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SEALLL self-evaluation process
Introduction

Introducing self-evaluation and learning from it involves much more than ticking boxes on questionnaires, prepared by others. Therefore the Sealll team tries to offer an approach and tools for organisations to introduce and set up their own self-evaluation, create their own instruments and take this further in an organisational learning process. 


Sealll tries to guide the ‘initiators’ in the process of conducting their own evaluation. In the horizontal axis the matrix below describes the possible initiators of self-evaluation activities in an organisation: learners, teachers, developers and management; vertically you can find categories of possible evaluation objects: learning, teaching, programme, organisation and external relations. Starting from this point Sealll has created a format presenting all the steps in the process of introducing and executing self-evaluation and follow up activities. 

In addition to guidelines and a toolbox of instruments (see www.sealll.eu) Sealll wants to offer a series of examples of self-evaluation processes in a wide range of adult education settings. The example below is created by one of our partners or members. It is not meant to be exhaustive and only serves as a source for inspiration and suggestions for ‘initiators’ in similar conditions or with similar aims. 

Please keep in mind: this material is to be adapted to your own conditions, you cannot solve everything via one instrument, set your own priorities and keep it simple. 
	
	Initiator

	Evaluation objects
	Learners
	Teachers
	Developers
	Management

	Learning
	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How



	Teaching
	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How



	Programme
	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How



	Organization and Management
	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How



	External relations
	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How


	Issue / Goal

With whom

Information / evidence

How




Learners evaluating their own learning and development

	Result
	Subject
	Solution (to fill in)

	Identification of the  cell in the matrix

	Initiator


	Learners

	
	Evaluation object
	Learning

	Learners attending training willing to know more about their progress (beyond the simple marks & certificates).



	Issue / Goal
	Issue

What is the area of evaluation?
	Awareness of progress in skills and knowledge.


	
	Goal

· improving a project

· learning to prepare for future activities

· personal learning and personal growth

· sharing findings and making them more transparent for democratic purposes

· …
	· To find out more about one’s personal learning and personal growth.
· To better understand the results of one’s exams.
· To have a better idea of one’s learning process.

· Awareness of one’s favourite and less favourite learning strategies


	Information / evidence
	Information needed

What information is needed on the area to be able to reach the goal?
	· Skills and knowledge at the start and at the moment of evaluation (at the end or at some point in between)
· Goals of the course made explicit.

	
	Evidence

What indicators can make clear whether the evaluated product or process is good enough?
	· Awareness of differences in skills and knowledge between start and measuring point.
· Relation between what they learn and what they wanted to learn.
· Learners capable of explaining their own results

· Learners capable of expressing their learning needs

 

	With whom
	With whom?

· Who should give information?

· Is the information individually or collectively gathered?
	· Learners themselves
· Peer learners
· Teachers 
· People from private life.


	How?
	How?

· Do you expect a reactive or a productive attitude of the information providers?

· What procedure should be followed?

· What does the instrument or method look like?

· What should be done?

· What are necessary conditions?
	Preparation
· Reflect on your personal learning experience

· Prepare a ‘game of goose’ according to your personal learning steps. (challenges, obstacles, positive and negative experiences)
· As in a classical game of goose there are steps that can refer to different situations.

· Design the game and think about what you want to put in these steps (situations, questions, photos, symbols, etc.) in relation to the skills


	
	
	Execution
· The game can be played as a classical game of goose.

· The learner plays with the teacher, other learners and/or persons from private life.
· The game can be played with 2 or more persons.

· Each time a player reached one of the indicated steps, he gives the information asked and his findings are noted.



	
	
	Analysis

· The learner compares the notes and results with the skills at the beginning and with what he wanted to learn.


	
	
	Conclusions and follow up

· Direct dialogue with the teacher as an initiative of the learner.
· What can I change?



Drafting the instrument
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The steps to fill in can be generalized according to the learning skills (questions, description of situations,…) or personalized with photos or symbols related to personal objects (glasses, radio, clothes).

Examples for drafting the instrument.

To determine the progress of learning can be shown with photographs of the learner in relation to his learning (failure and success, interaction with other learners, attitude during the learning, activity during free time,…).

The execution of the game can be focussed on differences between different stages, different learning styles and in social life, …
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