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Design Thinking Process

5

Discovery

Interpretation

Ideation

Experimentation

Evolution

Understand the challenge, prepare research, 
gather inspiration, engage with real people, 
find stories and emotions, and ask “why”

Capture findings, synthesize “needs” as verbs, 
tell stories, search for meaning, frame opportu-
nities, find a problem worth tackling

Generate ideas and solutions, refine ideas, take a point-of-view, 
sketch, rewrite problem, get feedback, reflect, generate solutions

Make prototypes, get feedback

Track learnings, move forward, assess, revise, reflect

Design thinking is a human-centered 
approach and process used for solving 
problems.  It helps people to imagine, 
analyze, test, evolve, and understand 
new solutions.  This model was devel-
oped by IDEO.

Schedule
Introductions and Welcome
Background of Event/ Ed Forecasts/ Review of Design Thinking

The Hack Process Commences
Personal Reflections/ Building Empathy through Interviews

Discussion on Learning Experiences and Resources

The Hack Challenge
Visualizing & “Open Mic” Pitches
Migration and Team Formation

Learning Journey Map
Hacking Begins

Lunch

Teams Keep Hacking and Creating New Models

Present and Share Curriculum Hack Models
Reveal Participant Identities
Mission Accomplished

9:00am

9:40am

10:00am

10:30am

11:10am
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Overview and Purpose
What is learning? What should it look like? How should it be crafted? Combine a hackathon with education and you 

get k-20 educators, college and high school students, and community experts collaboratively deconstructing and 

designing innovative learning experiences.  Participants are anyone who demonstrates passion, skill sets, deep inter-

est and unique attributes that make them a vital asset to the hack.

The morning session is a design thinking workshop to gather collective ideas on learning and course content.  After-

wards, individuals solicit themes or topics of content, and mixed teams of students and professionals form around the 

most popular topics.  The afternoon is “hack” time for teams to create new courses and models. Finally, at the end of 

the day, everyone presents their new models as well as posts them online to a public website.

Essential Questions
1)  What is learning?  

2)  What do you want to learn and how do you want to learn about it?

3)  What are new models of learning and teaching?

4)  What are new concepts for learning environments and educational technologies?

5)  How can current methods and resources be re-combined to create fresh possibilities in learning?

Combine a hackathon with education and you get a Curriculum Hack: a time and space for educators, students, 

and experts to collaboratively deconstruct and re-design innovative learning experiences. The intended outcome 

is new models of courses and curriculum developed collaboratively by teams of educators, students, and experts.

Our Definition of a Curriculum Hack

Today is about FOUR things:
1. REIMAGINING EDUCATION AND RESHAPING THE FUTURE OF EDUCATION-  imagining possibili-
ties, and creating learning that is unconstrained by time, place, or space 

2. PROJECT-BASED LEARNING AND RELEVANT LEARNING EXPERIENCES- (i.e. real life experiences) 

3. CONNECTED LEARNING- the collective intelligence of groups of people through social media, peer     
culture, friendships, academics, and interests

4. SHARING- The Creative Commons and open networks philosophy of making ideas accessible 

“Young people today are caught in the transition between two worlds—the world of institutional production of 
education and a new world of possibilities for highly personalized on-demand continuous learning,” 

offered Marina Gorbis, Executive Director of the Institute for the Future. 
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by Knowledge Works Foundation, 2008   www.futureofed.org

Opportunities for Creating the Future of Learning
This 2020 Forecast: Creating the Future of Learning is organized around six drivers of change, which are major 

forces of transformation that will shape our efforts to remake learning. These drivers of change, along with relat-

ed trends and signals, appear on the inside of this forecast. You might find it helpful to take a look inside before 

considering these overall implications for the future of learning.  Looking across the drivers of change, the 2020 

Forecast highlights the need for “schools” and centers of learning to be life-affirming organizations—for learners, their 

families, educators, and the broader community. It also emphasizes the need for learning to be an ongoing process 

whereby we all become engaged citizens of a global society. Third, and perhaps most importantly, this forecast 

illuminates the vital need for everyone concerned about learning—not only education “insiders,” but also the 

powerful innovators on the periphery—to get involved in actively creating the future of learning. Our ability to meet 

the social, economic, health, and climate challenges of the next several decades depends on our heeding these 

messages from the future

Design as Philosophy
New tools and approaches to designing learning experiences will deepen our capacity to personalize learning. 

Data about preferences and interactions, as well as collaboration trails (such as records of where learners travel 

on the Internet and how they contribute to group activities and interact with others), will create new streams of 

information about learners’ experiences and performance. Visualization tools will provide new ways of seeing data 

and of developing insight into learner support. In addition, neurological advances will help us make connections 

between specific physical and virtual environments and their impacts on cognition and brain health. The result will 

be an emerging tool-set for designing personalized, learner-centered experiences and environments that reflect 

the differentiation among learners instead of forcing compliance to an average learning style and level of perfor-

mance. At the community level, maker economies will elevate design as a practical problem-solving capacity that 

applies across community issues and helps empower local resilience.

2020 Forecast highlights the need for:

--- “schools” and centers of learning to be life-affirming organizations

--- learning to be an ongoing process whereby we all become engaged citizens of a 
global society.

--- everyone concerned about learning—not only education “insiders,” but also the 
powerful innovators on the periphery—to get involved in actively creating the future of 
learning.

page,  5
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2020 Forecast:  
Creating the  
Future of Learning 

Released in 2009, 

KnowledgeWorks’ 2020 

Forecast: Creating the Future 

of Learning identifies six major 

drivers of change that are giving 

individuals and organizations 

more options for creating a 

world of learning that will look 

very different from today’s 

system of schooling. Here is our 

latest understanding of how 

those drivers of change could 

affect education and how you 

can begin taking action now to 

create the future of learning.

Pattern Recognition

The Maker Economy

A New Civic Discourse

Platforms for Resilience

Amplified Organization

Altered Bodies

Creating a World of Learning
Major forces of change are challenging us to realize a world of learning that puts learners at the 
center, leverages technologies and human capital in new ways, and incorporates new structures.  
This world of learning will make it possible for all learners to develop deep knowledge and abilities 
in order to thrive throughout their lifetimes. To make this vision a reality, new ways of thinking and 
acting will be required. Some are detailed below.

