, 
technology, engineering, and mathematics). RRI principles are close to many aspects of innovative 
teaching methods. The way from innovative school to RRI learning common can be done through 
several pedagogical methods such as inquiry-based learning, structured research school projects or 
through reflections on ethical, legal, and social aspects (ELSA) and basic socio-scientific issues (SSI) 
based on a range of inspiring resources for designing and implementing class activities are included 
(RRI-Tools, 2016).  

The R4C School Innovation Planning Recommender System provides recommendations to school 
leaders for strategic holistic school improvement. More specifically, the recommendations are:  

§ Specific RRI principles to be incorporated into the School Development Plan and recommendations 
regarding accelerators that are relevant to local social issues. In this context, initial scenarios align 
local challenges facing the community that hosts the school with science education scenarios and 
the ability of the school and its community (teachers, students, etc.) to take up such tasks. 
Recommendations on the development of effective cooperation with organizations like universities 
and research centres, informal learning centres (e.g., museums and science centres), enterprises, 
industries, and the local communities.  

§ Potential partner schools with similar (or complementary) profiles to support collaborations and 
mutual improvement. Such activities are heavily supported in the European context within a range 
of initiatives, including ERASMUS+ staff mobility (e.g., teaching staff shadow teaching), eTwinning 
(e.g., joint teaching projects) and ERASMUS+ strategic partnerships (e.g., teaching staff formal 
training activities). 

§ Professional development courses to meet the specific competence needs of the teaching staff. 
This recommendation type matches the competence profiles of teaching staff and the descriptions 
of professional development courses in terms of competences they cultivate to identify targeted 
training opportunities.  

§ Improvement of the use of ICT in the teaching practice (i.e., educational designs) employed in the 
school. This recommendation type could analyze the educational designs used in the school in 
terms of the level/type of ICT exploited and generate potential recommendations for enhancing 
this level in case of low ICT use. Additionally, these recommendations should also consider the 
teaching staff ICT competence profiles, to provide personalized suggestions that the teaching staff 
is competent to employ Recommendations of educational designs.  

This recommendation type could suggest educational designs employed in one school to the teaching 
staff of another school, based on the similarity of school innovation profile. In that way, teaching staff 
can select educational designs which have been successfully employed in schools with similar 
innovation profile to their own (Sergis & Sampson, 2016). Furthermore, these recommendations 
should also consider the teaching staff ICT competence profiles, to provide personalized suggestions 
that the teaching staff is competent to employ.  

The school leaders should be able to explicitly define which recommendations they implemented, to 
(a) provide a means to validate the recommender system’s impact on school improvement and (b) 
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provide a means to build open school pathway templates. These templates were formulated based on 
the specific actions that schools implemented (supported by the provided recommendations) towards 
improvement and could be shared for streamlining the adoption from other schools with similar initial 
profiles.  

This kind of open innovation streamlining is highly required to replicate successful innovation 
development in a wider scale. The activities to be adopted at this level have all the qualities of 
complete scenarios guiding student-led projects. However, and since in these cases we are dealing 
with school that are innovative and generally open, the basic ingredient is a set of the most up-to-date 
RRI guidelines supporting schools not only to study and incorporate local issues into their science 
teaching to attempt a long-lasting impact in their communities. In this context, Gender equality is not 
only a principle that must govern the schools profile and/or science teaching for example (female role 
models in science), but must a fundamental element of increase collaborations with parents, local 
groups, business, etc. in which (the collaborations) the school plays a pivotal role in the offering 
solutions and tools to stakeholders to improve their own uptake of such a principle. In other words, 
these schools with these types of scenarios are in a position to enlighten, train, support through their 
own projects, local stakeholders in need of such change.  

1.2 Strategies towards innovation  

In the R4C Self-reflection tool, schools receive a holistic innovation recommendation package, based 
on the general advancement level of their institutions. In this document, considering the initial 
recommendations received from the tool, schools will find some more detailed recommendations, 
regarding specific topics, such as leadership strategies, skills development, different teaching 
strategies, stakeholder engagement support, guide to sustainable innovation. The School Innovation 
Strategies document is a collection, encouraging schools to pick and choose recommendations for 
those topics where they require some more support, additionally to the help the self-reflection tool 
provided.  

The R4C project is developing a school innovation mentoring and support service, the School 
Innovation Academy (D5.3), which facilitates the process for envisioning, managing and monitoring 
change in school settings by providing a simple and flexible structure to follow, so school leaders and 
teachers can innovate in a way that’s appropriate for school local needs by adopting a mentoring 
mentality. The project employs a variety of dissemination, raising awareness as well as 
exploitation strategies that target to reassure the dissemination of project’s activities and 
outcomes at national, European level and beyond while involving different institutional actors. 
Furthermore, it provides the mechanisms for effective community building and active 
participation in order to encourage a better sharing of experiences among practitioners across 
Europe. All European countries are different in terms of stakeholder engagement when it comes to 
education. While in most countries, the ministry of education still plays a pivotal role, the involvement 
of other state supported agencies, teacher training bodies, professional associations, quality control 
organisations and content providers concerned with continuing professional development varies a 
great deal and depends on a plethora of different factors. At the same time the needs of such bodies 
in terms of their interest in the School Innovation Academy vary considerably. This is why R4C puts a 
significant level of resources into a systematic gathering of information in order to understand exactly 
how new opportunities manifested in the School Innovation Academy could be first presented to the 
relevant organisations and decision-makers, modified so as to take into account national realities, 
needs and requirements and then offered in the most suitable format and context.  Collaboration with 
partners and national stakeholders will include understanding the specific role R4C can play in each 
country. The approach taken at European level is to share innovative results and outcomes of the 
project aimed specifically at European stakeholders and particularly at stakeholders in countries not 
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involved in the project. It also showcases the work of change agents, leading innovators and good 
practices on a European level - providing opportunity for celebration and recognition.  

