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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




¥  Fundamental Assumptions

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

Imagination is the most powerful learning tool.

People determine our values, and our intellectual
enterprises not the machines or computer systems.

Vocational Education begins at birth.

Information Technology has not, and will not, diminish
the need for children to learn in a social context.

Ethics, values, morals and spiritual development cannot
be learned in isolation from humankind.




Fundamental Assumptions

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

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

Emerging technologies test our ethics and values.

. Cyberspace cannot be censored; however, the users
can be guided.

. The future is unknown — it always has been, and our
children will build it.




Creativity, Design

and Innovation




Creativity and Design = Innovation

B Creativity = Imagination and Ideas

. Design = giving shape and form to ideas

D Innovation = putting the design into context




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
2417

Strategic Partnerships

Kilvington 1993 - 2002




Digital School - anytime anywhere learning with
freedom to improvise, create and innovate.
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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 215t Century for all children should occur within and
between the worlds of the virtual and the real.




Dr Greg Wilmoth: Leader in Educational Innovation
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An Exhibition of student

learning in a digital school
16th—18th October
TECHNOLOGY EXHIBITION
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TEACHER WORKSHOPS

Thiese will'be offered to educators who wish 10 experence RobaticsTontral

ROBOTICS AND SCIENCE CLASSROOMS

Integrating state-of-the-art computer interfacing with mulimmedia and Internat

Technohagy and Scence and Computing in a practical ciassroom endranment
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» Asimov’s Laws of Robotics

First Law:

A robot may not injure a human being, or, through
Inaction, allow a human being to come to harm.

Second Law:

A robot must obey orders given it by human beings,
except where such orders would conflict with the First
Law.

Third Law:

A robot must protect its own existence as long as such
protection does not conflict with the First or Second

Law.




There are certain
things that you can
only know by
creating them.

Richard Feynman
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A Space to Innovate:

Toyota’s Beyond 2000
Technology Challenge

Kilvington Winners in 1994




Future Now

Designers
Eco literate
Technologically literate

Turned onto learning
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WHOLE CAMPUS
MNETWORK
. = - Tashiba and Kilvington

Working Together
CYBER SLEUTHS

BN Telstra—A
| Signilicant Partner : s .. |I. I. :‘"

Cybersleuths:

Forensic Science

Parent Involvement
Ask the Experts
Vocational Interest
Problem Solving
Hours of engagement

EDE  pOVING AHEAD

through problem solving,
debate, crime
Investigation

Determining the fate of the
criminals




Creative Destruction

1.ls it inconceivable that we
hang on when practice is
redundant?

2.Cultural Lock in

3.Hold of Tertiary Education

4.End of IT as subject

5.End to Laboratories

6.Assessment — a glass
ceiling to progress

5.Teacher Education

6.New Professional
Development Models —
the London Underground

7. Digital Literacy — new liability




Incubation

. Lab.3000 Model

. Primary — Tertiary

. City Location

. Government Funded

. Digital Story Telling

. Improvising with
technologies — glass and
Nanoscience

. Working with the homeless

. Scale — incubators for all

‘\ schools
=% 9. Wisdom of Uncertainty




cubation

. H n Possibility — collision of the unfamiliar
. Intégration of fields of study
laboration between education, industry, government, research
y Creation rather than Peoblem Solving
g of cultural responses tc es, problems and different
)yaches to common situatig lobal challenges — e.g. The
Fctic
ate spaces and places fo to diagnose, simulate,
blem solve, negotiate, col plore new ideas and exhibit
eir understanding.
earn from each other throu egration, intersection and
:-.; iterruption of different exps owledge, application and
" understanding.
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Incubation: Eco Sense Studios

Student studios: Swinburne
and RMIT Universities

Integration Design, ICT and
Eco sustainability

Problem — design outcome
Brokerage of Ideas
Student Assessment Point

Exhibition — Cabinet Rooms,
Victorian Government




. Tragically, the historic kiosk at the end of the pier burnt
B . T down early in September 2003, just two weeks before
e GI VE Wi 1I]-.t,d out there mrh my girlfriend, it’s qth aromantic &pot?-_t-—:—_]' renovations were due fOf Completion, in a b|aze that
' s L ‘ destroyed it. Much debate now surrounds the site, with
- government proposing a replica building, while the
architectural community would like to see a design
competition offered.
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| rlse fI‘Om ashes ,

o ™
RALPHangHOLLY
LoV AKBOMALD

Play with $400 credit.

© 2003 ben statkus



lab.3000

innovatio

Publications
Biennale
about Us

Join lab.3000

Edit Member Profile

Site Search e

Advanced Search #

lab.3000 - innovation in digital design is building, connecting and promoting the value of
design in Victoria. Funded by the State Government and hosted at RMIT University, lab.3000 is
dedicated to Victona's future as a world leading design capital and a creative hub that stimulates
collaboration between design professionals, industries, ICT specialists and educational institutions,
Find out more...

Latest Feature
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lab. 3000 Incubator Director joins INSPIRE
Antarctica Expedition 3 (2005)

anne Burke, Director of lab, 3000 Incubator, is joining the
INSPIRE Antarctic Expedition 3 led by polar explorer and
environmentalist Robert Swan OBE, departing 13 February
2005,

Find out more...
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