Learners will:
  Collaborate with educators and with experts in their communities and around the world to customize 

rigorous learning experiences based on competency and interest instead of time and age

  Make an impact on their immediate and broader communities as they engage in service-based, 
project-based, and other types of immersive and authentic learning experiences 

  Contribute, co-create, take risks, feel  ownership, and even make use of failure as they engage in a 
continuous learning process

  Use data to track their progress and to understand their cognitive, social, and emotional strengths  
and challenges.

 Learning agents – the educators of tomorrow – will:

  Work together to facilitate the use of next generation digital media such as immersive games, 
simulations, and technologies of cooperation to create rich learning experiences that are tailored 
to the learning profiles and needs of each learner

  Amplify their ability to serve “the whole student” by creating connections with their immediate 
communities and with experts and resources around the world

  Integrate multiple types of data streams to make continuous authentic assessment processes 
transparent to learners, parents, and other key stakeholders.   

The learning system will:

  Provide all students with high-quality learning experiences from a diverse range of institutions and 
organizations

  Make use of flexible and adaptive learning platforms that support the fluid distribution of such 
learning experiences across geographic boundaries

  Make nimble adjustments in response to frequent feedback coming from multiple data streams 
and enable learners to do the same

  Ensure the development and use of high-quality performance-based assessments for all students

  Create new partnerships and models for thinking innovatively about funding and about resources 
such as materials, physical space, and expertise.

This world of learning will be customized, connected, amplified, authentic, relevant, and 
resilient, and it is beginning to unfold now.

2020 Forecast 
Update
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A New Civic Discourse
Rearticulating identity and community in a global society

The Maker Economy
Personal fabrication technologies and open-source principles democratize production and design

Pattern Recognition
An extremely visible world demands new sensemaking

As the needs of constituents outstrip the capacities of civic leadership, experiments 
in bottom-up, collaborative governance will help close the gap.  Educitizens – who 
affiliate around educational needs and claim their rights as learners – will take the 
lead in filling gaps that cannot be met by school boards and other elected leaders.  
Using next generation social web applications, they will coordinate action to improve 
education in their communities and beyond. Civic debate and problem solving will take 
place in new forums, such as open multiplayer game sessions; public service software 
coding, or hackathons; and interactive town halls. Educitizens will take the lead in 
expanding the scope of education issues to include equitable access to energy, healthy 
food, clean water, sustainable communities, and cognitive enhancements.  Ultimately, 
they will shift the public discussion away from narrow achievement metrics and 
toward learner wellbeing and happiness. 

SIGNALS OF CHANGE

StreetsEducation – Inspires students to make the changes they want to see on their 
streets and in their neighborhoods. streetseducation.org

Evoke – This World Bank-sponsored massively multiplayer game empowers social 
action and collaborative problem solving around global challenges. urgentevoke.com

Code for America – Recruits the brightest minds of the web to take on core problems 
facing communities. codeforamerica.org/issues/education 

Groundcrew – Turns social networks into community action networks, assembling 
teams based on skills, location, and interest. groundcrew.us  

Update 

Update 

Update 

A “make to learn” philosophy focused on real-world solutions will transform curriculum 
and assessment and will elevate the role of informal learning.  As creative design 
studios, fabrication centers, and community-based manufacturing hubs become 
centers of learning, education will become more oriented around passion-based 
problem-solving with real world applications.  Schools will act as test sites and 
co-developers of new environmental and conservation technologies, gaining access 
to labs, technical resources, and mentorships from entrepreneurial firms. At the same 
time, open neighborhood tinkering centers will provide intergenerational learning 
opportunities with broad social benefits. Along with such place-based experiences, 
learners and educators will participate in global know-how networks in which they 
earn reputations based on their work and ideas. Growth in youth-led innovation 
and informal learning will be accompanied by new ways of assessing learning.  As 
part of that, creative partnerships between learning providers and third parties will 
document and communicate valuable skills learned in non-traditional settings.  New 
kinds of learning providers will focus on helping learners acquire resources, develop 

personalized learning paths, and gain credentials rather than on delivering instruction. 

SIGNALS OF CHANGE

Open Accreditation – Peer-to-Peer University and the Mozilla Foundation credential 
informal learning. sharing-nicely.net/2010/03/open-accreditation-next-steps

Prototype – 11th and 12th graders gathered to redesign the future of learning.  
prototypedesigncamp.com  

Cleveland’s MC2 STEM High School  – Opens a mobile fab lab.  
sites.google.com/site/mcstemhs/fablab

FabLab Network – Congressional Bill HR 6003 links fab labs across the U.S. into a 
collaborative network. thomas.loc.gov/cgi-bin/bdquery/z?d111:h6003

Advances in the integration and visualization of data streams will enable new ways 
of measuring the value of learning experiences and keeping track of local resources. 
Lifestream technologies, which aggregate and display an individual’s social media 
streams, will enable learners to create personal multi-media learning logs. By combin-
ing these learning logs with game-based interfaces and visualization tools, learners 
will be able to create “learning footprints” that show how they learn in different geo-
graphic locations and blended settings. Learners will be able to forecast their learning 
footprints to imagine possible future paths and to test out educational decisions, 
career choices, and personal health strategies. In addition, urban dashboards will track 
and manage diverse data streams from multiple city agencies and institutions, offering 
visualizations of a region’s “educational ecosystem.”  Such visual dashboard data will 
help school districts, charter school networks, and multi-agency alliances collabortively 
model strategies for addressing challenges such as dropout rates, community engage-
ment, and resource allocation. 