1.3 Actionable guidance on how to successfully mainstream a culture of innovation across 
European schools. 

Thomas Pritzkow, European Commission DG Education, Youth, Culture and Sport, member of the 
ET2020 Working Group on Schools Policy, in his keynote talk introducing the current educational policy 
challenges in the EEPN annual conference 20191 (Jyväskylä University, 18/11/2019), highlighted that 
the main concern of the EU is how the policy recommendations in the field of Education can be 
implemented in the Member States. He stated that the European Commission through a series of 
actions and initiatives (e.g., the Second European Education Summit, Education and Training Monitor 
2019, Analysing the Results of international studies like TALIS 2018, Thematic focus of ET2020 Working 
Groups (2018-20)) and by supporting the European Education Policy Network on Teachers and School 
Leaders, coordinated by ESHA, is trying to set an effective mechanism to mainstream the culture of 
innovation across European schools. Additionally, the European Commission through the publication 
of a series of Policy reports on schools that focus on a well-defined themes (a set of key questions) are 
offering guiding principles for policy development, based on research and working group discussions, 
is presenting a series of policy examples from European countries and stakeholder networks. More 
specifically, EC policy recommendations are focusing on the development of a change culture in 
European schools (Inspiring Change in School Education2), the Quality assurance for school 
development3 and on the critical role of Networks for learning and development across school 
education4. 

Taking into account that the introduction of large scale innovation initiatives (for the last 10 years) and 
potential changes in school sector require the harmonization with the national and the local education 
plans and reforms, the consortium will highlight (based on the current work of the ET2020 Working 
Group on Schools) the guiding principles (capacity development and autonomy, leadership, 
professional culture, reflection and inquiry, shared vision and expectations, learning commons and 
coherent policies) that have to be embedded in the schools’ culture in order to have these schools the 
opportunity to innovate and to implant a digital and open culture in their settings. Our aim, in the 
framework of R4C is to make a critically sustainable step to identify and elaborate a rewarding practice 
on those policies prescribing the stimulation, support and facilitation of the transformation of 
schools into digital and open learning environments, and more specifically on the emerging 
(proactive) roles of policy makers, school leaders and teachers. These principles were validated 
during R4C project implementation, while their potential as it regards the schools’s development was 
be figured out and analyzed further in order to provide useful guidelines for the development of the 
School Innovation Roadmap (D5.2) as the documentation detecting the implementation cycle in the 
school settings. For each one of these principles along with the description we provide ta series of 
proposed actions to be considered at national or local level. In the framework of the R4C project we 
have also tried to facilitate the implementation of existing reform efforts that seem to share a common 
vision towards the development of school systems as innovation ecosystems. 

 

 
1 EEPN annual conference 2019, EU policies on teachers and school leaders – developments and outlook 
https://www.jyu.fi/edupsy/fi/laitokset/koulutusjohtaminen/kji/kehittaminen-ja-
tutkimus/eepn/191014_programme_eepn_annual_conference.pdf 
2 Delegations from 30 European countries and stakeholder organisations, including both policy-makers and practitioners, discussed key 
challenges for the governance of school education at an exciting conference in Brussels, 17-18 May 2018. 
https://ec.europa.eu/education/news/inspiring-change-in-school-education-%E2%80%93-conference-discusses-european-ideas-for-better-
learning_en  
3 https://www.schooleducationgateway.eu/downloads/Governance/2018-wgs2-quality-assurance-school_en.pdf  
4 Guiding principles for policy development on the use of networks in school education systems 
https://www.schooleducationgateway.eu/downloads/Governance/2018-wgs5-networks-learning_en.pdf  
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2 Leading for innovation: from hierarchical individual to distributed 
collective leadership  

Education innovation and reform actions always depend for their success on the motivations and 
capacities of various levels of leadership. The chance of any innovation improving student learning 
including those that want to achieve it by improved openness and e-maturity is remote unless school 
leadership as well as staff agree with its purposes and appreciate what is required to make it work. 

School leaders may also, for example, be able to help their colleagues understand how the externally 
initiated reform (that often triggers changes in school) might be integrated into local improvement 
efforts, and how higher level policy requirements can be translated into local innovation. They must 
provide the necessary supports for those whose practices must change and must also win the 
cooperation and support of parents and others in the local community. So “effective” or “successful” 
leadership is critical to school innovation. Thus, it is important to know what innovation for learning 
looks like and understand a great deal more about how leadership impacts learning. There is evidence 
about leadership’s effects on student. The total (direct and indirect) effects of leadership on student 
learning account for about a quarter of total school effects. (Hallinger & Heck, 1996; Leithwood, Jantzi, 
2000). 

Different forms of leadership are described in the literature using adjectives such as “instructional,” 
“participative,” “democratic,” “transformational,” “moral,” “strategic” and the like. But these labels 
primarily capture different stylistic or methodological approaches to accomplishing the same two 
essential objectives critical to any organization’s effectiveness: helping the organization set a 
defensible set of directions and influencing members to move in those directions. Leadership is both 
this simple and this complex. “Instructional leadership,” for example, encourages a focus on improving 
the classroom practices of teachers as the direction for the school. “Transformational leadership,” on 
the other hand, draws attention to a broader array of school and classroom conditions that may need 
to be changed if learning is to improve. Both “democratic” and “participative leadership” are especially 
concerned with how decisions are made about both school priorities and how to pursue them. 

In the framework that we introduce for R4C is based on Elmore’s 4 modes of learning, and in it two 
elements are considered: 

▪ Who is defining learning goals? – Is it a hierarchical or distributed/democratic process? 
▪ How is learning happening? – Is learning individual or a collective/shared process? 

In line with the philosophy of R4C, we promote a transition from traditional schooling approaches that 
are based on a hierarchical individual learning model, towards a democratic, shared learning model 
and related leadership. 

Hierarchical - Individual learning – traditional school learning - is characterised by the following: 

Learning Goals 

▪ Academic content is the most important thing that individuals learn. 

▪ Academic learning can be measured and assessed. 

Responsibility for Learning 

▪ Individuals are responsible for success as learners. 

▪ Authorities are accountable for measurable growth in individual learning. 

How Learning Happens 

▪ Individual learning comes from the effort that individuals invest in their academic work. 

▪ Teachers provide the academic work and knowledge that learners must acquire. 
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Social Structure 

▪ Children and young people require strong adult guidance to learn 

▪ Individuals who do well in school deserve social and economic success. 

