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Presenter
Presentation Notes
Students live in an on-demand, technology-dependent world. They learn differently and approach schoolwork

differently than students did even a few years ago. This impacts learning, and some school districts are addressing students’ need to get answers instantly, to communicate as they learn, and to create information

and share it with others. With 1:1 computing and wireless Internet access, students are able to learn in an

environment where technology brings subjects to life and where students can own their learning environment

and are so engaged that learning is meaningful. Establishing this new environment for such learning

takes careful planning and consideration.




Setting The Context...
Students of today: The Millennials ana
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To set the context of how schools as organizations can realize their potential, we believe it is important to first consider the beneficiaries of the learning in schools – the students of today. I don’t know if you have noticed, but the students in schools today are not the same as they were 10, 20 or more years ago. Yes, they are the millennials, those students under 22 years old in 2004 – the majority of them are in school today. 




Education Landscape has Changed

Traditional Learning New Learning
Teachequntered E— Student Centered
Single Nﬁedia I Multimedia
isolated Work > Collaborative Work
Information Delivery - Information Exchange
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Source: ISTE National Education Technology Standards for Teachers (USA).
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The concept of a typical student is quickly changing. Today students have higher expectation than ever before. They expectation are strongly influenced by their experience as consumers and working professionals. Today’s student can vote “with their feet” ---they have access to a greater variety of educational provider and opportunities than ever before. Time is currency. They do not tolerate having to wait in line when they fill the form automatically. They expect higher degree of customer service in all aspects of their educational experience. They expected courses, for their instructor to available online, and their question answer quickly. They require that participation in educational activities is possible given their busy schedules and increasingly mobile lifestyle. They expect their educational experience to be highly relevant to their future asprirations. Which increasingly mean giving them real-world skills in team and group work.      


?osmnn Meet my four years old son Fadzieka......
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Learning Domain
and Space from

My Fadzieka Point
of View:

* Bobby Bola

* Kiki Kelinci

« Jump Start

* Encarta Kids
» Google Image
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Are you school ready to prepare my kids and friends for the future??








My Fadzieka Realities....

His grandfather sends him email.
His'mom read the email to him.
He tells them what to write back to grandpa.

He has many software programs that are for problem
solving, exploration and FUN!!

He checks out stuff on kids’ websites.

He “reads” kids’ books online.

He will take classes online when he goes to school.
His high tech realities are endless...

and will be an integrated part of his life.

...IS YOUR SCHOOL READY FOR MY SON ?
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building the school of the future...

o O O 6 O

Introspection |nvestigation Inclusion Innovation |mp|ementation |ntrospection
Establish Review and Engage Determine Act Reflect,
Pedagogy Identify Community Personnel Training Review and

Methodology Best Practice Key Leaders Building Readiness Adjust
Culture Innovation Government IT Architecture Launch
Success Metrics Research Partners

Benchmarks Advisory Board

SWOT Process

1 -3 months 4 - 6 months 30 — 36+ months 2 - 6 months 1 -4 months 4 - 12 months
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The first step for building the school of the future was to create a process that would act as our framework and guide. As a result, the 6i Development Process has been developed. This process focuses on 6 major stages of the project.

Introspection – reviews, identifies and establishes pedagogy, methodology, culture, success metrics and benchmarks for the school. This stage is extensive and requires the organization to do a self-analysis in order to identify current assets and requirements. This stage continues parallel with stages 1 – 3.

Investigation – This stage begins the process of reviewing and identifying best practices found within education that enable the mission of the school to be realized. Investigation must not be limited to current district practices and much approach the educational community from a global perspective. Further, to establish credibility and broad perspective, the establishment of an advisory council was done to allow for industry experts to participate, review and validate developmental decisions. 

Inclusion – identifies community stakeholders and engages them actively in planning process – formal groups identified within the deck

Innovation – The is the major decision and innovation creation stage where personnel selection process begins, building architecture and IT architecture is determined.

Implementation – During the stage, “the rubber hits the road” so to speak. Professional development of teachers will begin, a readiness plan for school opening will be finalized and finally the doors will open.

Introspection – we believe this is an area that lacks formal process in many educational settings. At this stage we need to return to the ideas and vision identified in stage 1, review our strategies and outcomes and adjust plans as necessary.
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BSF Blueprint Walkthrough - BSF Layers

 

Learner

The Learner is at the very heart of everything within the BSF initiative.  Essentially, since every part of the design must be focused on the learner or the learning experience, the blueprint must revolve around the learner, encompassing their needs while leveraging the infrastructure/environment that surrounds them.

