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WHY

VET centres provide their future entrepreneurs with
mainly economics courses and have them acquire
some basic soft skills. The educational materials
provided are mainly knowledge-driven, and not
work-based, so do not well prepare pupils for future.

The most effective approaches to develop
entrepreneurship skills need to include more
experiential and task-oriented learning from real
business problems and contexts (Cooper et al, 2004;
Department for Business, Innovations and Skills,
2015).
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GOAL

Create a virtual internship
that supports students in
construction in developing
entrepreneurial skills
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4C-ID MODEL
(Van Merrienboer, 1997)




fPart-task practice \

/ . \ ¢ provides additional practice for selected recurrent
Learning tasks _ aspects in order to reach a very high level of automaticity
¢ aim at integration of (non-recurrent and recurrent) skills, « provides a huge amount of repetition
knowledge, and attitudes e only starts after the recurrent aspect has been
¢ provide authentic, whole-task experiences based on real-life introduced in the context of the whole task (i.e., in a
tasks frui s
ruitful cognitive context)
* are organized in easy-to-difficult task classes K j
¢ have diminishing support in each task class (scaffolding)

(show high variability of practice /

fSupportive information \ fProcedural information \

¢ supports the learning and performance of non-recurrent e is prerequisite to the learning and performance of recurrent

aspects of learning tasks aspects of learning tasks (or, practice items)

¢ explains how to approach problems in a domain * precisely specifies how to perform routine aspects of the task,
(cognitive strategies) and how this domain is organized e.g., through step-by-step instruction

(mental models) e is presented just in time during the work on the learning tasks and

¢ is specified per task class and always available to the Quickly fades away as learners acquire more expertise j

klearners /




EMERGO

Efficient Method for Developing Experiential Education

Emergo provides a method and toolkit for the
development and delivery of mullimedia cases T s Tootkit
that enable the acquisition of complex skills..
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EMERGO




Soft Skills for Hard Hats




Stakeholder Management Game
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- Op wederzijds respect en het gezamenlijk belang .
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Op de samenwerking en het succes van dit project
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Op de ambities van de gemeente en de wethouder

Op de planning en de kosten



EMERGO

Approach and Toolkit




Case ldea

ol
o

!

Case Scenario
.(._ {Ceslgn

Y

Case Development
— {deveiopment)

Case Evaluation

levaluation)

EMERGO

Design approach

— Case lead

__—Framework scenario ————

— Ingredients scenario @ *——

T~

Detailed scenario

T Locations, tasks, sources ]

s Conversations, messages *+—

Scripting <

Administration



CONTACT US

Website: https://tycon-project.eu

Email: jeroen.storm@ou.nl
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