Defining Success 

▪ Success is based on measurements of student learning 

▪ Standards and assessments represent society’s agreement on what students should learn. 

Distributed – Collective (Democratic, shared) learning that open schooling promotes is characterised 
by the following: 

Learning Goals 

▪ Learners learn what is of interest to them and to the members of their learning network. 

▪ By taking learning and teaching roles, individuals create and maintain a strong community. 

Responsibility for Learning 

▪ Communal learning is directed by shared values, interests and preferences.  

▪ Individuals choose to join or start a community based on personal and group learning goals. 

How Learning Happens 

▪ Learning is an inherent biological imperative; people never stop learning. 

▪ Learners acquire knowledge and teach what they know to others. 

▪ Learners must make sense of competing and diverse sources of knowledge – especially as part of 
learning in digital realities. 

Social Structure 

▪ Learning occurs through social interactions and engagement with others. 

▪ Sources for learning are broadly distributed throughout society and by learning and teaching others 
improves individual and communal abilities. 

Defining Success 

▪ Success is determined by the learning community and its members. 

▪ Individuals can access, learn from and contribute meaningfully to various communities. 

Being a successful leader in a Distributed Collective learning environment means identifying and 
supporting the common values, beliefs, and goals that bind the learning community together. Often it 
means an openness to sharing ownership of an educational vision with the community. 

A Distributed Collective learning environment typically values a leader who: 

▪ Inspires individuals and organizations with common interests to operate in networked 
relationships. 

▪ Recognizes shared community values and articulates them within the community and the larger 
world. 

▪ Identifies community members’ resources and motivates members to share them. 

▪ Brings resources from the external world into the community while maintaining community 
norms and standards. 
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3 From LOTS to HOTS: supporting high order thinking skills development 
The concept of low-order thinking skills and high-order thinking skills is based on Bloom’s Taxonomy 
(Bloom, 1956) and closely linked to learning goals. In digitally mature schools, and in general in the 
digital age, high-order thinking skills (HOTS) are gaining importance for students. When designing 
education programmes, projects and actions, educators need to focus on HOTS development.  

 
Figure 1: From LOTS to HOTS (Source: Europass Teacher Academy – Student-Centred Learning) 

Bloom identified six levels within the cognitive domain, from the simple recall or recognition of facts, 
as the lowest level, through increasingly more complex and abstract mental levels, to the highest order 
which is classified as evaluation – critical thinking in current terms.  

Low-order thinking skills (LOTS) 
1. Knowledge is defined as remembering of previously learned material. This may involve the recall of 

a wide range of material, from specific facts to complete theories, but all that is required is the 
recalling of the appropriate information. Knowledge represents the lowest level of learning 
outcomes in the cognitive domain. Related verbs in learning outcomes planning: arrange, define, 
duplicate, label, list, memorize, name, order, recognize, relate, recall, repeat, reproduce state. 

2. Comprehension is defined as the ability to grasp the meaning of material. This may be shown by 
translating material from one form to another (words to numbers), by interpreting material 
(explaining or summarizing), and by estimating future trends (predicting consequences or effects). 
These learning outcomes go one step beyond the simple remembering of material and represent 
the lowest level of understanding. Related verbs in learning outcomes planning: classify, describe, 
discuss, explain, express, identify, indicate, locate, recognize, report, restate, review, select, 
translate. 

3. Application refers to the ability to use learned material in new and concrete situations. This may 
include the application of such things as rules, methods, concepts, principles, laws, and theories. 
Learning outcomes in this area require a higher level of understanding than those under 
comprehension. Related verbs in learning outcomes planning: apply, choose, demonstrate, 
dramatize, employ, illustrate, interpret, operate, practice, schedule, sketch, solve, use, write. 
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High-order thinking skills (HOTS) 
1. Analysis refers to the ability to break down material into its component parts so that its 

organizational structure may be understood. This may include the identification of the parts, 
analysis of the relationships between parts, and recognition of the organizational principles 
involved. Learning outcomes here represent a higher intellectual level than comprehension and 
application because they require an understanding of both the content and the structural form of 
the material. Related verbs in learning outcomes planning: analyse, appraise, calculate, categorize, 
compare, contrast, criticize, differentiate, discriminate, distinguish, examine, experiment, question, 
test. 

2. Synthesis refers to the ability to put parts together to form a new whole. This may involve the 
production of a unique communication (theme or speech), a plan of operations (research proposal), 
or a set of abstract relations (scheme for classifying information). Learning outcomes in this area 
stress creative behaviours, with major emphasis on the formulation of new patterns or structures. 
Related verbs in learning outcomes planning: arrange, assemble, collect, compose, construct, 
create, design, develop, formulate, manage, organize, plan, prepare, propose, set up, write. 

3. Evaluation is concerned with the ability to judge the value of material (statement, novel, poem, 
research report) for a given purpose. This is the highest level, also called critical thinking and 
considered to be one of the most important skills for the 21st century. The judgements are to be 
based on definite criteria. These may be internal criteria (organization) or external criteria 
(relevance to the purpose) and the student may determine the criteria or be given them. Learning 
outcomes in this area are highest in the cognitive hierarchy because they contain elements of all 
the other categories, plus conscious value judgements based on clearly defined criteria. Related 
verbs in learning outcomes planning: appraise, argue, assess, attach, choose compare, defend 
estimate, judge, predict, rate, core, select, support, value, evaluate. 
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4 Teaching strategies for innovation 
When designing and implementing new, innovative strategies in a school, it is worth promoting certain 
student-centred teaching methods that support openness and digital maturity – the latter by 
supporting the building of life skills or soft skills necessary for mitigating in a highly digitalised learning 
environment. In this chapter, we summarise some of the didactical approaches that may be embraced 
in an open, digitally mature school and thus supported in strategic planning. Based on experience, 
teachers often need to first experience the benefits of these methods first, and then they need focused 
training or coaching in implementing them in their classroom. Most of the methodologies can be used 
by individual teachers, but all of them are more effective in case the school incentivises collaborative 
teaching. 