Additionally, the BSF initiative will provide significant value to those involved around the periphery of the learning experience; parents, teachers, members of the community and Local Education Authority staff all have roles to play and value that can be provided within the BSF framework. 



Access

BSF expands the geographical boundaries of learning and as such we know that our learners are expected to be able to learn and collaborate in a number of different locations.  

Each of these locations will have different characteristics (both in terms of connectivity and the devices required to access the BSF implementation) and as such it is essential that these characteristics are reflected within the blueprint so they can be acknowledged and leveraged. 



Collaboration

The overriding functional principle of the BSF initiative is collaboration, this is the means by which learning occurs and is the focal point for all activity within the BSF framework.  

This is the layer where the "magic happens" and it represents all of the functional elements that combine to form the way in which the learner interacts with others. 

 

Infrastructure

In order to support the BSF architecture, a range of technology infrastructure is required to deliver and manage the cost effective deployment and evolution of all technical elements.

This is the layer where most of the technology is found and operated.  



Smart Environment

In order to be successful, BSF must be an efficient fusion of technology and the environment that surrounds it.  The capability of the environment will dictate the extent to which the BSF implementation will be successful.

There are many considerations to be made when providing a physical environment that is both technology enabled and conducive to learning and collaboration. It is imperative that these elements are imbued into the essence of the building design itself and not merely “bolted on”.

Although out of scope for the technical elements of this blueprint, the key focus areas have been included to provide appropriate context. 

 

Security

Pervasive through everything is Security.  Identity Management is a key component of this segment, ensuring the secure and effective authentication and authorisation to all elements of the BSF implementation.

Additionally, other security considerations e.g. physical security (building/facility access) would also be considered here.

“Logical” security requirements (e.g. firewall policies, encryption etc.) would also be represented here but actually delivered as part of the appropriate technology component within the appropriate layer. 
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Blueprint for the Future
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BSF Blueprint Walkthrough - BSF Components



Smart Environment 

Section titles pretty much speak for themselves, key point to note is it is how they leverage and are leveraged by the technology elements of the BSF environment

 

Infrastructure - BackOffice 

This refers to core Back Office server services such as Server Operating Systems, Application Servers, database servers

Infrastructure - Client Services

This includes all elements of the standard "desktop" environment: e.g. desktop OS including associated utilities, Office Suite

Infrastructure - Application Integration

This element refers to the infrastructure required to connect disparate (vertical) applications/data stores into the BSF environment. 

Infrastructure - MIS (Management Information Systems)

This is the integration with the MIS system in use by the school/LEA providing access to management statistics in various applications

Infrastructure - Virtual Learning

The refers to the specific infrastructure required to host the Virtual Learning tools. ClassServer would be found here.

Infrastructure - Messaging and Collaboration

eMail and Collaboration servers/infrastructure would be placed here. Our examples would be Exchange, SharePoint and Live Communication Server, 

Infrastructure - e-Commerce

This element contains the basic e-commerce service that could be exposed to any application. e.g. Cashless vending etc

Infrastructure - Management

All tools for the management of the technology infrastructure would be here. Good examples are Overall Systems Management - System Centre, Unicentre, Tivoli etc; Software Distribution and Patch Management (SMS); Configuration & Operational Management (MOM)

Infrastructure – Search & Content Management

A core service to manage the provision of content to applications and provide a pervasive search "service" across all data stores (with appropriate security). 

Infrastructure – Database Services

Core database platform providing database functionality to applications platforms 

Infrastructure - Network

All network services (wired and wireless).



Collaboration - Calendar Sharing

Ability to share and access individual, group and organisational calendars.

Collaboration - Tasks

Provides functionality to allocate, update and manage tasks at an individual and group level.

Collaboration - Instant Messaging

Real time chat services

Collaboration - Presence

Ability to identify the connectivity "status" of an individual. (Do not under estimate the importance of this by product of Instant Messaging)

Collaboration – Blogs & Wikis

Capability for the creation of blogs and common access repositories (Wikis). 

Collaboration - Application Sharing

Capabiltiy of sharing access to a live application enabling remote working on a single project.

Collaboration - Whiteboard Sharing

Ability to view and control whiteboard allowing free-form collaboration and teaching to remote parties

Collaboration - Discussions

Provision of discussion forum services, providing an asynchronous means of collaborating on topics of common interests.

Collaboration - Workspaces

Establishment of virtual working environment

Collaboration - Document Management

Service providing both rigorous (government compliant) and ad-hoc document management services

Collaboration - Workflow

Provision for creation of workflow elements allowing connection of collaborative tools within an application

Collaboration - Polling & Voting

Ability to create polls or votes.

