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(Blueprint for Life/Work Designs)®

A. (Personal Management)

1
(Build and maintain a positive self-image)
Level 1:
Level 2:

Level 3:
Level 4:

2:
(Interact positively and effectively with others)
Level 1: )
Level 2: )]
Level 3:
Level 4:

3:
(Change and grow throughout one’s life)
Level 1:
Level 2: Q)
Level 3: (1
Level 4:

Level 1 Level 2 Level 3 Level 4
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B. (Learning and Work Exploration)

4. /
(Participate in life-long learning supportive of life/work goals)
Level 1:
Level 2:
Level 3:
Level 4:

5: /
(Locate and effectively use life/work information)
Level 1:
Level 2:
Level 3:
Level 4: (I

6: /
(Understand the relationship between work and society/economy)
Level 1:
Level 2:
Level 3: Q)
Level 4: (1
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C. (Life/Work Building)

7 /
(Secure/create and maintain work)
Level 1:
Level 2: /
Level 3: /
Level 4: /

8: /
(Make life/work-enhancing decisions)
Level 1:
Level 2:
Level 3:
Level 4:

9:
(Maintain balanced life and work roles)
Level 1: )
Level 2: (m
Level 3:
Level 4:

10: /
(Understand the changing nature of life/work roles)
Level 1: /
Level 2: /
Level 3: / Q)
Level 4: / (I

11: ( / )

(Understand, engage in one’s own career (life/work) building process
Level 1:
Level 2:
Level 3:

/
/
/
Level 4: /
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A
1:

1: Level 2( )

(Build and maintain a positive self-image)

Level 2:

Stage a:
1.2al
1.2a2
1.2a3
1.2a4
1.2a5

1.2a6

(Acquisition: Acquiring Knowledge)

Stage b:
1.2b1
1.2b2

(Application: Experiencing Acquired Knowledge)

Stage c:
Applied Knowledge)
1.2c1

(Personalization: Integrating Acquired and

Stage d:
1.2d1

(Actualization: Striving towards Full Potential)
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