4.1 Problem-based learning 

Problem-based learning flips the traditional approach to school learning by making the students 
identify what needs to be known rather than pre-defining it. In PBL students use “triggers” from the 
problem case or scenario to define their own learning objectives. Subsequently, they do independent, 
self-directed study before returning to the group to discuss and refine their acquired knowledge. Thus, 
PBL is not about problem solving per se, but rather it uses appropriate problems to increase knowledge 
and understanding. The process is clearly defined, and the several variations that exist all follow a 
similar series of steps. 

 
Figure 2: Problem-Based Learning (Source: Europass Teacher Academy – Student-Centred Learning) 

The most common approach to problem-based learning is the Maastricht seven-jump process that 
clearly defines PBL as a combination of individual and group learning, and usually used in groups of 10 
to 15 students.  

The seven steps are: 

1. discuss the case and make sure everyone understands the problem 
2. identify the questions that need to be answered to shed light on the case 
3. brainstorm what the group already knows and identify potential solutions 
4. analyse and structure the results of the brainstorming session 
5. formulate learning objectives for the knowledge that is still lacking 
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6. do independent study, individually or in smaller groups: read articles or books, follow tutorials, 
watch videos or use other, trusted sources to gain the required knowledge 

7. discuss the findings 

4.2 Inquiry-based learning 

Inquiry-based learning (IBL) takes a further step in student independence by offering students the 
possibility to identify the problem themselves and design an exploratory route of inquiry to refine their 
problem and find solutions for that themselves. This methodology is especially suitable for digitally 
mature schools and the success of IBL can be significantly improved due to the recent technical 
developments that allow the inquiry process to be supported by digital learning environments. While 
IBL is often used in science subjects due to its roots in scientific research, it is also suitable for 
humanities or arts discovery. IBL is often organized into inquiry phases that together form an inquiry 
cycle. However, different variations on what is called the inquiry cycle can be found throughout the 
literature. The model used in this publication helps schools to formulate their teaching plan using the 
right verbs for student activities. 

 
Figure 3: Inquiry-Based Learning (Source: Europass Teacher Academy – Student-Centred Learning) 

 

In IBL approached implemented in the classroom, students generally follow methods and practices like 
those of professional scientists to construct knowledge. It can be defined as a process of discovering 
new causal relations, with the learner formulating hypotheses and testing them by conducting 
experiments and/or making observations. Often it is viewed as an approach to solving problems and 
involves the application of several problem-solving skills. Inquiry-based learning emphasizes active 
participation and learner's responsibility for discovering knowledge that is new to the learner. In this 
process, students often carry out a self-directed, partly inductive, and partly deductive learning 
process by doing experiments to investigate the relations for at least one set of dependent and 
independent variables.  

4.3 Experiential learning 

Experiential learning is an engaged learning process whereby students “learn by doing” and by 
reflecting on the experience. It enriches the previously introduced methodologies by making students 
reflect on their own learning process and the experiences they had during them. Well-planned, 
supervised and assessed experiential learning programs can stimulate academic inquiry by promoting 
interdisciplinary learning, civic engagement, career development, cultural awareness, leadership, and 
other professional and intellectual skills. 
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Figure 4: Experiental Learning (Source: Europass Teacher Academy – Student-Centred Learning) 

 
Kolb’s cycle of learning depicts the experiential learning process (see figure above). This process 
includes the integration of: 

▪ knowledge—the concepts, facts, and information acquired through formal learning and past 
experience; 

▪ activity—the application of knowledge to a “real world” setting; and 
▪ reflection—the analysis and synthesis of knowledge and activity to create new knowledge” 

Characteristics of the Experiential learning:  
▪ Experiential learning occurs when carefully chosen experiences are supported by reflection, critical 

analysis and synthesis. 
▪ Experiences are structured to require the learner to take initiative, make decisions and be 

accountable for results. 

▪ Throughout the experiential learning process, the learner2 is actively engaged in posing questions, 
investigating, experimenting, being curious, solving problems, assuming responsibility, being 
creative, and constructing meaning. 

▪ Learners are engaged intellectually, emotionally, socially, soulfully and/or physically. This 
involvement produces a perception that the learning task is authentic. 

▪ The results of the learning are personal and form the basis for future experience and learning. 

▪ Relationships are developed and nurtured: learner to self, learner to others and learner to the world 
at large. 

▪ The educator3 and learner may experience success, failure, adventure, risk-taking and uncertainty, 
because the outcomes of experience cannot totally be predicted. 

▪ Opportunities are nurtured for learners and educators to explore and examine their own values. 
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▪ The educator's primary roles include setting suitable experiences, posing problems, setting 
boundaries, supporting learners, insuring physical and emotional safety, and facilitating the 
learning process. 

▪ The educator recognizes and encourages spontaneous opportunities for learning. 

▪ Educators strive to be aware of their biases, judgments, and pre-conceptions, and how these 
influence the learner. 

▪ The design of the learning experience includes the possibility to learn from natural consequences, 
mistakes, and successes. 

4.4 Playful learning or Learning through play 

There are several definitions and frameworks for playful learning, the one used in this publication is 
the one established by scholars at the LEGO Foundation and is defined as serious play. While most 
scholars have done research on the benefits of serious play in early childhood, recent studies have also 
emphasised its benefits for older children and adults, thus making it an approach to consider in all 
stages of lifelong learning. This is partially rooted in the concept of Csíkszentmihályi’s flow and positive 
psychology. This concept establishes the ideal state for learning as a situation that is challenging, but 
not overchallenging for the individual, and offering meaningful learning moments.  

 
Figure 5:  Playful Learning (Source: LEGO Foundation) 

The framework used in this publication also emphasises the socially interactive nature of this 
methodology. It has several characteristics that make it similar or related to previously introduced 
methods. The theoretically interesting element of it is that it highlights the importance of iteration, 
thus celebrating trial and error, a feature often missing from the school context. Another element that 
builds further on the previously introduced methodologies, especially experiential learning, is that it 
does not only emphasise the importance of the feelings of learners during the learning process, but 
explicitly requires the experience to be joyful. This joy, as Csíkszentmihályi establishes, comes from the 
satisfaction of achievement, so it is not necessarily “fun” or “humour”, but joy in a broad sense: as 
pleasure, enjoyment, motivation, thrill, and a positive emotion - whether over a short period of time 
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or over the entire play session. In other words, joy is seen as both enjoying a task for its own sake and 
the momentary thrill of surprise, insight, or success after overcoming challenges. 