Collaboration - eMail

The most basic form of electronic collaboration

Collaboration – Voice & Video

Provision of Voice over IP service and Video streaming to be integrated in collaborative applications 

 

Access - note that this is split into two domains - location and device

Access - Home

The home location for an individual

Access - School

Access - Library

Public learning environment

Access - Street

Generic term for truly anytime anywhere access

Access - Café

Generic term for internet café or any public access point

Access - PC

Inclusive term for desktops, laptops and tablets

Access - PDA

A device which is primarily a personal information manager

Access - SmartPhone

A device which is primarily a phone device

Access - Game Console

New entry anticipating evolution of today's game console's to computing and collaborative devices.  (Xbox 360 is likely first example of this)

Access - Terminal

Generic term for any browser based access (e.g. internet café, airport kiosk etc)

 

Learner - Student

Learner - Parent

Learner - Teacher

Learner - Community

Provides role and access for members that are broader than just the educational environment. (e.g. Librarians)

Learner - Admin/LEA

Admin role for management view of BSF environment

 

Security – 

May want to make specific note of Identity Management - key component without which none of this will work. 

Additionally, other security considerations e.g. physical security (building/facility access) would also be considered here.

“Logical” security requirements (e.g. firewall policies, encryption etc.) would also be represented here but actually delivered as part of the appropriate technology component within the appropriate layer. 


Why Mobile technology

 Students spending more time on homework and coming to
class better prepared.

Parents becoming more involved with their children’s
education.

|
t

t

"eachers reporting that they can more effectively prepare
esson plans meet their curriculum goals and individualize
ne curriculum.

"eachers are enthusiastic and challenge about the
echnology, allows them to be information facilitators

rather than sources of facts.

2
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Schools around the world have made enormous strides in bringing technology into the classroom and connecting students to the riches of the Internet. Now, next to the hardware deployment advances in wireless computing are making Internet connectivity easier. These advances pave the way for schools to transform themselves into interactive, student-driven e-Learning environments where access is ubiquitous and wireless mobile computers are a vital tool for teaching and learning. Early experiences show that deployment of wirelessly enabled notebook or Tablet PCs can generate significant behavioral changes, including:


« Many schools have simply
applied technology on top
of traditional teaching
methods — that’s not
enough

« Finding effective ways to
use technology is a
challenge facing educators
and policy makers globally

=<

« The goal is to create a safe

environments where
students have access to
resources, and teachers
can use tools to help them
do what they do

best.. teach'

e-Learning Is becoming a
global strategy
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Tablet PC Pilot Program

e Choosing the right technology

=|  « Choosing the right partner
' o Infrastructure
 Timeline
e Purchase program
e Educator and administrator involvement
e Parental involvement
e Student participation
.+ The rollout
.+ Evaluation
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Vertical Integration

Enterprise Wiraless, Security, and Technology Solution




3 _ Wireless Local Link
- Wireless Hotspot
Broadband Internet Connection

E-Learning (for All Grade)
E-mail Hosting
SMS Services

PC Lab

Data Center

Notebook Toshiba
Firewall and Security
Bandwidth Management

Onsite Technical Support
 Service & Maintenance Support

~ Training and Transfer Technology
~Content Admlnlstrator
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A Vertical Integration

Enterprise Wireless, Security, and Technology Solution |
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Financing Solution

" TOSHIBA & Partner School

» Design
* Implementation
» Operation
* Maintenance
 Full Finance
 Full Investment

*Prepare Classroom
eZero Investment Cost
«Zero Operation Cost

«Zero Maintenance Cost

PARTNERSHIP




TOSHIBA
Brand Lineup by Product Category

0.0smlo AV Notebook PC

Satellite Consumer Value-Line &

DT Replacements

1.ECRAE* Enterprise Thin & Light

PORTEGE® Ultraporables




' Remember Fadzieka......

We are ready, are you?

. NEE a}




TOSHIBA

ading Innovation




	Indonesian Teacher Conference 2007�  �Enabling the generation of learning 
	Setting The Context…�Students of today:  The Millennials and �How they learn (best)
	Education Landscape has Changed
	Slide Number 4
	Slide Number 5
	Slide Number 6
	Blueprint for the Future
	Slide Number 8
	Why Mobile technology
		Why e-Learning?
	Slide Number 11
	Tablet PC Pilot Program
	Intuitiv Learning
	Cyber School Concept 
	Financing Solution 
	�Brand Lineup by Product Category�
	We are ready, are you?
	Slide Number 18