SIGNALS OF CHANGE

School of One – Uses data to tailor unique daily schedules for students. 
schoolofone.org

Quest to Learn – A school that uses the underlying principles of games to create 
academically challenging, immersive learning experiences. q2l.org

Personal Metrics – Collects feedback about the effects of our actions and how we 
can change behavior. personalmetrics.us 

Lifestream Tools – Provides an index of online lifestream tools and applications. 
go2web20.net/#tag:lifestream

page,  7
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Altered Bodies
Experimenting at the intersection of environment and performance

Amplified Organization
Extended human capacity remakes the organization

Platforms for Resilience
Creating flexibility and innovation amid system failures

Update 

Update 

Update 

A proliferation of neuro-enhancement tools and networks will push the frontiers of 
cognitive rights, performance assessment, and ethical intervention.  Brain-based 
interventions will move beyond neuro-enhancements for remediating and boosting 
performance to include analytical tools such as neuro-fingerprinting. Neuro-
fingerprinting uses brainwave analysis to map brain patterns and profile individuals by 
cognitive task. Such tools will enable educators to discern distinct cognitive pathways 
for individual learners. However, it will remain unclear whether such learner profiling 
offers a real expansion of individualized learning or ultimately narrows curricula. In 
addition, individuals will create viral emotional networks that cluster learners online by 
emotional connections. Such social networks of super-enhanced learners will encourage 
positive social behavior while offering opportunities for emotional therapy. They will 
also create powerful collaboration spaces that link learners across learning experiences.  
Lastly, enhancement approaches that do not rely on technology will attract a new wave 
of support. For example, self-directed neuro-plasticity practices will teach learners how 

to quiet the mind, detect cognitive distractions, access insights, and regulate emotions 
that drain mental energy.   

SIGNALS OF CHANGE

The Center for Cognitive Liberty and Ethics – Protects and advances freedom  
of thought. cognitiveliberty.org 

The Greater Good Science Center  – Studies well-being and fosters a resilient 
and compassionate society. greatergood.berkeley.edu/about 

Your Brain at Work by David Rock – Explores strategies for personal cognitive 
management. your-brain-at-work.com

The Dynamic Spread of Happiness in a Large Social Network by James 
Fowler and Nicholas Christakis – Evaluates how happiness spreads and forms 
niches within social networks. bmj.com/content/337/bmj.a2338.full

Amplified collaboration and augmented geographies will create new models for 
designing, organizing, and delivering learning experiences.  Open, collaborative design 
platforms and social good challenges will attract broad participation in remaking 
learning and will draw inspiration from diverse industries, countries, and fields. Self-
directed and peer-based learning will take off, fueling a distributed learning system 
characterized by anywhere, anytime learning that makes use of many resources and 
platforms. Among these, embedded media and mobile devices will augment physical 
geography with a rich “learning layer” that prompts healthy learning habits. Neighbor-
hoods will become amplified and will support inclusive learning through cues, alerts, 
and prompts that engage people of all ages in activities such as reading, problem 
solving, pattern recognition, game play, and exercise.  

SIGNALS OF CHANGE

OpenIDEO – Provides a collaborative platform for crowdsourcing inspiration ¬and 
design around social good challenges. openideo.com 

Peer-to Peer University – Enables learners to self-organize into online study groups 
that support their use of open courseware. p2pu.org  

Handheld Augmented Reality Project (HARP) – Uses mobile devices to 
transform ordinary places into game-like learning spaces.    
isites.harvard.edu/icb/icb.do?keyword=harp&pageid=icb.page69587

Layar – Provides a platform for developing and sharing augmented reality 
experiences. layar.com

Schools will become a part of an adaptive infrastructure that helps communities 
cultivate resilience through extensive service and social action platforms, modular 
learning systems, and new ways of funding teaching and learning.  Service learn-
ing will evolve from disconnected volunteer work to high-impact, coordinated, and 
targeted community development work that includes energy audits, water monitoring, 
health advocacy, and urban farming. Location-based social media will transform such 
service learning experiences into game-like quests and collaborative missions.  Those 
experiences will result in coordinated action networks that become vibrant sources 
of community transformation.  At the same time, an expansion of mobile learning 
platforms will support diverse forms of provisional learning systems, pop-up schools, 
and ad hoc classrooms.  Such approaches will especially benefit those communities 
that are learning deserts lacking even minimal education infrastructures.  New busi-
ness and funding models will also expand access to teaching and learning opportuni-
ties.  Such models include crowd-sourced fundraising, micro payments for education, 
mini school franchises, and learning kits. Similarly, mobile payment mechanisms will 

allow individuals to gift “learning minutes” that are redeemable in online learning 
communities and game environments.   

SIGNALS OF CHANGE

GradeFund – Connects students with sponsors to raise money for school. 
gradefund.com

The Pocket School – Experiments with mobile applications for learning.  
pocketschool.stanford.edu

Pop Up Schools – Schools and classrooms pop up and disappear but leave digital 
trails. creativepioneers.weebly.com 

Enzi – Invites people to invest in the education of bright students in exchange for a 

share in their future income for a fixed period of time. enzi.org
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This world of learning  

will be customized, connected, 

amplified, authentic,   

relevant, and resilient.

1  Expand Leadership: As learning becomes more embedded across 
communities and increasingly linked to real world challenges, an 
unexpected set of pioneers and leaders will emerge from outside 
education to help create the future of learning.   

   What are some external organizations and groups in your community 
with whom you might partner to explore new ways of approaching 
learning?     

   How might you work across traditional geographic barriers to encourage 
flexible, engaging learning environments?

   Where could you adjust policies or build relationships with unexpected 
leaders to break down existing barriers to innovation and push learning 
to a new frontier?  

2  Grow Deep Connections in Place. Despite the growth of online 
learning and virtual academies, the sustainability of learning 
systems will be enhanced by deep place-based relationships.

    How might your community deepen partnerships and align services to 
create a more efficient cradle-to-career education system?  

   How could you and others re-think funding mechanisms and ways of 
measuring returns on investment to help achieve shared community 
outcomes and ensure excellence for all learners?   

   What kinds of data streams and accountability measures will you need to 
help manage your contributions to your community’s learning system – and 
where could you collaborate with other learning providers to align them?

3  Explore Diverse Learning Agent Roles. An expanded set of learning 
agent roles and activities will support rich, relevant, and authentic 
learning in multiple settings, providing exciting career paths for 
existing educators and attracting new talent while also sparking 
creative thinking about learning.   

   What new learning agent roles can you imagine, and what distinct 
niches could they fill in your community’s learning ecosystem?  

   How might you begin to explore novel funding mechanisms or business 
models to help fund and support those new roles?

   How could you help today’s teachers work more collaboratively and begin 
preparing for new roles while helping today’s administrators embrace 
more distributive leadership practices?

