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In 1989, 85% of students in grade five 
would go into jobs not yet created using 

technologies not yet designed.

New York Times

18 years on …. 



Fundamental 
Assumptions



1. Education is about the life of the mind and learning how 
best to live.

2. Imagination is the most powerful learning tool.
3. People determine our values, and our intellectual 

enterprises not the machines or computer systems.
4. Vocational Education begins at birth. 
5. Information Technology has not, and will not, diminish 

the need for children to learn in a social context.
6. Ethics, values, morals and spiritual development cannot 

be learned in isolation from humankind.

Fundamental Assumptions



7. Computing technology is the most powerful catalyst for 
educational change the world has ever known. 

8. Multimedia is the intersection of computing, 
telecommunications and broadcasting – the Internet and 
WWW are the most powerful multimedia environments 
yet created.

9. Emerging technologies test our ethics and values.
10. Cyberspace cannot be censored; however, the users 

can be guided.
11. The future is unknown – it always has been, and our 

children will build it.

Fundamental Assumptions



Creativity, Design

and Innovation



Creativity = Imagination and Ideas

Design = giving shape and form to ideas

Innovation = putting the design into context

Creativity and Design = Innovation



Innovation:

giving shape and form to 
great ideas then putting 

them into context

through

Creating spaces and places 
for students to diagnose, 
simulate, problem solve, 

negotiate, construct, explore 
new ideas and exhibit their 

understanding. 

Kilvington 1994



The Broken Ground: 15 
years on...

Baptist School for Girls
ELC – Year 12
600 students
70 staff
Digital School
Laptop: insurance, security, finance, 
training, software, hardware, 
connectivity
Wireless
Core and Integrated Learning
24/7
Strategic Partnerships

Kilvington 1993 - 2002



Digital School - anytime anywhere learning with 
freedom to improvise, create and innovate.



Digital Learners in a Digital Age 

• Students with access to the fundamental technology platform can be 
cinematographers, editors, photographers, publishers, distributors, 
administrators, musicians, educators, conservationists, knowledge 
bankers, entertainers, journalists, programmers and simulators as 
they play, improvise and learn in the digital sandpit.

• The challenge for educators and parents today is to ensure that 
children’s play and life on the beach, in parks and their backyards is 
not reduced to only a life on the screen. 

• Learning in the 21st Century for all children should occur within and 
between the worlds of the virtual and the real.  



Dr Greg Wilmoth: Leader in Educational Innovation