The concept is built on the fact that children naturally learn through play and offers a framework to 
keep this in later stages and more formal environments of education. It offers a broad framework that 
can be implemented in any subject-context and puts an emphasis on developing life skills as a first step 
and as a basis for curricular learning.  

4.5 Gamification 

Gamification is not game-based learning, although gamified solutions often use games as a vehicle of 
learning. It builds on successful principles of (primarily computer) games to make learning more 
interesting, but not necessarily involves an actual game or digital technology. It is aiming at students 
being more motivated, having a deeper engagement with curricular learning, being genuinely 
interested and applying learning in real life environments. 

  
Figure 6: Gamefication (Source: Europass Teacher Academy – Student-Centred Learning) 

Building on principles previously quoted about playful learning, the approach is based on the 
gratification players feel in computer games. It is based on experiences of millions of gamers who 
spend long periods of times in their games online. What is important during game for this pedagogical 
approach is the so-called epic win (perhaps it could be translated as cathartic success): difficult 
problems during games the gamer has to solve, they need to think hard, dedicate all available 
resources to it - and if they do, in the end success crowns their efforts. Cathartic success is something 
that really took a lot of effort to reach in the game, at first it seemed even impossible to achieve, but 
still succeeded. As a teacher this is exactly what you want to achieve - not just students solving tasks 
based on teacher instruction, bored and disinterested, but also heat them from within the desire to 
solve the tasks. Who has played any game knows the feeling, e.g. like when, after 80 minutes of play, 
you manage to equalize in a football match: the fatigue disappears and the goal scorer is able to run 
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out to the spectators impossibly quickly. This is the feeling that you can take it forward, and it also 
encourages the student to make an extra effort. 

Gamified assessment methods, based on awards and no punishments are an especially useful method 
for motivation, helping students to focus on their weaker points, and achieving learning goals. This is 
an element – offline or online - that can be introduced easily and independently from introducing other 
elements of gamification. 

4.6 Project-based learning 

Project-based learning (PBL) is probably the most widely known and used, complex student-centred 
methodology. Students work on a project over an extended period – from a week up to a semester – 
that engages them in solving a real-world problem or answering a complex question. They 
demonstrate their knowledge and skills by creating a public product or presentation for a real 
audience. 

As a result, students develop deep content knowledge as well as critical thinking, collaboration, 
creativity, and communication skills. If managed well, PBL has the potential to boost creative energy 
among students and teachers. 

 
Figure 7: Project-Based Learning (Source: Europass Teacher Academy – Student-Centred Learning) 

In PBL, students work in groups to solve challenging problems that are authentic, curriculum-based, 
and often interdisciplinary. Learners decide how to approach a problem and what activities to pursue. 
They gather information from a variety of sources and synthesize, analyse, and derive knowledge from 
it. Their learning is inherently valuable because it's connected to something real and involves adult 
skills such as collaboration and reflection. At the end, students demonstrate their newly acquired 
knowledge and are judged by how much they've learned and how well they communicate it. 
Throughout this process, the teacher's role is to guide and advise, rather than to direct and manage, 
student work. 

PBL is becoming widely used in schools and other educational settings, with different varieties being 
practiced. However, there are key characteristics that differentiate "doing a project" from engaging in 
rigorous PBL. 
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Doing a project is often a short, intellectually light activity “served up” after the teacher covers the 
content of a unit in the usual way. In the case of PBL the project is the unit itself, the vehicle for teaching 
the important knowledge and skills students need to learn. The project contains and frames curriculum 
and instruction. 

In contrast to the “doing a project” to verify learning, PBL requires critical thinking, problem solving, 
collaboration, and various forms of communication. To answer a driving question and create high-
quality work, students need to do much more than remember information. They need to use high 
order thinking skills and learn to work as a team. 

The role of teachers in PBL is the following: 
▪ Build a culture of PBL 
▪ Manage activities 
▪ Scaffold student learning 
▪ Assess learning 
▪ Engage in activities and coach students 
▪ Support design and planning 
▪ Align products with curricula 

4.7 Deep learning 

The concept of deep learning has been introduced by Michael Fullan and his team. As compared to the 
previously introduced approaches if focuses on the role of teachers in the learning process, while 
keeping the focus on 21st century skills. It is aiming at transforming the role of teachers to that of 
activators who design experiences that build global competencies using real-life problem solving; and 
supports schools, districts, and systems to shift practice and how to measure learning in authentic 
ways. 

 

 

Figure 8: Deep Learning (source https://deep-
learning.global/) 
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The initiative – offering a response to the global learning crisis (World Bank 2018.), a way of rebuilding 
education after often extended school closures and harnessing digital maturity - is aiming at the 
implementation of deep learning goals enabled by new pedagogies and accelerated by technology. 

The role of teachers as activators is three-fold:  
1. The teacher is a designer of powerful learning experiences  
2. The teacher is a source of human, social and decisional capital in the learning experience  
3. Teachers are partners in learning with students, accelerated by technology 

One of the biggest challenges the concept is facing is assessment of deep learning, and thus 
implementation may also require changes at system level. 

There is a growing body of literature and a movement that can be explored and followed on the New 
Pedagogies for Deep Learning website https://deep-learning.global/  

4.8 Universal Design for Learning 

An inclusive approach to education implies that all learners receive the support necessary for them to 
reach their full potential. A framework universally recognised has been developed to ensure this that 
digital companies can implement, Universal Design for Learning. Somewhat similarly to the board 
framework of ISO, the UDL offers well defined cornerstones for designing educational solutions, but 
given the diversity of solutions, services and products, it needs the company to tailor them for their 
own products.  

UDL5 is an educational framework based on research in the learning sciences, including cognitive 
neuroscience, that guides the development of flexible learning environments and learning spaces that 
can accommodate individual learning differences. After recognizing that the way individuals learn can 
be unique, the UDL framework, first defined by David H. Rose, Ed.D. of the Harvard Graduate School 
of Education and the Center for Applied Special Technology (CAST) in the 1990s. 