4  Reposition Learning with Your Public. As schools embrace project-
based service learning, open challenges, and new community 
partnerships, teaching and learning will become more visible to the 
public. Learners and learning agents will come to be seen as valuable 
problem solvers, innovators, and catalysts of community change. 

   How might you contribute to making teaching and learning more 
transparent and public in your school, community, or state?  

   How could you use technology to help students, teachers, and their 
larger communities connect with a broad ecosystem of learning 
resources so as to deepen knowledge and solve problems?

   How can you work with your organization’s stakeholders to reevaluate 
governance structures and delivery systems, to eliminate duplication, and 
to identify potential cost savings while moving toward a shared vision?

5  Develop Skills in Education Transition. The education system is in 
profound transition from a mass production, teacher-delivery model 
to one characterized by individualized learning. Cycles of prototyping 
and experimentation will be necessary for the system to evolve fully 
into its new form.    

   How could you invest in and encourage whole school reform that 
integrates technology to drive student-centered, deeper learning?

   How could you help your organization become more effective at 
managing change?

   In what ways could you involve today’s students in redesigning learning 
for the future?

6  Support New Forms of Assessment and Alternative Credentialing.  
As more third parties experiment with ways of assessing and 
credentialing multiple modes of learning, there will be a richer set 
of options for learning providers to use and it will become easier to 
communicate their value to the public.

   How could you invest in and make use of performance-based 
assessments that measure the range of knowledge and skills necessary 
to succeed in college and in 21st-century careers?

   Where could you begin to experiment with assessments of  
informal learning?

   Where do you see potential for alternative forms of credentialing, and 
how might they impact the role of higher education in your region?

How will you create the world of learning in your in your school, community, or state? 

Taking Action

Here are some steps you can begin taking now.

Learn More 
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Educational Trends & Forecasts
Learning Agents 
New agents of learning will help shape the future 
of learning by contributing to the expansion 
and redefi nition of the education profession and 
its relationships to, and roles in, community life.

Learning Partner
Students who test for compatible personalities 
but who have different cognitive strengths will 
be matched to support each other throughout 
the year, maintaining a constant thread 
amid shifting peer relationships.

Personal Education Advisor 
Assigned by certifi ed local educa tion 
agencies (such as schools, resource centers, 
and libraries) or selected and contracted by 
families, personal education advisors will help 
fami lies create, nurture, and maintain personal 
learning ecologies. 

Learning Fitness Instructor 
Learning fi tness instructors will help learners 
build and strengthen the basic cognitive, 
emotional, and social abilities essential to 
learning by using simulations, biofeedback, 
and hands-on activities to reduce stress, 
hone mental capabili ties, and learn brain-
friendly nutrition.

Edu-vator 
Edu-vators will build platform prototypes, 
experiment with new tools, evaluate new 
practices, and generally explore innovations 
in the learning sphere. They will team with 
learners, who will get credit for being in 
“edu-vation workshops.”

Community Intelligence Cartographer 
Community intelligence cartog raphers will 
tap the collective intelligence of their local 
communities. They will leverage social 
networking strategies to develop swarms 
and smart mobs in order to identify emerging 
learning opportunities in the community, 
organize community members, and locate 
community resources.

Assessment Designer 
Using social networks and insights into 
cognitive functioning, assess ment designers 
will create appropriate methods for evaluating 
media literacy, learning discovery journeys, 
and other innovative forms of instruction.

Social Capital Platform Developer 
Social capital platform developers will link 
the social capital infrastructure to teaching 
and learning practices and outcomes. 
They will use tracking programs to provide 
an accounting of people’s contributions 
to open education resources and 
collaborative processes.

Learning Journey Mentor 
Learning journey mentors will work with 
personal education advisors, learning 
fi tness instructors, community intelligence 
cartographers, and assessment design ers 
to co-create and navigate learning itineraries 
with small groups of students.

Education Sousveyor 
Education sousveyors will keep the learning 
process transparent and will stimulate public 
discussion around it. Through mechanisms 
such as blog posts, pictures, podcasts, 
and videos, they will keep learning on 
the forefront of stakeholders’ minds. 

Altered Bodies

Platforms for Resilience

Amplifi ed Organization

A New Civic Discourse

The Maker Economy

Pattern Recognition

2020 Forecast: Creating the Future of Learning

Self Organizations Systems Society Economy Knowledge

www.kwfdn.org
One West 4th Street, Suite 200 
Cincinnati, OH 45202 
513.929.4777

www.iftf.org 
124 University Avenue, 2nd Floor 
Palo Alto, CA 94301 
650.854.6322

2020 Forecast Key
Each area of this forecast contains 
three main components:

Drivers of Change are major 
forces of transformation that will 
shape our efforts to remake learning. 
They represent the convergence 
of several trends into emerging ideas 
and phenomena that will disrupt 
traditional narratives and assumptions 
about learning. The questions under 
each driver of change serve as useful 
starting points for discussion.

Trends are distinct directions of 
change that point to new concepts 
or new patterns of behavior that will 
shape the future of learning.

Signals are examples, or early 
indicators, of the changes described 
by the trends and by the drivers of 
change. By providing analogies, data, 
and explicit stories, signals help make 
the future seem more concrete. 

Experimenting 
at the intersection 
of environment 
and performance
Advances in neuroscience are revealing new 
understanding of the brain, its plasticity, and its 
responsiveness to the environment. Emerging 
notions of neuro-diversity and physical “disability” 
will challenge standards of what is “normal” 
and will spark innovations that help mainstream 
populations. At the same time, greater threats 
to human and environmental health from climate 
change, pollution, war, extreme urbanization, and 
other natural and human-made disasters will in 
the next decade create new stresses on minds 
and bodies. These stresses will converge in 
schools, some of which will seek to instill a sense 
of stewardship for self and environment in their 
students. With their mission to educate all students, 
these schools will become key sites for interventions 
to overcome the various challenges of disability 
and bio-distress and their impacts on learning.

The brain becomes a site for alteration 
and maintenance

TRENDS

TRENDS

TRENDS

TRENDS

TRENDS

TRENDS

Threats to our biological, ecological, and built 
environments drain resources and demand 
coordinated responses:

Effective communication requires reading, 
writing, and interacting across multiple media 
and social platforms:

Open collaborative platforms enable networked 
teams to self-organize and support ad hoc leaders

monitoring enable responsive, open decision-making

transparency and collective action to the civic sphere

machinery democratize the machine shop

and performance shape an evidence-based culture

underlying stories

tools create new bases for reputation, mastery, 
and recognition

Gaming platforms become critical training areas 
for work, problem-solving, and learning

learning geographies

Ad hoc factories and job shops enable fl exible, fast, 
and customized production, unlike fabrication by 
assembly lines and dedicated factories

networks to collaborate and celebrate their creations

to ideate, iterate, and solicit feedback 

Educational stakeholders grow collective learning 
resources, creating an alternative to public 
and private

and fl ows of learners

to create ecologies of learning experiences

needs and claim rights as learners 

learning agents create lightweight, modular 
learning infrastructures

institutionally rational but which further destabilize 
weak, infl exible systems

leverage the growing learning economy to enable 
provisional learning systems

Transparency, collaboration, and rapid iteration 
create a beta culture displaying open critique 
and refl ective practice

need for organizations to tap collective intelligence 

Neurodiversity, physical enhancements, 
and disability communities converge, 
turning marginalized populations into 
mainstream innovators 

Eco-schools become a nexus for health, 
environment, community, and learning

Ecological sustainability and health 
in K-12 schools, www.greenschools.net

www.sharpbrains.com 

powerful off-label uses, www.provigil.com

Education for sustainable living, 
www.ecoliteracy.org 
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SIGNALS

SIGNALS

SIGNALS

SIGNALS

SIGNALS

Extended human 
capacity remakes 
the organization

individuals. These organizational “superheroes” 
will remake organizational models through their 
highly social, collective, improvisational practices 
and their augmented human capacities. These new 
models will thrive in a world of social networks; 
information proliferation, transparency, and 
saturation; and rapid change. As digital natives enter 
learning professions, and as existing educators 

human capacities will challenge traditional ways 
of organizing learning and will amplify schools, 
districts, and other learning organizations.
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on the Internet, www.digg.com 

Creating fl exibility 
and innovation 
amid system failures

forces of destabilization in this century. Institutional 
strategies that focus on resisting disruption and 

responsive fl exibility, distributed collaboration, and 

challenges through innovation, adaptation, and 
openness. As key points of convergence for health, 
learning, and environment, school communities will 
need to develop strategies for building resilience into 
their systems and for creating lightweight, modular 
infrastructures that can support the health and well-
being of learners, families, and learning agents.

Rearticulating identity 
and community 
in a global society
The convergence of participatory media culture, 
diverse diasporic movements (the formation of 
dispersed populations that share common roots 
and identity), and frameworks for creating new 
commons (bottom-up means of managing shared 
resources) set the stage for re-articulating identity 
and community in a global society. Education will 

of these forces of change. It will become part 
of the civic discourse in multiple new kinds of 
public forums and spaces as “educitizens” make 
visible the status of schools and of educational 
decision-making, resources, and activities in their 

level staff, and teachers will need to learn how 
to communicate and interact in a bottom-up world 
of engaged educitizens.

Personal fabrication 
technologies and 
open-source principles 
democratize production 
and design
New forms of bottom-up social networking and 
economic coordination, along with advances in 
small-scale, community-based fabrication and 
design, transform local economies in the next 
decade, enabling productive fl exibility that will help 
cushion against economic instability. New tools, 

out objects, parts, and components), computer-
controlled machine tools (such as laser cutters), 
and online networking applications (that allow 
designers, consumers, tinkerers, and artisans to 
share blueprints, solutions, and how-to knowledge) 
will enable local communities to “make” their own 

community centers, and local businesses will 
become important hubs of design knowledge, rapid 
prototyping, and problem-solving skills that will 
increase local interdependencies and resilience, 

An extremely visible 
world demands 
new sensemaking
Information proliferation will continue, exacerbating 
the burden on families, learners, educators, and 
decision-makers to make sense of vast amounts 
of data. New tools for visualizing data will require 

media and collaborative tools will leave “data 

contributions to group activities, inquiries and 
searches, skills, digital resources, and preferences 

and social networks. At the same time, sensors 
and global positioning systems in devices such as 
cell phones and car navigation systems will be able 
to capture location-based information along with 
health and environmental data. Together these tools 
will provide a robust, visible “data picture” of our 

learners, educators, and decision-makers will need 
to become sophisticated at pattern recognition in 
order to create effective and differentiated learning 

forms of knowledge, knowing, and assessment.
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Learning Agents 
New agents of learning will help shape the future 
of learning by contributing to the expansion 
and redefi nition of the education profession and 
its relationships to, and roles in, community life.

Learning Partner
Students who test for compatible personalities 
but who have different cognitive strengths will 
be matched to support each other throughout 
the year, maintaining a constant thread 
amid shifting peer relationships.

Personal Education Advisor 
Assigned by certifi ed local educa tion 
agencies (such as schools, resource centers, 
and libraries) or selected and contracted by 
families, personal education advisors will help 
fami lies create, nurture, and maintain personal 
learning ecologies. 

Learning Fitness Instructor 
Learning fi tness instructors will help learners 
build and strengthen the basic cognitive, 
emotional, and social abilities essential to 
learning by using simulations, biofeedback, 
and hands-on activities to reduce stress, 
hone mental capabili ties, and learn brain-
friendly nutrition.

Edu-vator 
Edu-vators will build platform prototypes, 
experiment with new tools, evaluate new 
practices, and generally explore innovations 
in the learning sphere. They will team with 
learners, who will get credit for being in 
“edu-vation workshops.”

Community Intelligence Cartographer 
Community intelligence cartog raphers will 
tap the collective intelligence of their local 
communities. They will leverage social 
networking strategies to develop swarms 
and smart mobs in order to identify emerging 
learning opportunities in the community, 
organize community members, and locate 
community resources.

Assessment Designer 
Using social networks and insights into 
cognitive functioning, assess ment designers 
will create appropriate methods for evaluating 
media literacy, learning discovery journeys, 
and other innovative forms of instruction.

Social Capital Platform Developer 
Social capital platform developers will link 
the social capital infrastructure to teaching 
and learning practices and outcomes. 
They will use tracking programs to provide 
an accounting of people’s contributions 
to open education resources and 
collaborative processes.