 

Figure 9: UDL (source Chrissie Butler, 
CORE Education)  

 

 

 

 

 

 

 

 

 
 

UDL is a way of thinking about teaching and learning that helps give all students an equal opportunity 
to succeed. This approach offers flexibility in the ways students access material, engage with it and 

 
5 https://www.cast.org/impact/universal-design-for-learning-udl  
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show what they know. Thus, it uses a variety of teaching methods to remove any barriers to learning 
and methods that are adjusted to the strengths and needs of each individual student. 

To understand what UDL is, it helps to understand what it’s not. The word universal does not mean 
finding a one-size-fits-all solution, but rather the opposite. 

Even if you’re not familiar with the term universal design, you’ve likely encountered many examples 
of it in your everyday life. Closed captions are an good example of universal design that most people 
have encountered. It is typically a design element that helps people with disabilities, but it can be 
equally beneficial for people with no disabilities. Closed captioning on TV is originally intended for 
people with hearing impairments to see onscreen text of what is being said. But can benefit everybody. 
Language learning is just one example. If you’ve ever tried to watch the news or a game in a noisy 
restaurant, you probably used the closed captions to follow along. However, even closed captioning 
can be tricky when it come to universal design as the choice of font type defines whether dyslexic 
people can benefit from it. This simple example shows the complexity of implementing UDL. 

UDL is based on 3 main principles: 

1. Representation: UDL recommends offering information in more than one format. For example, 
textbooks are primarily visual. But providing text, audio, video and hands-on learning gives all learners 
a chance to access the material in whichever way is best suited to their learning strengths. 

2. Action and expression: UDL suggests giving learners more than one way to interact with the material 
and to show what they’ve learned. For example, students might get to choose between taking a pencil-
and-paper test, giving an oral presentation, or doing a group project. 

3. Engagement: UDL encourages educators to look for multiple ways to motivate students. Letting 
learners make choices and giving them assignments that feel relevant to their lives are some examples 
of how teachers can sustain students’ interest. Other common strategies include making skill-building 
feel like a game and creating opportunities for students to get up and move around the classroom. 

UDL is especially beneficial for students with special learning needs, a good 20-25% of children. It is a 
main inclusion tool as this makes curricular material accessible for them in a general classroom, thus 
making any segregation unjustified, and reduces stigmatisation. 

Introducing new, innovative strategies in school also requires a rethinking of assessment methods. 
While there are ways of innovating around the best-known and most widely used element of 
assessment, summative assessment, for successful innovation schools need to put a much larger 
emphasis on diagnostic and formative assessment. When introducing new teaching methods and 
strategies, it is of utmost importance to understand how well-prepared the school, teachers and 
students are for the innovation by diagnostic assessment, to monitor success by formative assessment 
and to show the effectiveness of our innovation via improved summative assessment results. 

 
Figure 10: The three types of assessment 
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Diagnostic assessment can also be identified as assessment for learning. It enables teachers to use 
information about students’ knowledge, understanding and skills to inform their teaching. Based on 
the results, teachers provide feedback to students about their learning needs and possible 
improvement paths. Diagnostic assessment is never marked/graded. When introducing innovative 
methodologies, it is equally important that teacher skills and knowledge as well as the school’s 
preparedness is also assessed in the diagnostic phase. 

Formative assessment happens during the learning process and is also part of the learning journey. It 
makes it possible to involve students in their learning process more by making it possible for them to 
monitor their own progress, ask questions and practice. Students use self-assessment and teacher 
feedback (sometimes peer feedback) to reflect on their learning, consolidate their understanding and 
work towards their own and general learning goals. When formative assessment is marked/graded, it 
needs to reflect progress against the diagnostic stage and student abilities. This is a good tool to 
regularly offer success to less abled, but motivated students, and to make bright, but lazier students 
work harder for better grades. Similarly, to student assessment, teachers and the school also need to 
assess their progress to enable corrections during the innovation process. 

Summative assessment is the assessment of learning, and assesses student learning against original, 
often externally set goals, standards, and the curriculum. In this phase, students are marked/graded 
according to their achievement against these general goals. This is where less-abled students may not 
thrive, but it can offer success to less motivated students who are bright and ahead of their peers. 
However, good summative assessment – of the students, of teachers and of an innovative initiative – 
always contains a formative element to support future achievements. 

When teachers and/or the school is the subject of assessment, assessment by leadership should be 
accompanied by assessment by peers, by the students and by parents. 

Inclusion in education has been a hot topic all over Europe. There have been various attempts to 
develop inclusion strategies for different groups, such as for the inclusion of disabled students, newly 
arrived migrants, those with special needs and others. MultInclude, has focused on the multiple 
inclusion needs of students having in mind the completion of secondary education and continuation 
of studies at tertiary level. In short, what it was aiming at is educating lifelong learners by catering for 
the individual inclusion needs of each student. 

Based on the analysis of over 70 practices from a variety of levels, targeting various inclusion needs, 
and mostly carried out in an open schooling environment, the MultInclude team developed and piloted 
a scoring matrix in over 60 schools across Europe supporting schools to evaluate their inclusion 
strategies and practices along the lines of various dimensions so that they can use the collection and 
analysis of practices for inspiration to improve their inclusiveness.  

The questionnaire of 163 items was developed along the lines of the following 7 dimensions and 4 
domains: 

Dimensions:  
§ Admission and Access 
§ Social Interaction 
§ Student and Participant Support 
§ Management 
§ Teaching 
§ Extracurricular activities and Community Outreach 
§ Assessment and Recognition 

Domains: 
§ Intellectual and Social Development 
§ Educational Resources 
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§ Cultural Differences 
§ Classroom Environment 

By using this matrix6, the school or a group of teachers from the school can explore the areas the school 
is currently scoring low, decide how important the given area is for that given school. It is a snapshot 
that can then be used as a starting point for developing or improving internal strategies and processes 
as well as to decide on action for improvement. For example, if a school identifies a need to update 
their management or teaching practices in the domain of catering for cultural differences, they can 
develop an innovation action for that. As in most European countries linguistic and cultural diversity 
leads to major inclusion needs, digitally mature schools, utilising technology to bridge linguistic gaps, 
have an advantage when planning innovative inclusion actions. 