Learning Journey Mentor 
Learning journey mentors will work with 
personal education advisors, learning 
fi tness instructors, community intelligence 
cartographers, and assessment design ers 
to co-create and navigate learning itineraries 
with small groups of students.

Education Sousveyor 
Education sousveyors will keep the learning 
process transparent and will stimulate public 
discussion around it. Through mechanisms 
such as blog posts, pictures, podcasts, 
and videos, they will keep learning on 
the forefront of stakeholders’ minds. 

Altered Bodies

Platforms for Resilience

Amplifi ed Organization

A New Civic Discourse

The Maker Economy

Pattern Recognition

2020 Forecast: Creating the Future of Learning

Self Organizations Systems Society Economy Knowledge

www.kwfdn.org
One West 4th Street, Suite 200 
Cincinnati, OH 45202 
513.929.4777

www.iftf.org 
124 University Avenue, 2nd Floor 
Palo Alto, CA 94301 
650.854.6322

2020 Forecast Key
Each area of this forecast contains 
three main components:

Drivers of Change are major 
forces of transformation that will 
shape our efforts to remake learning. 
They represent the convergence 
of several trends into emerging ideas 
and phenomena that will disrupt 
traditional narratives and assumptions 
about learning. The questions under 
each driver of change serve as useful 
starting points for discussion.

Trends are distinct directions of 
change that point to new concepts 
or new patterns of behavior that will 
shape the future of learning.

Signals are examples, or early 
indicators, of the changes described 
by the trends and by the drivers of 
change. By providing analogies, data, 
and explicit stories, signals help make 
the future seem more concrete. 

Experimenting 
at the intersection 
of environment 
and performance
Advances in neuroscience are revealing new 
understanding of the brain, its plasticity, and its 
responsiveness to the environment. Emerging 
notions of neuro-diversity and physical “disability” 
will challenge standards of what is “normal” 
and will spark innovations that help mainstream 
populations. At the same time, greater threats 
to human and environmental health from climate 
change, pollution, war, extreme urbanization, and 
other natural and human-made disasters will in 
the next decade create new stresses on minds 
and bodies. These stresses will converge in 
schools, some of which will seek to instill a sense 
of stewardship for self and environment in their 
students. With their mission to educate all students, 
these schools will become key sites for interventions 
to overcome the various challenges of disability 
and bio-distress and their impacts on learning.

The brain becomes a site for alteration 
and maintenance

TRENDS

TRENDS

TRENDS

TRENDS

TRENDS

TRENDS

Threats to our biological, ecological, and built 
environments drain resources and demand 
coordinated responses:

Effective communication requires reading, 
writing, and interacting across multiple media 
and social platforms:

Open collaborative platforms enable networked 
teams to self-organize and support ad hoc leaders

monitoring enable responsive, open decision-making

transparency and collective action to the civic sphere

machinery democratize the machine shop

and performance shape an evidence-based culture

underlying stories

tools create new bases for reputation, mastery, 
and recognition

Gaming platforms become critical training areas 
for work, problem-solving, and learning

learning geographies

Ad hoc factories and job shops enable fl exible, fast, 
and customized production, unlike fabrication by 
assembly lines and dedicated factories

networks to collaborate and celebrate their creations

to ideate, iterate, and solicit feedback 

Educational stakeholders grow collective learning 
resources, creating an alternative to public 
and private

and fl ows of learners

to create ecologies of learning experiences

needs and claim rights as learners 

learning agents create lightweight, modular 
learning infrastructures

institutionally rational but which further destabilize 
weak, infl exible systems

leverage the growing learning economy to enable 
provisional learning systems

Transparency, collaboration, and rapid iteration 
create a beta culture displaying open critique 
and refl ective practice

need for organizations to tap collective intelligence 

Neurodiversity, physical enhancements, 
and disability communities converge, 
turning marginalized populations into 
mainstream innovators 

Eco-schools become a nexus for health, 
environment, community, and learning

Ecological sustainability and health 
in K-12 schools, www.greenschools.net

www.sharpbrains.com 

powerful off-label uses, www.provigil.com

Education for sustainable living, 
www.ecoliteracy.org 
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SIGNALS

SIGNALS

Extended human 
capacity remakes 
the organization

individuals. These organizational “superheroes” 
will remake organizational models through their 
highly social, collective, improvisational practices 
and their augmented human capacities. These new 
models will thrive in a world of social networks; 
information proliferation, transparency, and 
saturation; and rapid change. As digital natives enter 
learning professions, and as existing educators 

human capacities will challenge traditional ways 
of organizing learning and will amplify schools, 
districts, and other learning organizations.
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Creating fl exibility 
and innovation 
amid system failures

forces of destabilization in this century. Institutional 
strategies that focus on resisting disruption and 

responsive fl exibility, distributed collaboration, and 

challenges through innovation, adaptation, and 
openness. As key points of convergence for health, 
learning, and environment, school communities will 
need to develop strategies for building resilience into 
their systems and for creating lightweight, modular 
infrastructures that can support the health and well-
being of learners, families, and learning agents.

Rearticulating identity 
and community 
in a global society
The convergence of participatory media culture, 
diverse diasporic movements (the formation of 
dispersed populations that share common roots 
and identity), and frameworks for creating new 
commons (bottom-up means of managing shared 
resources) set the stage for re-articulating identity 
and community in a global society. Education will 

of these forces of change. It will become part 
of the civic discourse in multiple new kinds of 
public forums and spaces as “educitizens” make 
visible the status of schools and of educational 
decision-making, resources, and activities in their 

level staff, and teachers will need to learn how 
to communicate and interact in a bottom-up world 
of engaged educitizens.