 
6 (MultInclude also offers an online course that you can register for here: https://multinclude.eu/activities/multiply/mooc-registration/ While 
the Scoring Matrix focuses on the school, this gives you an opportunity to develop your professional skills and competences.) 
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5 Strategies for innovation with stakeholder engagement with special focus 
on digital providers and families  

In a widely endorsed framework document, Rethinking Education UNESCO has defined education as a 
common good (rather than a public good), making the case for a joint responsibility of all for providing 
education as well as being learners for life. It has also offered an ecosystem of various stakeholders 
that have a major role in education. This is depicted in the infographics by UNESCO in Figure 10. In this 
publication, we focus on two stakeholders that are of utmost importance in a digitally mature school: 
parents/families and digital companies. 

 
Figure 11: Key Stakeholders for Equitable Quality Education (source UNESCO). 

A period that exposed families to a more in-depth look into their children’s schooling and teachers to 
a reality where learning is happening in a very different way provides a great opportunity for the so 
much necessary rethinking and renewing of education. UNESCO published their vision of education 
that can lead to delivering on Sustainable Development Goal 4 (SDG4): quality, inclusive education for 
all. In 2018 the World Bank published research data showing that this is a very timely demand as school 
systems fail to provide children with basic skills, knowledge and competences. These can be used as 
an overall starting point to deliver on education innovation, and open and digitally mature schooling 
using the experiences of parents, families and professionals as leverage. 

The years of pandemic (2020 and 2021) has proven that parents, families and schools can share the 
responsibility for schooling needs – with some families in need of more external support – but they do 
not necessarily wish to do so and they have every right to leave this with schools. Parents and families 
have also had the opportunity to experience what the contents of schooling are, and that clearly leads 
to an understanding of the World Bank research results. This is a good moment to start from the very 
base and decide on what the necessary basics are and what share of jobs in delivering education is 
satisfactory for professionals and those legally responsible for children to learn what they need: their 
parents and guardians. The evidence-base for decision making is robust – be it policy or practice 
decisions.  

The engagement of parents and families need to be based on the following pillars (Henderson-Mapp 
2007): 
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1. All families have dreams for their children and want the best for them 

2. All families have the capacity to support their children’s learning 

3. Parents and school staff should be equal partners 

4. The responsibility for building and sustaining partnerships between school, home and the 
community rests primarily with school staff and especially the school leaders 

Non-formal education providers have made a vast amount of content and tools available for free 
and have gone a long way curating content to support emergency remote schooling, proving to be 
suitable partners in a new education paradigm. Child mental health experts have urged 
governments to prioritise children’s play and socialising with friends over formal lessons and 
academic progress when schools reopen. These experiences also made education stakeholders 
rethink the role and use of digital technology and to evaluate the benefits against potential risks. 
Maintaining the use of digital alternatives can also help reduce pressure on the environment by 
making choices between necessary and not-so-necessary travel, while keeping a healthy level of 
physical interpersonal contacts. 

Digital companies are an important stakeholder group, especially since the majority of attempts at 
renewing education are linked to digitalisation of the educational process as well as educating for 
a digital future. Companies can also contribute to achieving education innovation goals by 
systematically including thinking about learning needs in relation to their products and services, 
but also by implementing a company environment that promotes learning at all stages and places 
of life – including the learning of their own teams and supporting education when offering 
sponsorships, implementing CSR programmes and establishing collaborations. 

The Council of Europe has established an expert group to define guidelines for the collaboration 
of schools and digital companies. While it is not yet ratified by the Council of Ministers, it has been 
widely piloted among teachers, school leaders and is also based on the input of companies. It 
acknowledges that educational institutions enter a range of partnerships with the private sector 
both as customers for new learning tools and resources, and as joint partners in integrating digital 
technologies into the learning environment. Guidelines to support partnerships between 
education and the private sector are based on a meaningful and ethical deployment of digital 
technologies in educational settings for the purposes of developing digital citizenship. Partnership 
in this context refers to an approach that supports collaboration and promotes shared 
responsibility with all relevant partners at governmental level, in civil society, with educators and 
with communities of users. 
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6 Sustainable innovation and innovation for sustainability  

6.1 Sustaiinable Innovation 

When designing innovation, it is necessary to consider the sustainability angle of the newly introduced 
methods, approaches, and tools. There are two possible approaches to linking innovation and 
sustainability in education. The first one is sustainability of methodological and technological 
innovation processes in education, and the second is the creation and implementation of innovation 
processes that can make education a key driver in sustainable development focusing on education for 
sustainability. Once an innovative process is started, it doesn’t necessarily proceed on its own. 
Innovative initiatives in education often have problems with their sustainability. In the present 
publication, we offer two theoretical frameworks that can be used to ensure sustainability and 
mainstreaming: the integrated model for sustainable innovation (IMSI) and self-determination theory 
(SDT).  

Based on the work of Rogers, sustainability can be seen as a process of institutionalization in which the 
educational innovation must be spread over the organization. He attributed a crucial role to human 
capital in the process of institutionalization, expressed by the commitment to the innovation of all of 
the participants, the teachers on the one hand and the school leaders on the other. This commitment 
is an important part of sustainability, because innovation often comes with new learning goals, 
learning activities or pedagogies and its success depends on the teachers’ willingness to collaboratively 
change and adapt their practices. Innovation occurs through adoption of the new ideas by the 
members of the social system within the innovation. The process is also reflected in the term ‘learning 
organization’, which represents the change in individuals and teams as result of learning that is 
considered to be the core of innovation. Because sustainable innovation depends on the learning of 
(groups of) individuals, it is of interest to investigate in depth how learning occurs in practice within 
the context of sustainable innovation and what benefits the individual learning process. 

The Integrated Model for Sustainable Innovation (IMSI) (Figure 11) is based on the work of Rikkerink 
et al., and developed from models of learning in organizations and leadership practices. IMSI provides 
four concepts that determine sustainable innovation in education, namely, distributed 
leadership, context-conscious leadership, vision and goals and flows of learning. 