Personal fabrication 
technologies and 
open-source principles 
democratize production 
and design
New forms of bottom-up social networking and 
economic coordination, along with advances in 
small-scale, community-based fabrication and 
design, transform local economies in the next 
decade, enabling productive fl exibility that will help 
cushion against economic instability. New tools, 

out objects, parts, and components), computer-
controlled machine tools (such as laser cutters), 
and online networking applications (that allow 
designers, consumers, tinkerers, and artisans to 
share blueprints, solutions, and how-to knowledge) 
will enable local communities to “make” their own 

community centers, and local businesses will 
become important hubs of design knowledge, rapid 
prototyping, and problem-solving skills that will 
increase local interdependencies and resilience, 

An extremely visible 
world demands 
new sensemaking
Information proliferation will continue, exacerbating 
the burden on families, learners, educators, and 
decision-makers to make sense of vast amounts 
of data. New tools for visualizing data will require 

media and collaborative tools will leave “data 

contributions to group activities, inquiries and 
searches, skills, digital resources, and preferences 

and social networks. At the same time, sensors 
and global positioning systems in devices such as 
cell phones and car navigation systems will be able 
to capture location-based information along with 
health and environmental data. Together these tools 
will provide a robust, visible “data picture” of our 

learners, educators, and decision-makers will need 
to become sophisticated at pattern recognition in 
order to create effective and differentiated learning 

forms of knowledge, knowing, and assessment.
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“The higher-education market is reinventing 
what a university is, what a course is, what a 

student is, and what the value is,” 
Rich DeMillo, Director of Georgia Tech’s 

Center for 21st Century Universities. 
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1. Reflect: What learning        
experiences have shaped you?

Reflect on memorable learning experiences.  Think about learning experiences that happened at school, at camp, at 
home, during a car ride, online, or at some other memorable space. Try to recall how you felt as the learner, what 
learning needs were being met, how the other learners interacted, what special attributes the teacher had, 
and any thoughts about the ecosystem, infrastructure, and resources that influenced the overall experience.

5min

Notes/ Sketches



www. thecu r r icu lumhack .wordpress.com

2. Interview: Gain empathy for 
your partner

Interview another participant and LISTEN to how they describe their most memorable learning experiences.  Take 
notes about what they tell you.  Don’t be afraid to dig deeper.  What were specific highlights?  What were the exact 
activities, sights, sounds, smells and feelings?  Let one partner talk for the full 5 minutes with minimal interruptions from 
the other partner except to elicit more detail.  Each partner can tell more than one story if you have time.

10min (2 sessions x 5 minutes each)

Notes/ Sketches Interview Cues:

 - What else can you tell me 
about this experience?

 - Why was it......?

 - Can you expand on that or 
add more details?

 - Can you provide a specific 
example of what you mean?
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3. Capture Findings: What 
should learning be?

What were the key insights and ideas that you heard from your partner?

Findings, Insights, Surprises... 

5min

Free write some thoughts and impressions.  Begin to develop your ideas on what learning can and should 
be.  What kinds of learning experiences do you want for all learners?  

Beliefs and Dreams on Learning...

“Design thinking starts with divergence, the deliberate attempt to expand the range of 
options rather than narrow them”. Tim Brown

After dreaming, individually or with your partner, try to summarize your ideas into a phrase or statement here:



www. thecu r r icu lumhack .wordpress.com

4. Share in small groups. Create 
a collective idea.

5. Group Discussion.

5min

6. Learning Resources Ideation.
The final outcomes of design thinking is either a PRODUCT, PROCESS, or a SERVICE.  As a group, list as many of 
these as you can think of.  Do this on large fiipchart paper.

15min (3 categories x 5 minutes each)

Learning PRODUCTS:
WHAT tools do you use to learn?

Learning PROCESSES:
HOW do you learn?

Learning SERVICES:
WHO provides learning (people, 

companies, virtual, places)
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THE HACK CHALLENGE
The purpose of this curriculum hack is to reimagine and design new models of 

learning in collaborative teams of students, educators, and experts.  Participants 

are learning designers on a mission to develop new possibilities for teaching and 

learning content.  Consider an idea or topic you are passionate about (perhaps 

even a class you are currently teaching or enrolled in, a topic you’ve always 

wanted to learn, or a dream course you’ve wanted to design).  

What is the topic or content area and what is your ideal way of learning about it? 

How would YOU change the way learning happens 

and as a result shape the future of education? 

“A design challenge is the starting point of every design pro-
cess, and the purpose you will work toward. Framing the right 
“How might we” question to address your challenge is essential. 
The question should be broad enough to allow for unexpected 
possibilities but narrow enough to let you focus. Be careful not to 
include the answer in the question.” (IDEO)



www. thecu r r icu lumhack .wordpress.com

7. Imagine your dream course.
- What do you want to learn? And how do you want to learn about it?
- How do you interact with other students or with the teacher? 
- Is there even a teacher? 
- Where and when does the learning take place?
- What is the learning space like?
- What tools do you use? 
- What are the factors that make it engaging and fun to learn?

Visualize and identify elements.

“But the mark of a designer, as the legendary Charles Eames said often, is a willing 
embrace of constraints.” Tim Brown

5min

Notes/ Sketches
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8. OPTIONAL: Draft a Pitch.
Spin your ideas for a new course into a pitch.  What is the content you want to learn?  Create a 
“draft” title of your dream course, identify the content area(s), and then write a short description to 
explain what your idea is about.  

At your discretion, you may give a one-minute pitch of your top idea during the “open mic”.  This 
will allow other participants to decide if they want to work with you on your idea during the hack. 

TITLE 1:

CONTENT:

SHORT DESCRIPTION:

5min

TITLE 2:

CONTENT:

SHORT DESCRIPTION:

TITLE 3:

CONTENT:

SHORT DESCRIPTION:
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9. “Open Mic” Pitches
In ONE MINUTE, share your idea for a new course or learning journey .  Pitches should be compel-
ling and inspiring so that others want to join you in developing it further.  Use the “content template” 
you previously brainstormed to steer your talking points.

After pitching, ideas will be written on a large piece of paper and hung around the room.

10. Migration & Team Formation
After listening to the pitches, migrate to the idea that you would like to work on most.  This will 
become your curriculum hack team.

Person who came up with the core idea and can inspire others

Keeps the group on task, moving forward, lets everyone’s voice be 
heard, and can work through plateaus

Monitors the moving parts, makes sure the team is achieving goals in 
a timely way

Uploads team’s ideas and resources onto the Curriculum Hack 
Wordpress Blog

Completes the digital PDF Journey Map file that provides an overall 
written record of the new course model

Identify other roles that people can contribute such as information 
engineer, app designer, graphic designer, media designer, game 
designer, presentation designer, web designer, computer program-
mer, experience architect, set designer, etc.

The Visionary

The Facilitator/Delegator

Organizer/Time Tracker

The Web Master

Content Scribe

Other Team Members:
(Assign roles as fit)

11. Suggested Team Roles

30min

5min

As a team, it is important to have a few assigned roles, even though everyone is expected 
to be an expert and contributor to the new course model.  Decide on the following roles:
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Outside Resources
USE OF OUTSIDE RESEARCH
“You are encouraged to find and share information, news, articles, websites, videos, images, 
diagrams, etc. that support your content model.  It may be useful to incorporate multimedia such 
as links to screenshots, images, videos, and websites, in your final model.”

“Whenever incorporating outside resources, it is very important to make sure to give the ap-
propriate attributions by using quotation marks and bibliographical references to works cited 
(including links if possible).” (Stanford NovoEd Course- Designing a New Learning Environment) 

WiFi for University of Denver- login as guest in Pioneer Net (you must download and install)

The Curriculum Hack thecurriculumhack.wordpress.com (to publish all team models)
(*We will give one team member per team moderator posting access)

DOCUMENT SHARING
Google Docs   drive.google.com  (document sharing and creation)

Titan Pad   titanpad.com  (collaborative writing pad for teams) 

Dropbox   dropbox.com  (online file sharing)

Pinterest   pinterest.com  (pinboards of ideas and images)

PROJECT MANAGEMENT
Basecamp   basecamp.com   (project management, task assignment, workflow)

PRESENTATIONS
Prezi    prezi.com  (presentation tool)

Google Docs   drive.google.com  (google presentation)

VISUAL AIDS
MindMeister   mindmeister.com  (collaborative mind mapping, brainstorming tool)

Cacoo    cacoo.com  (create flowcharts and diagrams)

STORYBOARDS
Mural.ly    mural.ly   (visual organization- drag and drop media) 

Conceptboard   conceptboard.com (instant whiteboard for teams)

GroupZap   groupzap.com  (document thoughts and strategies, another whiteboard)

Marqueed   marqueed.com  (upload, markup images and discuss them) 

12. Recommended TECH for Today



www. thecu r r icu lumhack .wordpress.com

13. Learning Journey Maps 
(i.e. The Model)

+ Learning Topic/Title- What is the subject or educational idea you are trying to teach?

+ Learning Objectives- What are the key competencies that learners should be able to demonstrate or master by the end of your 
course? (See attached resources on learning objectives for help).

+ Students/audience- Who are your learners? Is this designed for novices or experts? What is their motivation for learning this? 

+ Time line- What is the expected timeframe and sequence? Is this a workshop, a weekend, or an online course for a semester?

+ Environmental context/Learning conditions- What are the assets of this learning ecosystem and how do they play an import-
ant role?

+ Academic content- What does this course look and feel like as a learner?  Provide either or both an overview description or the 
step-by-step approach.

+ Materials development/usage- How do the materials facilitate learning more effectively or in ways that couldn’t be achieved 
otherwise?

+ Instructional Design / Features- What instructional skills and tools are necessary to teach this course? Is it culturally-appropriate?

+ Product specifications- What other products or services do you need to make this course successful?

+ Resources- Are there any financial or human resources that are necessary to make this course possible?

We want to create a course that is about __________ 
for ___________, and we will teach this idea by using 
the following (methods, process, services, materials, experts, 
places, etc): __________________________
________________________________ 

The goal of today’s Hack is to create new models of educational courses that can be taught in schools or 
in other locations.  We want to reinvent what is possible in the classroom (within today’s technology and 
resources) and extend what, when, and how learners learn.

By the end of the Curriculum Hack, your team needs to have produced a model that addresses key features 
of learning. Create as many documents, images, videos, prototypes, and files as you need in order to con-
vey your idea.   Also complete the Learning Journey Map PDF.  

All final materials, as well as storyboards and process imagery, may be uploaded to your section of the 
Curriculum Hack website so that it can be viewed and shared with the public.  Try to consider as much of the 
following information as possbile.
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TEMPLATE

THE CURRICULUM HACK: Learning Journey Map

CREATED BY:

TITLE:

ENVIRONMENTAL CONTEXT:

LEARNING OBJECTIVES: By the end, learners should be able to...

AUDIENCE:

OVERVIEW OF LEARNING JOURNEY:

ADDITIONAL RESOURCES:

CONTENT AREA(S):

LINKS TO DIGITAL RESOURCES:

TIME LINE:



www. thecu r r icu lumhack .wordpress.com

OPTIONAL: Sketch ideas of 
your new course model

Notes/ Sketches

“...designers learn to draw so that they can express their ideas. Words and numbers 
are fine, but only drawing can simultaneously reveal both the functional characteristics 

of an idea and its emotional content.” Tim Brown
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EDUCATIONAL RESOURCES

    based on

A Taxonomy for Learning, Teaching, and Assessing:

*Metacognitive knowledge is a special case. In this model, “metacognitive knowledge is knowledge of [one’s own] 
cognition and about oneself in relation to various subject matters . . . ” (Anderson and Krathwohl, 2001, p. 44).

(Table 1 adapted from Anderson and Krathwohl, 2001, p. 46.) 

Table 1. The Knowledge Dimension – major types and subtypes

 

factual conceptual procedural metacognitive*

concrete knowledge abstract knowledge

knowledge of terminology

elements

skills and algorithms

techniques and methods

knowledge of criteria for 

determining when to use 

appropriate procedures

strategic knowledge

including appropriate contextual 

self-knowledge

categories

knowledge of principles and 

and structures

thinking skills.

The Knowledge Dim ion 
ranging from concrete to abstract (Table 1).
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 lower order 
thinking skills to higher order thinking skills.

(Table 2 adapted from Anderson and Krathwohl, 2001, pp. 67–68.)

Table 2. The Cognitive Processes dimension —  categories & cognitive processes and alternative names 

 

remember understand apply analyze evaluate create

lower order thinking skills higher order thinking skills

learning objectives. 
Learning activities

 

exemplifying 

classifying 

summarizing 

inferring 

comparing 

explaining 

organizing 

checking 

planning 

producing 

recognizing 

recalling 
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