 
Figure 12: Conceptual Model of Sustainable Innovation (Source: Conceptual model of sustainable 

innovation (Rikkerink et al 2016)) 
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Leadership in educational practice is not allocated to a single person in the organization but occurs at 
different levels of the school organization and can be formal as well as informal (distributed 
leadership). Rikkerink et al. proposed that ‘leadership practices’ (LP) can be pictured as the interaction 
between the formal or informal leader, other actors and the situation, which characterizes the 
reciprocal interaction between the teacher, the school leader and the school environment. The 
innovating team of teachers cannot be defined as obedient followers; they have their own ideas, 
experiences and beliefs regarding the innovation. Leadership activities are therefore spread within the 
social context of the innovation and apply to formal as well as informal leaders. 

For sustainable innovation, school leaders at different levels of the organization must communicate 
with each other and pursue the same goals. IMSI considers clear goal-setting at all levels of the 
organization to be an important determinant for the performance of the innovating team of teachers. 
Goals provide the innovating teams with clearer direction and allow them to determine better 
procedures and tasks; goals also bring focus to their effort to get the job done. Furthermore, goal 
achievement is facilitated by the social structure of the innovating team, which from the perspective 
of distributed leadership applies to all levels of the organization. 

An important point of IMSI is that the learning processes of teachers are the backbone of educational 
innovation. This includes, in the first place, teachers’ individual sense-making about new practices, as 
they attempt to fit the innovation into their existing beliefs and experience. In addition, for 
sustainability, the innovation also requires collective sense-making by teachers and school leaders, for 
example, by sharing their thoughts, discussion, and collective reflection. This sense-making is 
significant for the change that comes along with innovation and is defined in IMSI as flows of learning. 
Individual and collective sense-making drive people to explore new practices (feed-forward flow of 
learning) and reflect upon or evaluate their practice (feedback flow of learning) as innovations are 
implemented in existing learning environments. In these learning environments, stakeholders such as 
parents, students and colleagues have developed expectations, for example, concerning students’ 
achievement. During the development of new practices, the innovating team must make sure to meet 
the expectations of the other stakeholders. 

Self-Determination Theory (SDT) was developed to explain how individual learning can be improved, 
and it also supports the understanding of the flows of learning. SDT addresses three psychological 
needs, namely, the needs for autonomy, competence, and relatedness. According to SDT, perceived 
feelings of autonomy, competence and relatedness are important for people’s learning process, 
foremost because they contribute to self-regulated learning behaviour and enhance feelings of 
interest and joy, which are strong predictors of job performance as well as perceived well-being. SDT 
implies that teachers’ learning is stimulated by support of teachers’ perceived autonomy, which 
applies to opportunities to bring in their own ideas, opinions and personal experiences. In addition, 
feelings of autonomy also include the experience of being respected, addressing the social context in 
which autonomous action is embedded. Teachers’ perceived autonomy in innovation leaves an 
important role for school leaders, for example, as they make sure teachers feel safe to change their 
individual ideas and respect the identities of individual teachers. 

During innovation, teachers are challenged to develop new practices, directed by the innovation goals 
and stakeholder expectations. For teachers and school leaders, this includes learning goals for students 
as well as personal goals and organizational goals. The opportunity to contribute successfully to 
meeting goals and standards comes along with feelings of competence, which are driven by people’s 
desire to achieve goals and standards that are important to them. Teachers reflect on how their 
personal goals, experiences and values fit with the innovation goals. Initiatives that have puzzling or 
trivial goals may hinder effective competence development if teachers struggle to match these goals 
with their personal experiences, values and goals. 

SDT addresses the social aspect within learning as relatedness, which addresses the need for people 
to connect with other people. Different types of relationships may evoke feelings of relatedness for 
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teachers, for example, in their relationships with colleagues, but perceived relatedness may also be 
present in teachers’ contact with students. SDT considers perceived relatedness to occur primarily in 
caring and safe relationships where teachers can share ideas and feelings with others. This is also a 
very important aspect of sustainability of innovation. 

6.2 Innovation for sustainability 

One of the main challenges education systems are facing, is that schools today do not educate for 
sustainability. When designing innovation in an open, digitally mature school, it is not only important 
to have Sustainable Development Goal 4, the education goal in mind and plan actions towards quality, 
inclusive education, but also to educate people with a sustainability mindset. Contrary to general 
beliefs, this is not restricted to going green or teaching about environmental sustainability. The above 
framework of student-centred learning methods and innovations all support the overall aim of 
education for sustainability as defined by UNESCO in the Berlin Declaration. Education for sustainable 
development should enable learners to develop their cognitive and non-cognitive skills, such as critical 
thinking and competences for collaboration, problem solving, coping with complexity and risk, building 
resilience, thinking systemically and creatively, and empowering them to take responsible action as 
citizens.  

To close the cycle, for this, the Berlin Declaration promotes an open schooling approach (or whole 
school approach) “recognizing that learners and the school community become meaningfully engaged 
in sustainable development through democratic participation when their institutions become living 
laboratories for participation and active citizenship, equity and gender equality, health, connections 
with nature and respect for the environment, energy efficiency and sustainable consumption, and 
where learning is experiential, action-oriented, localized and culturally specific, allowing learners to 
learn what they live and live what they learn”. This is the main goal school innovation should pursue, 
and what the current publication is aiming to support. 
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7 Conclusion 
In the R4C project the consortium believes that with the right amount of dedication and support 
materials any school can achieve the e-maturity and the expected openness. With the help of the 
School Innovation Strategies document schools can develop their own pathways to education, they 
are supported to improve, reinvent, supplement, and transform according to their profile and 
identified needs.  

After reviewing the school innovation strategies suggested by the R4C self-reflection tool schools can 
learn about innovation strategies on different levels of the school life.  

The document explained the most relevant school and learning leadership strategies for innovation, 
relevant strategies in choosing teaching and assessment methods, re-defining the focus of skills and 
competence development, improving inclusion, increasing stakeholder engagement, and brings the 
openness and e-maturity approach of R4C towards education for sustainability. 

The School Innovation Academy that is proposed by R4C is a unique professional development 
opportunity for all schools who wish to receive more support in their strategy development towards 
innovation and e-maturity.  

The current document, in parallel with the School Innovation Roadmap and the School Innovation 
Academy offer an integrated service for schools that want to make the best out of the proposed self-
reflection process.  
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